
THE PRIORY CE PRIMARY SCHOOL

COMPUTING
SUBJECT GUIDE

Intent: What do we aspire for our children?

At The Priory, our mission statement is:

‘Inspiring a generation to learn, flourish and achieve in a caring, Christian community.’

In Computing, we intend for our children to become responsible, confident and creative users of digital technology.

We follow the National Curriculum for Computing, which states:
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.

We intend to enable children to:
● understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation.
● analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems.
● evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems.
● be responsible, competent, confident and creative users of information and communication technology.



Implementation: How will we deliver our curriculum?

Key Concepts

Our programme of study largely follows the ‘Teach Computing’ curriculum developed by the National Centre for Computing Education.

Our curriculum is centred around four key concepts that run through it, incorporating ten core elements:

Computing Systems and
Networks

Programming Creating Media Data and Information Online Safety and Wellbeing

● examples of IT
● IT can be used responsibly to help people
● digital devices feature inputs, processes and

outputs
● digital devices can be connected in

networks, and the internet is a network of
networks

● commands can be combined in programs
● sequences can be used in programs
● parts of programs can be repeated
● programs can flow in different ways,

depending on conditions being met or not
● something that changes is controlled by a

variable

● computers can be used to create a wide
range of media

● information can be stored and retrieved
● media can be modified and edited
● content is owned, and there are rules around

when and how it can be used

● data can be collected and presented
● questions can be created and answered with

data
● data can be captured to carry out

investigations
● data can be organised and compared

Computer Systems: Understand
what a computer is, and how its
constituent parts function
together as a whole.

Programming: Create software
to allow computers to solve
problems. Creating Media: Select and

create a range of media including
text, images, sounds, and video.

Data and Information:
Understand how data is stored,
organised, and used to represent
real-world artefacts
and scenarios.

Computer Networks:
Understand how networks can
be used to retrieve and share
information, and how they come
with associated risks.

Algorithms: Be able to
comprehend, design, create, and
evaluate algorithms.

Design and Development: Understand the activities involved in
planning, creating, and evaluating computing artefacts.

Effective Use of Tools: Use software tools to support computing work.

Impact of Technology: Understand how individuals, systems, and society as a whole interact with computer systems.

Safety and Security: Understand risks when using technology, and how to protect individuals and systems.

https://teachcomputing.org/curriculum


Progression of Knowledge

Children progress through the four key strands in the following way:

R 1 2 3 4 5 6

Computing Systems and
Networks

(Autumn 1)

● KS1: Recognise common uses of
information technology beyond school.

● KS2: 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.

● KS2: Use search technologies effectively,
appreciate how results are selected and
ranked, and be discerning in evaluating
digital content.

What is technology?

Recognising technology
in school and using it
responsibly.

technology, computer,
mouse, keyboard,
cursor

How is information
technology used in the
world around us?

Identifying IT and how
its responsible use
improves our world in
school and beyond.

information technology

What is a network?

Identifying that digital
devices have inputs,
processes, and outputs,
and how devices can be
connected to make
networks.

input, process, output,
digital devices,
non-digital devices,
computer networks,
server, switch, access
point, hardware,
software, WiFi

What is the internet?

Recognising the
internet as a network of
networks including the
WWW, and why we
should evaluate online
content.

internet, World Wide
Web (WWW), router,
website, domain name,
URL, web browser

How is information
shared in systems?

Identifying and
exploring how
information is shared
between digital
systems.

system, IP address,
protocol

How is the World Wide
Web used for
communication?

Recognising how the
WWW can be used to
communicate and be
searched to find
information.

search engine, select,
rank, web crawler

Programming

(Spring 1 & Summer 2)

● KS1: Understand what algorithms are,
how they are implemented as programs
on digital devices, and that programs
execute by following precise and
unambiguous instructions.

● KS1: Create and debug simple programs.
● KS1: Use logical reasoning to predict the

behaviour of simple programs.
● KS2: Design, write and debug programs

that accomplish specific goals, including
controlling or simulating physical
systems; solve problems by decomposing
them into smaller parts.

● KS2: Use sequence, selection, and
repetition in programs; work with
variables and various forms of input and
output.

