Computing Curriculum Rationale
Computing equips pupils with the knowledge, skills and understanding required to participate safely, responsibly and effectively in an increasingly digital world. Through the study of computer systems, programming, digital media and data, pupils develop computational thinking, problem-solving skills and digital literacy.
At Hurst Green Primary School, Computing is delivered through the Kapow Primary Computing curriculum. The curriculum is carefully sequenced from Reception to Year 6 and provides pupils with regular opportunities to explore technology, create digital content develop programming skills, computational thinking and an understanding of how digital systems operate.
In the Early Years Foundation Stage, children begin to explore technology through play, investigation and purposeful use of digital devices. As pupils progress through school, they develop increasing confidence in using technology, understanding networks, handling data, creating digital media and designing increasingly sophisticated programs. By the end of Year 6, pupils are equipped with the knowledge and skills needed to use technology creatively, critically and safely.
Online safety is taught progressively throughout the curriculum and is revisited regularly through dedicated lessons, wider curriculum opportunities, safeguarding education and national awareness events. Pupils learn how to use technology safely, responsibly and respectfully, enabling them to become confident digital citizens.
Computing Strands
	Strand
	Focus

	Computing Systems & Networks
	Understanding computers, devices, hardware, networks, data storage and digital security.

	Programming
	Creating, testing, debugging and refining algorithms and programs.

	Creating Media
	Producing, editing and evaluating digital content.

	Data Handling
	Collecting, organising, analysing and presenting data.

	Online Safety & Digital Literacy
	Using technology safely, responsibly and respectfully.




Computing in Reception
Within the EYFS curriculum, computing is embedded throughout children's exploration, play and learning experiences. Children are given regular opportunities to use technology purposefully, solve problems, follow instructions and explore how digital devices can support learning and communication. Through both adult-directed and child-initiated activities, children begin to develop the knowledge, skills and confidence needed for future learning in Computing. 
By the End of Reception Children Will Know


Using Technology
· I know how to use an iPad or tablet appropriately. 
· I know how to use my fingers on a touchscreen. 
· I know how to control a mouse or touchpad. 
· I can select and use technology for a particular purpose. 
· I know how technology is used in my own home. 
Programming and Control
· I know how to work a simple programmable toy. 
· I can follow and give simple instructions. 
· I know how to complete familiar technology-based tasks independently. 
· I can persevere when technology does not work immediately. 
Digital Safety
· I know how to stay safe online. 
· I know that a password is secret. 
· I know that I should ask an adult if I am unsure online. 
Understanding Technology
· I know how to use a camera on an iPad or tablet. 
· I know that technology has changed since adults were young. 
· I know that different technologies help us in different ways. 
· I can choose technology to help me complete a task

EYFS to KS1 Progression
	EYFS Foundations
	KS1 Development

	Use technology purposefully
	Use technology for specific outcomes

	Follow simple instructions
	Create and debug simple algorithms

	Use programmable toys
	Program Bee-Bots and digital devices

	Explore digital devices
	Identify and operate hardware

	Understand online safety basics
	Use passwords and understand digital safety

	Select technology for a purpose
	Create digital content independently







	Long Term Plan
	Unit 1
	Unit 2
	Unit 3
	Unit 4
	Unit 5

	EYFS*
	Using a Computer
	All About Instructions
	Exploring Hardware
	Programming Bee-Bots
	Introduction to Data

	Year 1
	Computing Systems & Networks: Improving Mouse Skills
	Programming: Algorithms Unplugged
	Programming: Bee-Bots
	Creating Media: Digital Imagery
	Data Handling: Introduction to Data

	Year 2
	Computing Systems & Networks: What is a Computer?
	Programming: Algorithms & Debugging
	Computing Systems & Networks: Word Processing
	Programming: ScratchJr
	Creating Media: Stop Motion / Data Handling: International Space Station

	Year 3
	Computing Systems & Networks: Networks & the Internet
	Programming: Scratch
	Computing Systems & Networks: Emailing
	Computing Systems & Networks: Journey Inside a Computer
	Creating Media: Video Trailers / Data Handling: Branching Databases

