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Skills & Knowledge Progression: Computing SCHOO

National Curriculum — Aims and purpose

School aims - skills, attitudes and knowledge that we would like all
children to develop on their journey through the school

Purpose of study

A high-quality computing education equips pupils to use computational thinking and creativity to
understand and change the world. Computing has deep links with mathematics, science, and design and
technology, and provides insights into both natural and artificial systems. The core of computing is
computer science, in which pupils are taught the principles of information and computation, how digital
systems work, and how to put this knowledge to use through programming. Building on this knowledge
and understanding, pupils are equipped to use information technology to create programs, systems and a
range of content. Computing also ensures that pupils become digitally literate — able to use, and express
themselves and develop their ideas through, information and communication technology — at a level
suitable for the future workplace and as active participants in a digital world.

Aims
The national curriculum for computing aims to ensure that all pupils:
e can understand and apply the fundamental principles and concepts of computer science, including
abstraction, logic, algorithms and data representation
e can analyse problems in computational terms, and have repeated practical experience of writing
computer programs in order to solve such problems
e can evaluate and apply information technology, including new or unfamiliar technologies, analytically
to solve problems
e are responsible, competent, confident and creative users of information and communication
technology.

Bayford School follow the Purple Mash Computing Scheme of Work which is a
comprehensive set of resources aligned to the National Curriculum for
Computing, Technology and Digital Competence. This scheme is intended to
facilitate teachers at Bayford in achieving the very best outcomes for the
children.

We want to help our children to become confident, independent users of IT
across the curriculum and in their life beyond school. Children in every class
and year group will be given opportunities to discover how IT can support them
in their learning and will be encouraged to enthusiastically try out new
technologies, apps and software. They will gain the transferable skills needed
to adapt to ever-changing software and be as prepared as they can be for the
technologies that they will encounter as they grow up. Crucial to much of this
is the ability to think logically and to break ideas down into discrete steps.

These computer science skills are therefore a vital strand in our teaching. Our
children will also know how to use all of this safely and responsibly, know who
to talk to when they come across something that doesn’t seem right, fair,
acceptable or appropriate, and know when to turn off the technology and walk
away. They will be taught to treat others with respect and recognise that
behaviour online should be no different to behaviour in ‘real life’.

Links to learning in EYFS:

Links to other subjects / curriculum areas:

Experiences every child should have:

- Shows an interest in technological toys with knobs or
pulleys, or real objects such as cameras or mobile phones
- Fine Motor Skills: Shows skill in making toys work by
pressing parts or lifting flaps to achieve effects such as
sound, movements or new images

- Knows information can be retrieved from computers
Completes a simple program on a Bee-Bot

- Uses ICT hardware to interact with age-appropriate
computer software i.e. tablets

- Presenting work from across the curriculum (using ipads,
video, Word, Publisher, PowerPoint, Excel or similar)

- Using the internet as a search tool to support learning
across the curriculum

- Using spreadsheets & databases to analyse and explore
data (particularly in maths and science)

- Using apps to support learning especially in maths

- eSafety aspects have a strong PSHE link

- Creating videos and sharing them with friends and family
- Seeing something move in response to their commands
- Produce something of their own that makes them go
‘Wow!’

- Chances to try things out, go wrong & discover that the
computer doesn’t blow-up and the internet doesn’t shut
down as a result




Computing Progression
N.C. Statements KS1 Year 1

Computer Science Information Technology

Create and debug simple Use logical reasoning to
programs. predict the behaviour of
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Computing Progression
N.C. Statements KS1 Year 2

Computer Science

Create and debug simple
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Statement

Children can create a simple
program that achieves a
specific purpose.
also identify and correct
some errors, e.g. Debug
: Chimp.
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Information Technology

Use logical reasoning to
predict the behaviour of
simple programs.

Children can identify the
parts of a program that
respond to specific events
For example, they can write
a cause and effect
sentence of what will

happen in a program.
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N.C. Statements KS2 Year 3

-
=1
o
[
-
w
B
w

Outcome

Use sequence, selection
and repetition in
programs; work with
wariables and various
forms of input and

output.

Use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

Understand computer
networks, including
the internet; how they
can provide multiple
services, such as the
‘World Wide Web, and
the opportunities they
affer for communication
and collaboration.

Children can list a range
of ways that the
Imternet can be used to
provide different
methods of
communication. They
can use some of these
methods of
communication, e.g.
being able to open,
respond to and attach
fifes to emails using
2Email. They can
describe appropriate
email conventions when
commumicating in this
way.

Select, use and combine
a variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and




Computing Progression
N.C. Statements KS2 Year 4
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Outcome

Use sequence, selection

and repetition in
programs; work with
wariables and various

forms of input and

output.

Use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

Children's designs for

Select, use and combine

Understand computer
networks, including
the internet; how they
can provide multiple
services, such as the
‘World Wide Web, and
the opportunities they
affer for communication
and collaboration.

Children recognise the
main component parts
af hardware which
allow computers to join
and form a network.

understand the online
safety implications
associated with the

ways the intermeat can
be used to provide

different methods of
communication is

a variety of software
(including internet
services) on a range of

digital devices to design

and create a range of
programs, systems and
content that accomplish
given goals, including
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evaluating and

presenting data and
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Computing Progression
N.C. Statements KS2 Year 5
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Use sequence, selection
and repetition in
programs; work with
variables and various
furms of Input and
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Use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

Whean children code,
they are beginning to
think about their code
structure in terms of
the ability to debug
and interpret the code
fater, e.g. the use of
tabs to organise code
and the naming of

Understand computer
networks, including
the internet; how they
can provide multiple
services, such as the
World Wide Web, and
the opportunities they
offer for communication
and collaboration.

