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	Computing Intent

	The intent of our computing curriculum at Mount Primary School is to help pupils become independent, creative, safe, respectful and problem-solving digital citizens with a broad and transferrable skillset. At Mount, we make use of Connected Computing Curriculum which helps to make computing fun for pupils, inspiring them to develop skills beyond the classroom, as well as building an awareness of all the opportunities the subject provides.
Our Computing long term plan has been designed to make sure pupils learn computing skills from the three recognised aspects of computing (below) within each year of their primary education. This means that pupils will build upon skills and concepts they established from the previous year and develop them further in the current and subsequent year. The curriculum will be taught in a two year cycle making sure that all elements of the curriculum are covered in each academic year. 
 The three aspects of Computing are:
· Computer Science- this covers programming (both block-based and text-based), including computational thinking using web-based software such as code.org and a variety of apps. Pupils across Key Stage 1 and 2 will write code to program physical and on-screen objects, interactive games and use text-based language. Pupils in Key Stage 1 will use Bee Bots for Physical Coding with Key Stage 2 using Micro:bits
· Information Technology- This covers the use of a variety of applications to create digital content, including document creation and editing, video making, digital art, graphic design, animation, 3D modelling and website building. 
· Digital Literacy- Using Common Sense Media, pupils will cover all aspects of the Online Safety Curriculum.

Online Safety

A key part of implementing our computing curriculum is to ensure that safety of our pupils is paramount. We take online safety very seriously and we aim to give children the necessary skills to keep themselves safe online. Children build online resilience through the use of the Common Sense Media framework. The framework aims to support and broaden the provision of online safety education, so that it is empowering, builds resilience and effects positive culture change. The objectives promote the development of safe and appropriate long-term behaviours, and support educators in shaping the culture within their setting and beyond.



	Computing Implementation

	Our progressive medium and short term planning ensures that pupils develop subject knowledge and their computing skills as they work through sequences of lessons, revisiting and building on prior learning.
The Connected Computing Curriculum includes activity packs with step-by-step, easy to follow planning, presentations and resources. This has many advantages including:
· Pupils can learn computing skills at their own pace, developing independent learning skills with opportunities to continually review and revisit the skills covered.
· In Key Stage 1 pupils will use iPads to access a variety of apps and websites. Teachers will record observations through Google Classroom ie pictures, videos and screenshots. 
· Key Stage 1 teachers will ensure that pupils are provided with consistent verbal feedback throughout the lessons and assess through pictures and recordings. 
· In Key Stage 2 pupils will use chromebooks and iPads to access the curriculum. Teachers will assign work on Google Classroom as an online portfolio. Where appropriate pupils will hand in on Google Classroom work for the teacher to measure the impact of the lesson. 
· Key Stage 2 pupils will reflect on their work through verbal or written feedback on Google Classroom, work can be returned and edited. 
· All pupils will access code.org for their computer science work. Each pupil will have their own login and data will be recorded on the website. 
· All pupils will complete an end of unit assessment through Wayground. 
· EYFS will access a range of apps to ensure that pupils enter Year 1 with a strong foundation in computing.



	Computing Impact

	Our children enjoy and value computing and know why they are doing things, not just how. Children will understand and appreciate the value of computing in the context of their personal wellbeing and the technological, creative and cultural industries and their many career opportunities.

Progress in computing is demonstrated through regularly reviewing and scrutinising children’s work. Using Google Classroom as a digital portfolio allows teachers to see their learning journey over time. Pupil voice interviews are also an important part of assessing the impact of our curriculum. These will be done regularly. The computing curriculum will contribute to children’s personal development in creativity, independence, judgement and self-reflection. This would be seen in them being able to talk confidently about their work, and sharing their work with others. 

∙ Our aim is for our exciting and engaging computing curriculum to have direct impact on the lives of our children, inspiring them to pursue the digital careers of the future.
∙ Finding the right balance of integrating technology into the pupils lives is also important and through our Online Safety objectives, our children will be able to monitor and assess their own screen time and online behaviours.
∙ Impact of teaching and learning is measured by end of topic assessments and audio-visual evidence collated through the children’s Google Classroom.
∙ We hope to have great impact on our pupils lives and we are continually adapting and honing our curriculum to meet their needs in the ever changing world of the internet.




Long term plan: 
EYFS:
To ensure that pupils enter Year 1 with a strong foundation of key skills and knowledge in computing they will access the following areas through a range of apps and activities. 
Computer Science
Physical Computing: Bee Bots
Problem Solving
Directional Language
Co-ordination
Digital Literacy
Taking Photographs
Digital Art
Typing
Digital Music
Online Safety
Caring for Devices
Imagine Safety
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	National Curriculum & EYFS
	F2
	KS1
	KS2

	
	Personal, Social, and Emotional Development 
Show resilience and perseverance in the face of a challenge. Know and talk about different factors that support their overall health and well-being. Sensible amounts of screen time. 
Physical Development 
Develop their small motor skills so that they can use a range of tools competently, safely and confidently. Expressive Arts and Design 
Explore use and refine a variety of artistic effects to express their ideas and feelings.

