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Intent
Our vision.

Through inspirational teaching, all our children have the confidence to achieve success in a safe and healthy school with Christian values at its core.

At Deddington Primary School, we want our pupils to achieve the highest standards possible through a coordinated and sequenced scheme of high-quality learning experiences. We aim to foster
life-long learning behaviours through: independence, resilience, choice, collaboration and personal discovery. We want our pupils to be fully prepared and equipped for the next stages of their
education and for life in modern Britain.

Implementation

We implement our vision and curriculum intent in the following ways:

T  Deeply embedded vision, values and our 6 principles of success.

A supportive and nurturing environment encouraging pupil achievement in all areas of Computing.

A broad and balanced curriculum through all aspects of Computing, used to enhance subject across the curriculum and as a subject in his own right.
Strong, supportive but ambitious and determined leadership.

Clear progressive skills forming the foundation of the delivery and assessment of Computing.

Pupils reflect upon their personal development.
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All pupils are encouraged to discover, explore and develop their own personal skills, talents and interests through a wide range of learning opportunities within computing, our
updated curriculum gives those children who have a particular skill in this area to work at greater depth and to those he need support, small, manageable progressive steps.
High quality teaching through passion, praise, subject knowledge and enthusiasm.

Using Turn it On not only for technical support but also to help rewrite and delver our curriculum, ensuring our software and our intent are compatible.

A commitment to constantly improving our practice.

High quality and appropriate resources to support teaching and learning, staff to plan ahead and make sure they have the appropriate resources. Providing CPD where needed,
Using cross-curricular links and opportunities to ensure pupils can transfer and apply the skills they develop.

An offer of a school club.

E-Safety sessions are given priority at the start of every term and compliments our PSHE scheme.
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Impact
91 Pupils are happy at school and feel safe, nurtured and cared for. They are proud of the school and demonstrate the ‘Deddington Way’ in everything they do and achieve.
T Staff are proud of our school and all that we achieve together as a team.
1 Achievement in Computing is at least good and is constantly improving.
1  Observations of learning indicate pupils consistently demonstrate impeccable behaviour and learning attitudes.
1 Rates of participation in after school clubs and extra-curricular activities are strong and increasing.
T Achievement and success within digital opportunities is high.
9 Visitors and prospective parents consistently comment on the lovely atmosphere, ethos and environment the school team have created.
T Children know how to keep themselves safe online and where and how to report concerns.
T Children are ready to move on to the next phase of their education being fully aware of latest developments in technology.
The National Curriculum for Computing across Key Stages
Key stage 1

Pupils should be taught to:

1 understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions
1 create and debug simple programs
1 use logical reasoning to predict the behaviour of simple programs
T use technology purposefully to create, organise, store, manipulate and retrieve digital content
T recognise common uses of information technology beyond school
T 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.
Key stage 2

Pupils should be taught to:

T design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts

T use sequence, selection, and repetition in programs; work with variables and various forms of input and output

T use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs

1 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
T use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
T 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
T use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.



Deddington Church of England Primary School Computing Curriculum overview

Subject strands

Computer Systems and Networks

Creating Media - A and B

Programmimg- A and B

Data and Information

E- Safety

At Deddington CE Primary School , from September 2024 for Years 1-6 we are using the Teach Computing Curriculum, designed by the
organisation STEM. All resources are found at https://teachcomputing.org/curriculum

Curriculum topics by term.

Term 1
Computer Systems
and Networks

Term 2
Creating Media - A

Term 3
Programming- A

Term 4
Data and Information

Term 5
Creating Media - B

Term 6
Programming- B

Understanding the | Expressive Arts and | Communication and Mathematics Literacy Mathematics
EYES World Design Language Shapes and patterns with We're going on a
What technology is used Tools used to create Retelling stories and giving objects Bearhunt/Gruffalo Beebots
at home — who is a images, sequences of instructions
trusted adult? movement
Technology Digital Moving A Grouping Dig ital Programming
Year 1 o . .
Around Painting Robot Data ert'mg Animations
Us Paintzapp Beebots Unplugged — Practical Microsoft Word Scrgtch JR
Microsoft Word Online free Online free
Link this bit to The key skills are using
Christmas card or art word to write name,add
focus capital letters use bold
The key skills are using italic and underline.
the shape and line
tools of Paintzapp, and
using fill and undo.
Information Digital Robot Pictograms Digital Programming
Year 2 Technology Photography Algorithms Music Quizzes
Around Us Digital Cameras- j2eonline Chrome music lab Scratch Jr
Microsoft PowerPoint | alternative unit Twinkl Beebots Online free Online free
Digital Artists online free

Mostly unplugged
activities — s

Recap key art skills on
Paintzapp-

This unit could be combined
with the Year 2 Maths
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statistics unit. In White rose
hub.

