The National Curriculum for Computing aims to ensure that all pupils:

o 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.

« can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems
e areresponsible, competent, confident and creative users of information and communication technology.

Intent:

Our computing curriculum intends to develop our children’s understanding of the broad potential technology has to offer. We
want them to become digital creators, using technology to support other areas of their work and lives. We know that the digital
workspace is continuously evolving and we want to equip Rosary children with core computing skills that will enable them to
contribute positively to the range of ways technology is used in the wider world. Our computing curriculum strives to develop
computational thinkers who are able to tackle complex problems, make mistakes and learn from them, and use technology
creatively. It is important that our children understand the responsibilities of being a digital consumer. We teach them to be
good digital citizens, to know how to stay safe, keep others safe online, and see the value of what they share in creating their
own digital footprint.




EYFS

KS1

LKS2

UKS2

COMPUTER SCIENCE

Programming

Create asimple set of
instructions to move in one
direction.

Create an algorithm for a
non-computer based task
(verbal instructions)

Combine commands to
make a sequence.

Understand the effect of
changing a value in a
command (e.g. counting
steps forwards)

Create precise instructions
for an algorithm with a
specific outcome.

Design and create a
program.

Combine command to
make a sequence with a
start point and clear
decisions about order.

Create a program that uses
count-conftrolled loops.

Design and create a project
that includes repetition.

Create aloop that will stop
when a condition is met.

Explain how selection is
used in a program

Create a program that
includes conditions and
selection.

Describe and use a
variable in a program.

Develop a program that
uses inputs and outputs.

Evaluate a program for its
indented outcome.

Logical Reasoning and
Problem Solving

Recognise simple bugs in a
range of contexts and
problem solve to fix them.

Find more than one
solution to a problem.

Use logical reasoning o
predict the outcome of a
program.

Identify simple bugsin a
program.

Use logical reasoning to
identify and fix bugs in a
program.

Solve problems by
decomposing them into
smaller parts.

Use logical reasoning to
predict how the outcome of
a program can change of
the order of commands are
changed.

Use logical reasoning to
predict errors in a program.

Identify patternsin a
program and create ways
to simplify in a program.

Use logical reasoning to
predict how the outcome
of a program can change
when variables and
conditions are changed.




INFORMATION TECHNOLOGY

Computer Systems and
Networks

Recognise the main
external elements of a
computer including the
mouse and keyboard.

Understand that messages

can be send electronically.

Identify and use the main
parts of a computer
including the mouse and
keyboard.

Identify input and output
devices.

Explore how digital devices
can be connected.

Describe how networks are
connected.

Describe how content is
added/accessed on the
World Wide Web.

Recognise how information
is shared over the internet.

Conftribute to a shared
project online.

Describe and explain how
search results are selected
and ranked.

Creating Content

Create digital images.

Record voices and sounds.

Create digital pictures and
describe the tools they
have chosen.

Use a digital device to take
and edit photographs.

Create and edit text on a
computer.

Create and use digital
sound.

Plan, create and edit an
animation.

Use different tools to edit a
digital image, evaluating
their effects.

Create and edit text and
images to add to a desktop
publishing publication.

Create and edit digital
music.

Create, edit and evaluate
a video.

Use a computer to design
and create a 3D model.

Create and evaluate a
vector drawing.

Recognise features of a
web page.

Plan featfures of a
webpage (discussing use of
images and copyright).

Data Handling

Create pictograms.

Describe, count, compare
objects, and understand
how they can be grouped.

Create pictograms to
present data.

Describe and compare
information shown in a
pictogram and a branching
database.

Collect and use data to
answer questions.

Collect and store data in a
database.

|dentify formulas that can
be used to produce
calculated data.

Create a spreadsheet and
present data.




DIGITAL LITERACY

Uses of Technology

Explore how technology
has different uses through

play.

Identify how technology is
used in school, at home
and in the wider world.

Recognise that choices are
made when using
information fechnology in
different environments

Explain how technology
benefits us

Recognise how content on
the internet is created for a
purpose.

Describe the choices made
when using technology for a
specific purpose

Use search technologies
effectively.

Discuss ways that we
communicate using
technology

Make purposeful choices
about the ways to present
data and information.

Explain how to use search
technologies effectively
and valuate different ways
fo use search technologies.

Describe how search
engines select results and
explain how they are
ranked

Recognise why the order of
search results is important,
and to whom

Recognise and evaluate
how we communicate
using technology.

Recognise and evaluate
the choices made when
presenting data and
information.

Discuss issues around
copyright when creating
contfent.

E-Safety

Understand that
information comes from
different sources.

Understand the
importance of using
technology safely.

Create rules for using
technology responsibly.

Show how to use
information technology
safely.

Know what is meant by
personal information and
the importance of keeping
it private.

Identify where to go for
support with a concern.

Identify unreliable content

Describe how to use
technology safely,
respectfully and responsibly.

Identify a range of ways o
report concerns about
content and contact.

Evaluate the
consequences of unreliable
content

Explain how to use
technology safely,
respectfully and
responsibly.

Identify a range of ways fo
report concerns about
content and contact.




Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
EYFS Cycle A Recording Sound | Creating Pictures | Instructions Role-Play Beebot Journey Directions
Technology
EYFS Cycle B Recording Sound | Creating Pictures | Directions Beebot Journey Role-Play Instructions
Technology
KS1 Cycle A Technology Digital Painting Digital Writing Grouping Data Programming Programming in
Around Us Beebots Scratch Jr
KS1 Cycle B Technology Digital Creating Sound Pictograms Programming Programming in
Around Us Photography Beebots Scratch Jr
LKS2 Cycle A Systems and Animation Desktop Publishing | Databases Programming - Programming -
Networks Sequence and Repetition
Events
LKS2 Cycle B The Internet Creating Music Photo Editing Databases Programming - Programming -
Sequence and Repetition in
Events games
UKS2 Cycle A Sharing Vector Drawing Video Editing Spreadsheets Programming - Programming -
Information Selection Variables
UKS2 Cycle B Systems and 3D Modelling Web Page Spreadsheets Programming - Programming -
Networks Creation Selection Sensing

Communication