ELG
Personal, Social and Emotional Development- Managing Self 
Be confident to try new activities and show independence, resilience and perseverance in the face of challenge. Explain the reasons for rules, know right from wrong and try to behave accordingly. 
Expressive Arts and Design- Creating with Materials 
Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.
	Pupils should be taught to: 
∙ Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions 
∙ Create and debug simple programs 
∙ Use logical reasoning to predict the behaviour of simple programs 
∙ Use technology purposefully to create, organise, store, manipulate and retrieve digital content 
∙ Recognise common uses of information technology beyond school 
∙ Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies
	Pupils should be taught to: 
∙ Design, write and debug programs that accomplish specific goals, including controlling 
∙ Or simulating physical systems; solve problems by decomposing them into smaller parts 
∙ Use sequence, selection, and repetition in programs; work with variables 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 offer for communication and collaboration 
∙ Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 
∙ 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 information 
∙ Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.




Progression Map – Key Vocab
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Key Knowledge Progression:[image: ]
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All code.org lessons are based on the 2025 courses.

Y1/2 Cycle A

Beebots
Code Safari app
code.org A, Lessons 2,4,5 &6

EfCW Efcw
Self Image and Identity Selfimage and identity

EfCW.
Onfine Relationships
Managing Online Information

Privacy and Security

Information
Technology and Word Processing & Functional Skills Computersand Networks

Digital Literacy

Creating Media Word Processing & Functional kills

Planning Grid ©
and

pact Consultancy 2025. Linksin this grid point to materials and resources from code.org and Commonsense Media.

Transforming Experiences

code.org A, Lessons 8, 9 & 10

code.org A, Lessons 12,13

EfCW
Selfimage and Identity

EfCW
Online Reputation
Selfmage and Identity

Creating Media

These remain under the copyright terms of





image31.png
Al code.orglessons are based on the 2025 courses.

Computer science

impact

L6 pp,Box 50 390

codeorgCoure B esons 7,889

CodeorgCourse B Lessons 213

Online Safety and

pigalLiercy oot

Manoging onine nformotion
vy andsecurty

eiow
onine Bulying
Online eputation

Information
Hodeling Music and Wedia

Data and nformation

O
OniineBulying
Coyrigheandounersip

)
Prvocy and Securty

Computersand etworks

Modeling, Music and Meda

£

Selfimageand denty
Ontine Relotonshis
e eputaion

eicw
oniineBulying
Manoging nlin normotion

Dataand formition

Planning G i impact Consutancy 2025, Links i this g1 point o materas andresources rom code.organd Commonsene Mecis, Thes remainunder th copyrght terms o

and

TransfomingExperence:




image16.png
Al code.orglessons are based on the 2025 courses.

Y¥3/4 Cycle A

oden Autumn, spring
Computer Science
ot org Course - Lessons 34,586 codeorgCourse - Lesson 5,810 code g Course : Leson 1, 12813
13 Computr scence - Physicl Computig (2]
Mcroors
Online Safety and
Digital Literacy tow ) o
Oniine neloinshis Copyrightond ownersip ol autyng
Monagingonie nformaton
Eiow o
Slfimageand denty Privcyand Secuty
Ficw
Selfimageond dentty
Information
Technotogy and Word rocesing & Functona il Computes and etworks iord Procesing & Functonal Sl
Digital Literacy
0ata and nformation Oatasnd nformation

Plnning G & hrimpact Consutancy 2025.Links i this g1 point o e andresource from cod.org and Commonsene Mecis, Thes rmainunder th copyright erms o
and

Transtorming €<percrees
3




image7.png
hi-impact

AWl code.oressonsare based on the 2025 courses.
Y¥3/4 Cycle B

Computer science

Coderg Couse O s 384 oo Couse 3 Lesson 7,889 Codeos Course D ewon 15, 16,178 18
codeors coune C teson 128 13 Mamons
Online afety and
DigitalLier o ow eicw
ety prvacyondsecury Onine Reurtion prvocyandsecarty
Gnine Bulyng
icw e
Managng Oine normaton E— o
oot ons ounersn Copyrigt ond Owneriis
Information
Technology snd Cratng veds Modling Music and Nedia Modeling Music and Hedia
DigialLiteracy

Computes nd Hetworks Creatng Hedia

Plnning G & hrimpact Consutancy 2025.Links i this g1 point o e andresource from cod.org and Commonsene Mecis, Thes rmainunder th copyright erms o
and

Transtorming €<percrees
4




image19.png
Al code.org lessons are based on the 2025 courses.