● KS2: Use logical reasoning to explain
how some simple algorithms work and to
detect and correct errors in algorithms
and programs.

How can individual and
sequences of
commands have an
output?

Writing short
algorithms and
programs for floor
robots, and predicting
program outcomes.
Designing and
programming the
movement of a
character on screen.

command, code, run

What are algorithms?

Creating and
debugging programs,
and using logical
reasoning to make
predictions. Designing
algorithms and
programs that use
events to trigger
sequences of code.

algorithm, predict, test,
debug

How can I give a
sequence of commands
to multiple objects?

Writing algorithms and
programs that use a
range of events to
trigger sequences of
actions.

event, action

How can algorithms be
used with repetition?

Using text and
block-based
programming language
to explore
count-controlled and
infinite loops.

code snippet,
procedure, loop,
count-controlled loop,
infinite loop,
decompose

How can algorithms be
used with selection?

Exploring conditions
and selection using a
programmable
microcontroller and
block-based
programming.

selection, condition,
condition-controlled
loop, if... then..., if…
then… else…,
microcontroller

How can algorithms be
used with variables?

Exploring variables
when designing and
coding a game.
Designing and coding a
project that captures
inputs from a physical
device.

variable, sensing



Creating Media

(Autumn 2 & Summer 1)

● KS1: Use technology purposefully to
create, organise, store, manipulate and
retrieve digital content.

● KS2: 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.

How can media be
created digitally for a
purpose?

Choosing appropriate
tools in a program to
create art, and
making comparisons
with working
non-digitally. Using a
computer to create and
format text, before
comparing to writing
non-digitally.

mark, line, shape, text,
type, tool, purpose,
undo

How can media be
added digitally for a
purpose?

Capturing and
changing digital
photographs for
different purposes.
Using a computer as a
tool to explore rhythms
and melodies, before
creating a musical
composition.

photograph, edit,
portrait, landscape,
composition

How can media be
combined for a
purpose?

Capturing and editing
digital still images to
produce a stop-frame
animation that tells a
story. Creating
documents by
modifying text, images,
and page layouts for a
specified purpose.

sequence, image

How is media
evaluated to meet its
purpose?

Capturing and editing
audio to produce a
podcast, ensuring that
copyright is considered.
Manipulating digital
images, and reflecting
on the impact of
changes and whether
the required purpose is
fulfilled.

audio, podcast, volume,
retouching

How can a variety of
media be combined to
meet a purpose?

Planning, capturing,
and editing video to
produce a short film.
Creating images in a
drawing program by
using layers and groups
of objects.

video, capture,
manipulate, object,
group, duplicate, resize,
rotate, layers, pixel

How can a variety of
media be combined to
meet a purpose?

Designing and creating
webpages, giving
consideration to
copyright, aesthetics,
and navigation.
Planning, developing,
and evaluating 3D
computer models of
physical objects.

copyright, HTML, web
page, hyperlink, 3D
model, 3D printing

Data and Information

(Spring 2)

● KS1: Use technology purposefully to
create, organise, store, manipulate and
retrieve digital content.

● KS2: 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.

How can information
be grouped?

Exploring object labels,
then using them to sort
and group objects by
properties.

information, label,
group, search

How can data be
collected and
organised?

Collecting data in tally
charts and using
attributes to organise
and present data on a
computer.

data, tally chart,
attribute, pictogram,
collect, present

How can data be
presented?

Building and using
branching databases to
group objects using
yes/no questions.

branching database

How can data be
collected over time and
be used to answer
questions?

Recognising how and
why data is collected
over time, before using
data loggers to carry
out an investigation.

sensors, data point,
data set, logging
interval

How can multiple sets
of data be organised,
used and presented?

Using a database to
order data and create
charts to answer
questions.

database, records,
fields, group, sort, chart

How can a spreadsheet
help organise complex
data sets?

Answering questions
by using spreadsheets
to organise and
calculate data.

spreadsheet, column,
row, formatting,
formula, table, graph



Online Safety
and Wellbeing

(Throughout)

● KS1: 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.

● KS2: Use technology
safely, respectfully and
responsibly; recognise
acceptable/unacceptable
behaviour; identify a range
of ways to report concerns
about content and contact.