Children understand the
value of computer
netwaorks but are also
aware of the main
dangers. They recognise
what personal
infarmation is and can
explain how this can be
kept safe. Children can
select the most
appropriate form of
contingent an audisnce
and digital content, e.q.
2Blog, 2Email, Display
Boards.

Select, use and
combine a variety of
software (including

internet services) on a
range of digital devices
to design and create
a range of programs,
systems and content
that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and

informatio

Children are able to
make appropriate
improvements to digital
solutions based on
feedback received and
can confidently
comment on the success
of the solution. e.g.
creating their own
program to meet a
das'fgnh'l‘nf‘lm‘ng

Digital Literacy
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Computing Progression
N.C. Statements KS2 Year 6

Design, write and Use sequence, selection Use logical reasoning Understand computer Use search technologies  Select, use and combine
debug programs that and repetition in to explain how some networks, including effectively, appreciate a variety of software
accomplish specific programs; work with simple algorithms the internet; how they how results are (including internet

goals, including variables and various work and to detect can provide multiple selected and ranked, services) on a range of
controlling or simulating forms of input and and correct errors services, such as the and be discerning digital devices to design
physical systems; output. in algorithms and World Wide Web, and in evaluating digital and create a range of
solve problems by programs. the opportunities they content. programs, systems and
decomposing them into offer for communication content that accomplish
smaller parts. and collaboration. given goals, including
collecting, analysing,
evaluating and
presenting data and
infarmation.
Children are able to turn Children translate Children are able to Children understand Children readily appily Children make clear
a more complex algorithms that include interpret a program in and can explain in fifters when searching connections to the
ing task sequence, selection and parts and can make some depth the for digital content. They audience when
into an algorithm by repetition into code and logical attempts to put difference batween the are able to explain in designing and creating
identifying the important  their own designs show the separate parts of a internet and the World detail how credible a digital content. The
aspects of the task that they are thinking of compilex algorithm Wide Web. Children webpage is and the children design and
{abstraction) and then how to accomplish the tagether to expiain know what a WAN and information it contains. create their own blogs
decomposing themina  set task in code utilising the program as a LAN are and can They compare a range to become a content
fogical way using their such structures, whole describe how they of digital conternt creator on the Internet,
knowledge of possible including nesting access the jntemet in sources and are able to eg. 2Blog They are
coding structures and structures within school rate them in terms of able to use criteria to
£ appiying skills from each other. Coding content quality and evaluate the quality of
g. previous programs. displays an improving accuracy. Children use digital solutions and
S Children test and debug understanding of critical thinking skills in are able to identify
their program as they go variables in coding, everyday use of online improvements, making
and use fogical outputs such as sound communication. some refinements.
to identify the cause of and mavement, inputs
bugs, demonstrating a from the user of the
systematic approach to program such as button
try to identify a particular  clicks and the value of
line of code causing a functions.




Computing: Curriculum covered at Bayford Primary School

KS1 (Class 1 - Year 1 & 2) Rolling Programme

_ Year A Year B
Subject - -
Autumn Term Spring Term Summer Term Autumn Term Spring Term Summer Term
Computing e Unit 1.1. Online Safety | e Unit 1.2 Grouping & e Unit 1.7 Coding e Unit 1.1. Online Safety | e Unit 1.6 Animated ¢ Unit 2.3 Spreadsheets
& Exploring Purple Sorting ¢ Unit 2.1 Coding & Exploring Purple Story Books ¢ Unit 1.3 Pictograms
(see Purple Mash ¢ Unit 2.6 Creating Mash e Unit 2.7 Making Music e Unit 2.8 Presenting
Mash scheme | « Unit 2.5 Effective Pictures e Unit 1.5 Maze Ideas
of work) Searching ¢ Unit 1.8 Spreadsheets Explorers

e Unit 1.4 Lego Builders
e Unit 1.9 Technology

outside school

¢ Unit 2.4 Questioning

Lower KS2 (Class 2 — Year 3 & 4) Rolling Programme

. Year A Year B
Subject : -
Autumn Term Spring Term Summer Term Autumn Term Spring Term Summer Term
Computing ¢ Unit 3.1 Coding ¢ Unit 3.4 Touch Typing e Unit 3.5 Email e Unit 4.2 Online Safety e Unit 4.5 Logo e Unit 4.7 Effective
e Unit 3.2 Online safety ¢ Unit 4.9 Making Music | e Unit 3.6 Branching e Unit 4.3 Spreadsheets e Unit 4.6 Animation Search
(see Purple o Unit 3.3 Spreadsheets Databases e Unit 4.4 Writing for e Unit 4.8 Hardware
Mash scheme e Unit 3.9 Presenting different audiences Investigators
of work)

Upper KS2 (Class 4 — Year 5 & 6) Rolling Programme

, Year A Year B
Subject : -
Autumn Term Spring Term Summer Term Autumn Term Spring Term Summer Term
Computing ¢ Unit 5.1 Coding e Unit 5.3 Spreadsheets | e Unit 5.5 Game Creator | e Unit 6.1 Coding ¢ Unit 6.3 Spreadsheets e Unit 6.5 Text
e Unit 5.2 Online Safety e Unit 5.4 Databases e Unit 5.6 3D Modelling e Unit 6.2 Online Safety | ¢ Unit 6.4 Blogging Adventures
(see Purple e Unit 6.6 Networks

Mash scheme
of work)

e Unit 6.7 Quizzing




