Computing

At Ellistown Primary School, we believe computing is an essential part of modern life and plays a key
role in preparing children for the future. Through our computing curriculum, pupils develop the
knowledge and skills needed to use technology confidently, creatively and safely.

Our curriculum is designed to develop children's understanding across the three strands of computing:
*  Computer Science — understanding algorithms, programming and how digital systems work.
Information Technology — using technology purposefully to create, organise and communicate
information.

Digital Literacy — developing the skills to use technology safely, responsibly and effectively.

Computing is taught through a carefully sequenced curriculum that builds knowledge and skills progressively from EYFS to Year 6. Children learn to solve
problems, think logically, create digital content and communicate using a range of technologies.

Online safety is woven throughout the curriculum. We teach children how to use technology safely and responsibly, understand potential risks and know where
to seek support if they have concerns.

We aim to develop digitally literate learners who are equipped to participate safely, confidently and successfully in an increasingly digital world.



Computing Curriculum Map

Term
Aut1 Aut 2 spri Spr2 sSum 1 Sum 2
(Mational Coding Week) (Safer Internet Day)
K51 Year1 . Digital Computer . Digital . Programming 1 . Creating Media 1 . Data and
Foundations 1 Systems and Criizenship 1 (5 steps) (5 steps) Information 1
(6 steps) Metworks 1. (4 steps) Unplugged (5 steps)
(4 steps) Unplugged Unplugged
Year 2 . Digital Computer . Digital . Programming 2 . Creating Media 2 . Artificial
Founda Systems and Crizenship 2 {5 step 5} {5 step s} Imtelligence 1
fions 2 Metworks 2 (4 steps) (4 steps)
(6 steps) (5 steps) Unplugged Unplugged
LKS2 | Year3 . Digital Computer - Digital . Programming 3 . Creating Media 3 . Data and
Criizenship 3 Systems and Foundations 3 (5 steps) (4 steps) Information 2
(4 steps) Hele ks 5 (6 steps) (5 steps)
Unplugged (5 steps)
Yeard . Digital Computer . Digital . Physical . Creating Media 4 . Artificial
Foundations 4 Systems and Citizenship 4 Computing 2 (4 steps) Intelligence 2
(6 steps) Networks 4 (5 steps) (5 steps) (4 steps)
(5 steps) Unplugged Unplugged
UKS2 | Year5 . Digital _ Computer . D_ig_ital _ . Programming 4 . Creating Media 5 . Data and_
Foundations 5 ﬁyestzfg:igagd Citizenship 5 (5 steps) (5 steps) Information 3
(b steps) R (b steps) (b steps)
(5 steps) Unplugged
Year6 . Digital Computer . Digital . Physical . Creating Media . Artificial
Foundations 6 Systems and Citizenship & Computing 3 [T Intelligence 3
(6 steps) Networks 6 (5 steps) (5 steps) (5 steps) (6 steps)
(5 steps) Unplugged




Computing Strands

Digital Foundations

Digital Foundations is designed to

give children the essential computing
foundational knowledge and skills
required on their primary computing
journey. This strand helps children
develop and consolidate their
understanding of technology and digital
devices, operating systems, mouse and
keyboard skills, icons and symbaols and
creating digital arefacts.

KS1 LKS2
2 Units | 2 Units

UKS2
| 2 Units

Computer Systems and Networks

Computer Systems and Metworks is
designed to help children understand
what technology is, how it works and how
It connects us. Throughout this strand,
children explore what technology is and
Its uses, how devices, computer systems
and networks connect and operate and
how information 15 shared and stored.
The strand also explores the benefits
and risks of online systems and safe,
responsible technology use, building a
strong foundation for understanding the
digital world around them.

KS1 LKSZ
2 Units | 2 Units

UKS2
| 2 Units

Digital Citizenship

Digital Citizenship is designed 1o
support children in using technology
safely and navigating the digital world
responsibly. This strand develops
children’s understanding of appropnate
online behaviour, digital footprints

and the benefits and risks of online
activities, content and communities.
Critical thinking skills are developed as
children leam to evaluate and question
the reliability of online content.

KS1 LKSZ
2 Units | 2 Units

UKS2
| 2 Units

Programming is designed to introduce
children 1o the key concepts of

coding and computational thinking.
Throughout this strand, children develop
an understanding of algorithms,
progressing from unplugged activities
to block-based coding. Key coding
concepts, such as sequencing,
repetition, selection and variables are
introduced, while developing problem-
solving skills, building a solid foundation

for future programming.
KS1 LKS2 UKS2
2 Units | 1 Unit | 1 Unit

Physical Computing

Data and Information

Physical Computing is designed 1o
introduce children to programming
through the use of physical devices.
Throughout this strand, children create
and test algorithms and programs,
deepening their understanding of key
coding concepts and their application in
the physical world.

KS1 LKS2
1 Unit

UKS2
| 1 Unit

| 1 Unit

Creating Media

Creating Media is designed to develop
children's digital artefacts creation
skills. This strand teaches children
how to create digital art, format text
and images, create simple animations,
record and edit audio and video content
and create interactive presentations.
Children consider the purpose and
audience of the content they create
and how this relates 1o design choices,
ethical considerations and online safety.

KS1 LKSZ
2 Units | 2 Units

UKS2
| 3 Units

Diata and Information is designed to
provide children with the foundational
knowledge and skills for gathering

and understanding data. This strand
teaches children to collect, organise
and represent data in order to interpret,
analyse and present the information to
answer questions and solve problems.

KS1 LKSZ
1 Unit | 1 Unit

UKS2
| 1 Unit

Artificial Intelligence

Artificial Intelligence is designed to
introduce children to how Al technologies
work. This strand develops children's
awareness and understanding of

what machines and Al systems are,
how generative Al models use pattemn
recognition to generate decisions and the
faimess of how data is sourced and used.
Children apply their critical thinking skills
to evaluate the ethical concems around
how Al systems are designed and how
they might impact society in the future.

KS1 LKS2 UKS2
1 Unit | 1 Unit | 1 Unit




The National Curriculum for Computing

Computer Science

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

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

Digital Literacy (including E-Safety)

LEICESTERSHIRE =

SCHOOLS:
e-SAFETY?S

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

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



National
Curriculum

Coverage within
Digital Sparks

Key Stage 1

National Curriculum Attainment Target
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National
Curriculum

Coverage within
Digital Sparks

Lower Key

Stage 2

Physical
Computing 2

Artificial
Intelligence 2

MNational Curriculum Attainment Target
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National
Curriculum

Coverage within
Digital Sparks

Upper Key

Stage 2

Physical
Computing 3

Artificial
Intelligence 3

Mational Curriculum Attainment Target
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