Sharp
Defining what personal information is.

personal information, public, private

Describing the importance of protecting personal
information.

Understanding the importance of behaving
respectfully online and considering the effect of their
online actions on others.

personal boundaries

Recognising that the things we share online constitute
our digital footprint, and that this can be positive or
negative, as well as safe or unsafe.

Understanding the importance of behaving respectfully
online and considering the effect of their online actions on
others.

digital footprint, positive, negative, settings

Alert

Recognising that the digital world is usually a positive
place, but can also be a place where negative things
happen.

Recognising people online may not be who they say they
are and may behave differently online.

honest, unreliable, suspicious, trustworthy

Understanding how to recognise risks, harmful
content and contact and how to report them.

fraud, phishing, scam, authentic, genuine

Understanding the importance of being a critical and
discerning consumer of information online.

Recognising settings and features that protect us from
harmful content and contact.

spear phishing, verifiable, deceptive, firewall, malware,
encrypted

Secure

Understanding that strong passwords are useful
to protect personal information.

password

Understanding what constitutes a strong
password and how they can assist in establishing
privacy, whilst recognising that it is not always
right to keep secrets if they relate to being safe.

privacy, security, hacker

Recognising the role passwords, privacy settings
and other security features play in keeping us safe,
including knowing how to find and change these
in a variety of contexts.

two-step verification, security token

Kind

Recognising that the same principles apply in
online communication as offline.

bullying

Understanding that the internet can be a negative place where online abuse, trolling, bullying and harassment
can take place, which can have a negative impact on mental health.

Understanding that the same principles apply to online relationships as to face-to-face relationships, including
the importance of respect for others online including when we are anonymous.

bystander, upstander, harassment, amplify, block

Brave

Recognising emotions
(positive and negative)
experienced whilst using
digital technology.

Knowing the importance
of sharing negative
emotions with a trusted
adult.

Describing emotions (positive and negative)
experienced whilst using digital technology.

Identifying actions to take if experiencing negative
emotions and identifying appropriate individuals to
share concerns with, understanding the importance of
sharing these until they get help.

emotion, feeling, positive, negative

Understanding that humans experience a range of emotions, both positive and negative, whilst using
digital technology, and knowing when, where and how to find help, advice and support.

Knowing that social media, some computer games
and online gaming, for example, are age restricted.

age rating

Knowing why social media, some computer games
and online gaming, for example, are age restricted.

PEGI rating, app store rating

Healthy

Recognising that
screen use can affect
the way we feel, and
that this is different for
different people.

screen time

Knowing strategies for
developing digital
healthy habits.

habit, healthy,
unhealthy

Identifying that digital
activity can have a positive
or negative impact on our
digital wellbeing, and
recognising how this
affects us as individuals.

digital wellbeing

Recognising activities
and strategies that are
beneficial to them
individually.



Online Safety and Wellbeing

As part of the ‘safety and security’ strand, and in line with the Relationships Education and Health Education curriculums, online safety and wellbeing is an important part of each
child’s learning and development. Reference to relevant aspects of online safety and wellbeing should be made throughout the learning outlined in the overview.

The school uses Google’s ‘Be Internet Legends’ programme to support learning in online safety and wellbeing across the school. This contains five core strands, as well as a further
one added by the school to encapsulate learning on digital wellbeing. These are matched with objectives from the Relationships Education curriculum and Health Education
curriculum.

Be Internet Sharp Be Internet Alert Be Internet Secure Be Internet Kind Be Internet Brave
Be Internet

Healthy

● What sorts of boundaries are
appropriate in friendships with
peers and others (including in a
digital context).

● How to consider the effect of
their online actions on others and
know how to recognise and
display respectful behaviour
online and the importance of
keeping personal information
private.

● That people sometimes behave
differently online, including by
pretending to be someone they
are not.

● The rules and principles for
keeping safe online, how to
recognise risks, harmful content
and contact, and how to report
them.

● How to critically consider their
online friendships and sources of
information including awareness
of the risks associated with
people they have never met.

● How to be a discerning consumer
of information online including
understanding that information,
including that from search
engines, is ranked, selected and
targeted

● How information and data is
shared and used online.