	Year 4
	Computing Systems & Networks: Collaborative Learning
	Programming: Further Coding with Scratch
	Computing Systems & Networks: Website Design
	Computing Systems & Networks: HTML
	Creating Media: Computational Thinking / Data Handling: Investigating Weather

	Year 5
	Computing Systems & Networks: Search Engines
	Programming: Sonic Pi / Scratch
	Data Handling: Mars Rover
	Programming: Micro:bit
	Creating Media: Stop Motion / Skills Showcase: Mars Rover

	Year 6
	Computing Systems & Networks: Bletchley Park
	Programming: Introduction to Python
	Data Handling: Big Data 1
	Creating Media: History of Computers
	Data Handling: Big Data 2 / Skills Showcase: Inventing a Product


Systems & Networks         Programming         Creating Media        Data Handling
 Online Safety is taught progressively throughout all year groups through dedicated Kapow Online Safety units and wider curriculum opportunities.
*Creating Media and Online Safety are taught throughout continuous provision and are revisited across all EYFS Computing units.



Progression in Computing:
Across all strands, pupils progressively develop their understanding of digital systems, computational thinking, programming and responsible technology use.
	Strand
	EYFS / KS1
	LKS2
	UKS2

	Computing Systems & Networks
	Identify devices, operate hardware, log in, save work and understand simple digital systems.
	Understand computer components, peripherals, networks, cloud storage and digital communication.
	Understand search engines, networks, servers, data packets, website hosting and troubleshooting.

	Programming
	Follow instructions, use programmable toys, create algorithms and debug simple programs.
	Design and create programs using Scratch and other coding platforms. Apply repetition and computational thinking.
	Develop increasingly sophisticated programs using Micro:bit, Python and other coding environments. Use variables, conditions and debugging strategies.

	Creating Media
	Create simple digital content using images, audio and multimedia tools.
	Create and edit increasingly sophisticated digital media for different audiences and purposes.
	Design, create and evaluate digital products using a range of digital tools and software.

	Data Handling
	Sort, categorise and represent simple data.
	Collect, organise and interpret data using digital tools and databases.
	Analyse larger datasets and understand how data is collected, stored, managed and used..

	Online Safety & Digital Literacy
	Use technology safely and understand the importance of passwords and trusted adults.
	Understand privacy, digital identity and responsible online behaviour.
	Evaluate online information critically and understand cyber security, digital footprints and online risks.


 


Vocabulary Progression
Computing vocabulary is explicitly taught and revisited throughout the curriculum. Pupils are encouraged to use increasingly precise technical language when discussing technology, programming, data and digital systems.
	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	computer
	device
	input
	network
	collaborate
	algorithm
	evaluate

	screen
	keyboard
	output
	internet
	debug
	variable
	analyse

	mouse
	password
	file
	server
	sequence
	database
	justify

	tablet
	save
	folder
	router
	program
	search engine
	optimise

	button
	login
	algorithm
	cloud
	information
	cybersecurity
	troubleshoot

	instruction
	
	
	communicate
	predict
	data packet
	refine





Assessment in Computing
Assessment is used to identify what pupils know, understand and can do as computer scientists and responsible digital citizens. Assessment focuses on both substantive knowledge (understanding computing concepts and systems) and disciplinary knowledge (applying computational thinking, programming and problem-solving skills).
Teachers continually assess pupils' understanding through classroom practice and use assessment information to identify next steps in learning and support progression over time.
Current Assessment Approaches
Teachers gather evidence through:
· Observation of practical computing tasks
· Digital outcomes and completed projects
· Questioning and discussion
· Retrieval activities
· Debugging and problem-solving activities
· Use of technical vocabulary
· Teacher assessment 
Assessment Considers Pupils' Ability To:
· Apply computational thinking to solve problems.
· Create, test and debug programs.
· Use technology purposefully and effectively.
· Collect, organise and interpret data.
· Create digital content for a range of purposes.
· Use computing vocabulary accurately.
· Use technology safely, responsibly and respectfully.
Future Development
The school is currently reviewing and refining its approach to assessment across the wider curriculum to ensure consistency, meaningful assessment and clear progression of knowledge and skills. Computing assessment will continue to evolve alongside this whole-school curriculum development.