Year 3 Connecting Stop Frame *** Sequencing Sounds Branching Databases Desktop Events and
ear Computers Animation Scratch j2e online free Publishing Actions in
Unplugged Tablets- imotion Online free Canva — accounts needed Progress
(may not have resources for (free) Scratchdr
this‘unit) i This can be also taught
Alternative Unit - using ppt publisher/sway
Pivotstick Figurefrom
previous LTP Key skills are
Mixing text and images
and changing a layout-
also link to a topic or
literacy text
Your 4 The Internet Audio Production Repetition in Shapes e ltD““:,'-°99",’t‘%*** n— Photo Editing Repetition in
) . eed alternative unit for microbits . .
ear Chrome Music Lab Audacity FMS logo Alternative unit Twinkle — How to Paint.net online free Games
Online free (Microphones and Online free use BBC Microbit or Scratch
headphones) https://mrmorrison.co.uk/microbit/sta
rter/
Systems and Video Production Selection in Physical Flat- file Databases Vector Graphics Selection in
Vans 2 Search'mg Canva - accounts Comput'mg*** j2e.com Google Drawing online Quizzes
Internet needed digital cameras | Crumble ( need to loan from online free free Scratch
or tablets STEM)
Alternative unit —
SketchUp3d from
previous LTP
Vear 6 Communication Webpage Creation Variables in Games Introduction to 3D Modelling Sensing
ear and Collaboration Scratch Spreadsheets TinkerCad - free Movement
Internet Googleslides/excel accounts needed Microbits

Microsoft
Sway/PPT and
hyperlinks can be
used.
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Curriculum topics by term.

F1

The knowledge
to be learnt

To say how technology is
used at home

To know screen time is to
be managed

To create a map

To create a simple
movement sequence

To learn a song

To say steps to achieve a
goal

To give clear instructions

To practise explaining how
something works.

To group similar objects
To describe a shape

To make a repeating
pattern

To see a mistake in a
repeating pattern

To retell a story
To give instructions

To order a set of
instructions

TERM 1 TERM 2 TERM 3 TERM 4 TERM 5 TERM 6
ool Understanding the Expressive Arts and | Communication and Mathematics Literacy Mathematics
opte World Design language
To know who is a trusted To use different tools to To listen to familiar stories To count objects To act out a story To program a Beebot
‘T Know’ adult create images

To make a beebot follow a
map

To take turns

To direct the beebot to
make a shape.

Key Vocabulary

Teachers, TA’s parents,
ipads, tablets, phones,
laptops, screen time, maps
made from lego, junk
models

Pencil ,crayon, paintbrush,
finger, sponge , turn, roll,

Enjoy, fairytale, traditional
tale, story, poems, first,
then, next, after that,
forwards, backwards, left,
right, repeat, start, begin,
go

Object, label, group,
search, image, colour,
shape, value, , less,
most, fewest, the
same, mistake, debug

Beginning, middle, end,
first, then, after, next,
forwards, backwards, left,
right, repeat, start, begin,
go

Program, steps, forwards,
backwards, next, after that,
shapes, numbers
Algorithm

T can’
The skills to be
developed

I know which adults to
trust at home and school

I can say the names of
devices used at home

I know that screen time
needs to be controlled

I can make marks using
different tools

I can link two or three
different movements

together

I can recall words to a

I can retell a familiar story

I can say how I can make
something

I can give instructions is a
variety of situations.

I can count a set of objects
I can group similar objects
I can describe a shape

I can repeat a pattern

I can act out a familiar
story

To retell a familiar story
To give a set of instructions

To order a sequence of

I can use the term program
when controlling a beebot.

I can program the beebot to
move around a mat.

I can work with a partner
and take turns

song. I can show another child I can correct a pattern events.
I can create a map using how to do a task. I can program a beebot to
abstract materials. make a shape.
TERM 1 TERM 2 TERM 3 TERM 4 TERM 5 TERM 6
Technology Digital Painting Moving a Robot Digital Writing- Proramming Animations
Topic Around Us
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Year 1

‘T Know’
The knowledge
to be learnt

To identify technology

To identify a computer
and its main parts

To use a mouse in
different ways

To use a keyboard to
type on a computer

To use the keyboard
to edit text

To create rules for
using technology
responsibly

To describe what
different freehand
tools do

To use the shape tool
and the line tools

To make careful
choices when painting
a digital picture

To explain why I chose
the tools I use

To explain why I chose
the tools I used

To use a computer on
my own to paint a
picture

To compare painting a
picture on a computer
and on paper

To explain what a
given command will do

To act out a given
word

To combine ‘forwards’
and ‘backwards’
commands to make a
sequence

To combine four
direction commands to
make sequences

To plan a simple
program

To find more than one
solution to a problem

Use term to catch up on
previous terms

To use a computer to
write

To add and remove
text on a computer

To identify that the
look of text can be
changed on a
computer

To make careful
choices when changing
text

To explain why I used
the tools that I chose

To compare typing on
a computer to writing
on paper

To choose a command
for a given purpose

To show that a series
of commands can be
joined together

To identify the effect
of changing a value

To explain that each
sprite has its own
instructions

To design the parts of
a project

To use my algorithm
to create a program

Key Vocabulary

Technology, computer,
mouse, trackpad,
keyboard, screen, click,
drag, input
device,shift, spacebar,
capital letter, full stop,
safely, responsibly