● About the concept of privacy and
the implications of it for both
children and adults; including
that it is not always right to keep
secrets if they relate to being
safe.

● About different types of bullying
(including cyberbullying), the
impact of bullying,
responsibilities of bystanders
(primarily reporting bullying to an
adult) and how to get help.

● That the same principles apply to
online relationships as to
face-to-face relationships,
including the importance of
respect for others online
including when we are
anonymous.

● That the internet can also be a
negative place where online
abuse, trolling, bullying and
harassment can take place, which
can have a negative impact on
mental health.

● How to respond safely and
appropriately to adults they may
encounter (in all contexts,
including online) whom they do
not know.

● How to recognise and report
feelings of being unsafe or
feeling bad about any adult.

● How to ask for advice or help for
themselves or others, and to
keep trying until they are heard.

● How to report concerns or abuse,
and the vocabulary and
confidence needed to do so.

● Where to get advice, for example
family, school or other sources.

● Where and how to report
concerns and get support with
issues online.

● That for most people the internet
is an integral part of life and has
many benefits.

● About the benefits of rationing
time spent online, the risks of
excessive time spent on
electronic devices and the impact
of positive and negative content
online on their own and others’
mental and physical wellbeing.

● Why social media, some
computer games and online
gaming, for example, are age
restricted.

In EYFS and KS1, the focus for online safety and wellbeing will be on being Internet ‘Brave’, encouraging children to develop the awareness, confidence and vocabulary to discuss
their online experiences, recognise when they are uncomfortable or unsafe, and share any concerns with a trusted adult.

In KS2, there is a focus strand for each half term, with guided lesson content outlined on the overview for teachers to refer to on an ongoing basis. This is likely to include a lesson
to start each unit focusing on online safety and wellbeing, and/or regular discussion in class around the subject.

At the beginning of each year, children are introduced to their logins for the year and are asked to sign an Acceptable Use Policy. This is then available for teachers to refer to
throughout the year. Further information is available in the school policy.



Hardware and Software Overview

A1
Computing Systems and

Networks

A2
Creating Media A

Sp1
Programming A

Sp2
Data and Information

S1
Creating Media B

S2
Programming B

R

1
Technology Around Us
Hardware: Chromebooks
Software: Paintz.app (Web-Based,
No Login Needed)

Digital Painting
Hardware: Chromebooks
Software: Paintz.app (Web-Based,
No Login Needed)

Moving a Robot
Hardware: Bee-Bots
Software: -

Grouping Data
Hardware: Chromebooks
Software: Google Slides
(Web-Based, Google Accounts)

Digital Writing
Hardware: Chromebooks
Software: Google Docs
(Web-Based, Google Accounts)

Introduction to Animation
Hardware: Chromebooks
Software: ScratchJr (Google Play
Store??)

2
IT Around Us
Hardware: Chromebooks
Software: Google Slides
(Web-Based, Google Accounts)

Digital Photography
Hardware: Digital Cameras
Software: -

Robot Algorithms
Hardware: Bee-Bots
Software: -

Pictograms
Hardware: Chromebooks
Software: J2Data (Web-Based, No
Login Needed)

Making Music
Hardware: Chromebooks
Software: Chrome Music Lab
(Web-Based, No Login Needed)

An Introduction to Quizzes
Hardware: Chromebooks
Software: ScratchJr (Google Play
Store??)

3
Connecting Computers
Hardware: Chromebooks
Software: Paintz.app (Web-Based,
No Login Needed)

Stop-Frame Animation
Hardware: Chromebooks
Software: Stop Motion Animator
(Chromebook Extension, No Login
Needed)

Sequencing Sounds
Hardware: Chromebooks
Software: Scratch (Web-Based,
No Login Needed)

Branching Databases
Hardware: Chromebooks
Software: J2Data (Web-Based, No
Login Needed)

Desktop Publishing
Hardware: Chromebooks
Software: Adobe Express
(Web-Based, Teacher Login for All
to Use)

Events and Actions
Hardware: Chromebooks
Software: Scratch (Web-Based,
No Login Needed)

4
The Internet
Hardware: Chromebooks
Software: Web Browser

Audio Editing
Hardware: Chromebooks
Software: Band Lab (Web-Based,
Google Logins)