Y5/6 Cycle A

utume, sping Summer
Computer Science
cod orgCoure - Lessons 3,485 codeorgCourse £ Lasons 6,788 codeorgCourse £ Lasons 138,14
code g CouseF: Lossons 83,5
crobit )
Online Safety and
DigitaLiteracy o ticw ED
Selimogeandidenty Oniine Reputton onine auting
ficw o
i Relatinshis onine elgonshis i Repuotions
ekt Wellbengond fesye
Orine Bulyng
Information
Technology and Word Procesing & Functona s Computesand Hetworks D12 snd formition
Digital Literacy
Dsta and nformation Computesand Hetworks

Planning G i impact Constancy 2025, Links i this g1 point o materas andresources rom code.organ Commonsene Mecis, Thes remainunder th copyrght terms o

and

TransfomingExperence:




image1.png
Al code.org lessons are based on the 2025 courses.

hi-impact

Y¥5/6 Cycle B

Computer Scence

Computer cience: Physical Computing ()
Mcroots
Online Safety and
Digital Literacy L el o
prvocy and securty sttimoge ond dentry Copyrightand Ownership
Eew tcw o
prvocyand ecurty nine Reotonsh: Monoging one nformaton
Copyrightand Ownersi
Information
Technology and Cresting edia Word Procesing & Function Skl Modeling, Musicand edia
DigitalLiteracy

odeling usic and edia

Cresing edia

Plnning G & hrimpact Consutancy 2025.Links i this g1 point o mterss andresource from o organd Commonsene Mecis, Thes rmainunder th copyright erms o

and




image22.png
hi-impact

Connected Curriculum Vocabulary Overview
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Key Knowledge Progression

Word Processing & Functional Knowledge

Year 1 pupis add simple captions and images to a document and make changes to the font. They wil learn some of the keys on the keyboard.

Vear 2 pupis will ook at how text and images can belaid out on a digital book and how content can be moved around.

Year 3 pupis will earn how to add text into a word processing document. They wil choose fonts that suit the purpose of the document and ncrease
their knowledge ofthe keyboard. They willearn how t0 use numbered and bullet pointed lsts.

Vear & pupis il use tables and learn how to insert images into word processing documents. They will change the formatting o the whole documentto.
suitits purpose. They will learn to copy and paste appropriate text and images.

Year 5 pupis il earn how to use formatting and transitions to design the layout of a presentation and use hyperlinks to move easlly within the
presentation.

Year 6 pupis will earn how documents are stored on the World Wide Web to help work collaboratively.
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Creating Media

Year 1 pupis wil lear about the basic multimedia ool of video and audio and how to record video and audio.
Year 2 pupis wil investigate how to take photographs and make simple edts.
Year 3 pupis wil explore the difference between print and video presentations and how to edit video and auio.

AL e 4 pupit wil buid on prior learning from Year 2 to create mving pictures through animation and understand terms such as ‘frames' and ‘onion

skinning’.
Year S pupis wilrecord a series of video clips and edit them appropriatel into a video, adding and recording suitable sounds.

Year § pupis wilplan and add multimedia content to a website.
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Data and Information

Year 1 pupits will collect data using simple tall charts and organise using pictograms.

Year 2 pupils willlearn o use bar graphs to sort data by atributes

Year 3 pupis willlearn about branching databases and how data can be sorted Into groups using thei aiributes through simple yes/no questions

Overview

Year & pupits willlearn how to gather data using data loggers and view and interpret data from a graph. They will learn that data can be collected
digitaly.

Year 5 pupits willlear to sort and fiter data by thei atributes and create a fat.fl searchable database.

Year 6 pupis will organise data in  spreadsheet and learn how to use formulae to sort and manipulate data.
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Computers and Networks

Year 1 pupils willknow examples of technology around them and learn how to use a keyboard fo typing letters and numbers,

Year 2 pupils wil ind out about technology I the wider world and understand how technology can make tasks easier and safer.

Year 3 pupils willlearn about how  school network works and what a uri. Pupis wil begin to learn how to use a search engine effctivey

Lo SRY TSR e 4 pupits will expore online safety by learning what to share, how to share images, when s okay o reuse them, and how images can be
manipulated.

Year 5 pupi' will explore and/or search o find information and know which factors determine a website's ranking.

Year § pupis willinvestigate how to check the credibilty of nformation on the world Wide Web and explore how to evaluate a website. They wil
learn more about copyrght.
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Modelling, Music and Media
Year3 Yeara
Year 1 pupis begin to explore how data can be represented by sounds and know how to make simple sounds and rhymes using technology.

Year 2 pupis wil look at data that can be represented as drawings and create raster images.

Year 3 pupis wilcreate a video and add appropriate audio.
Overview

Year & pupis wil investigate vector graphics and use layering and grouping to draw Images
Year 5 pupis wil edit data as sound through podcasts

Year 6 pupis will use layering and grouping on a computer to produce 30 models through CAD.
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Online Safety
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