Paint program, tool,
paintbrush, erase, fill,
undo, Piet Mondrian,
primary colours, shape
tools, line tool, fill tool,

undo tool, Henri
Matisse, Wassily
Kandinsky, feelings,
colour, brush style,
George Seurat,
Pointillism, prefer,
dislike, like

Forwards, backwards,
turn, clear, go,
commands,
instructions, directions,
left, right, plan,
algorithm, route,
program

Object, label, group,
search, image, colour,
shape, property, value,

data set, less, most,

fewest, the same

Word processor,
keyboard, keys, letters,
Microsoft Word,
letters, numbers,
space, backspace, text
cursor, toolbar, bold,
italic, underline, undo,
font, toolbar

ScratchJr, Bee-Bot,
command, sprite,
compare,
programming,
programming area,
block, joining, start,
program, background,
delete, reset,
algorithm, predict,
effect, change, value,
block, instructions,
appropriate, design
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T can’
The skills to be
developed

I can locate examples
of technology in the
classroom

I can explain how
these technology
examples help us

I can explain where
to go for help when I
have concerns about
content or contact

when online

I can name the main

parts of a computer

I can switch on and

log into a computer

[ can use a mouse to

open a program

I can click and drag to
make objects on a

screen

I can use a mouse to
create a picture

I can type /delete my

name on a computer

I can explain that
different paint tools do
different jobs

I can choose
appropriate paint tools
and colours to recreate

the work of an artist

I can say which tools
were helpful and why

I can explain that
pictures can be made
in lots of different

ways

I can
predict/match/run a
command on a device

I can predict the
outcome of a sequence
involving ‘forwards’
and ‘backwards’
commands

I can compare left and
right turns

I can experiment with
‘turn’ and ‘move’
commands to move a
robot

I can predict the
outcome of a sequence
involving up to four
commands

I can explain what my
program should do

I can choose the order
of commands in a

sequence

I can debug my
program

I can identify several
possible solutions

I can describe/ count

objects

I can describe a
property of an object

I can group objects
I can count a group of
objects

I can group objects in

more than one way

I can compare groups
of objects

I can decide how to
group objects to

answer a question

I can record and share

what I have found

I can open a word
processor

I can recognise/identify
keys on a keyboard

I can use letter,
number, and Space
kReys

I can use Backspace to
remove text

I can type capital
letters

I can explain what the
kReys that [ have
already learnt about
do

I can select a word by

double-clicking

I can select all of the
text by clicking and
dragging

I can change the font

I can identify the
toolbar and use bold,
italic, and underline

I can make changes to

I can find /use the
commands to move a

sprite

I can use more than
one block by joining
them together

I can use a Start block

in a program
I can run my program

I can find blocks that
have numbers

I can change the value
I can say what
happens when 1
change a value

I can show that a
project can include
more than one sprite

I can delete a sprite

I can add blocks to

each of my sprites

I can decide how each

sprite will move
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I can save/open my
work to a file

I can identify rules to
keep us safe and
healthy when we are
using technology in
and beyond the home

text on a computer

I can create an
algorithm for each
sprite

I can add

programming blocks
based on my algorithm

I can test the
programs I have
created

Year 2

To identify the uses of
information technology
in the school

To describe and improve a
photograph.

To use tools to change an
image

To explain what
happens when we
change the order of
instructions

tally charts

To recognise that
objects can be
represented as pictures

To identify that there
are patterns in music

TERM 1 TERM 2 TERM 3 TERM 4 TERM 5 TERM 6
Information Technology Digital Photography Robot Algorithims Pictograms Digital Music Programming Quizzes
Topic Around Us
To recognise the uses To use a digital device | To describe a series of | To recognise that we To say how music can | To explain that a
The IkEZ\j/\{Ve dge and features of to take a photograph instructions as a can count and make us feel sequence of commands
to be learnt information technology | and make choices sequence compare objects using has a start

To explain that a
sequence of commands
has an outcome
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To identify information
technology beyond
school

To explain how
information
technology helps us

To explain how to
use information
technology safely

To recognise that
choices are made
when using
information
technology

To understand that
photos can be changed

Or
Digital Artists — Twinkl

To
To describe what
different freehand
tools do
To use the shape tool
and the line tools
To make careful
choices when painting
a digital picture
To explain why I chose
the tools I use
To explain why I chose
the tools I used

To use a comiuter on

picture

program

To recognise that

To use a computer to