Repetition in Shapes
Hardware: Chromebooks
Software: Turtle Academy
(Web-Based, No Login Needed)

Data Logging
Hardware: Chromebooks, Data
Loggers
Software: EasySense 2
(Chromebook Extension, No Login
Needed)

Photo Editing
Hardware: Chromebooks
Software: Pixlr (Web-Based, No
Login Needed)

Repetition in Games
Hardware: Chromebooks
Software: Scratch (Web-Based,
No Login Needed)

5
Sharing Information
Hardware: Chromebooks
Software: Google Slides
(Web-Based, Google Accounts)

Video Editing
Hardware: Chromebooks
Software: Adobe Express
(Web-Based, Teacher Login for All
to Use)

Selection in Physical Computing
Hardware: Chromebooks,
Crumbles + Accessories
Software: Crumble (Chromebook
Extension, No Login Needed)

Flat-File Databases
Hardware: Chromebooks
Software: J2Data (Web-Based, No
Login Needed)

Vector Drawing
Hardware: Chromebooks
Software: Google Drawings
(Web-Based, Google Accounts)

Selection in Quizzes
Hardware: Chromebooks
Software: Scratch (Web-Based,
No Login Needed)

6
Communication
Hardware: Chromebooks
Software: Web Browser

Webpage Creation
Hardware: Chromebooks
Software: Google Sites
(Web-Based, Google Accounts)

Variables in Games
Hardware: Chromebooks
Software: Scratch (Web-Based,
No Login Needed)

Spreadsheets
Hardware: Chromebooks
Software: Google Sheets
(Web-Based, Google Accounts)

3D Modelling
Hardware: Chromebooks
Software: Tinkercad (Web-Based,
Teacher Set Up Educator Account
& Use Class Code)

Sensing
Hardware: Chromebooks,
micro:bits
Software: Microsoft MakeCode
(Web-Based, No Login Needed)



Impact: How do we know our curriculum is effective?

● High Quality Outcomes: Pupils should be articulate and knowledgeable about their learning. Work produced may be presented in Project Books or online (Google Classroom).
● Assessment: Assessment in computing will take place in line with the school’s assessment policy. Teachers should assess pupils’ understanding throughout teaching and plan

subsequent teaching and learning in response to this. Each lesson plan for the ‘Teach Computing’ curriculum includes formative assessment opportunities for teachers to use.
These opportunities are listed in the lesson plan and are included to ensure that misconceptions are recognised and addressed if they occur. They vary from teacher observation
or questioning, to marked activities. KS2 units contain a summative assessment on prior learning that may be used.

● Monitoring: Monitoring activities may include pupil interviews, informal discussion with staff, examination of planning and learning visits in order to assess the effectiveness of
the curriculum in meeting the intent.

Resources

● Google Classroom: All children have a Google login they will use for Google Classroom and for accessing Chromebooks.
● Hardware: The following hardware is available in school:

○ 90 Chromebooks - Library
○ 16 Desktop Computers - Library
○ 6 LEGO WeDo Kits - Library
○ 2 LEGO Coding Express Train Sets - Library
○ 5 Data Loggers - Science Cupboard
○ Crumbles - Technology Cupboard
○ Bee Bots - Dolphins

● Useful Websites: The following websites may be useful:
○ Barefoot Computing: Computing based activities, both on screen and unplugged.
○ Be Internet Legends: Google’s online safety programme.
○ LEGO Education: Lessons and activities using LEGO’s resources.
○ Tinkercad: 3D design and modelling.
○ CEOP (Child Exploitation and Online Protection): Online safety and reporting hub.
○ Thinkuknow: Online safety resource and advice hub.
○ Childnet: Online safety and wellbeing advice and guidance.
○ Internet Matters: Online safety and wellbeing advice and guidance.

https://www.barefootcomputing.org/
https://beinternetlegends.withgoogle.com/en_uk
https://education.lego.com/en-gb/lessons
https://www.tinkercad.com/
https://www.ceop.police.uk/safety-centre/
https://www.thinkuknow.co.uk/
https://www.childnet.com/
https://www.internetmatters.org/

