
  



Intent 
The OCL Curriculum Statement of Intent has been carefully considered for each curriculum area to 

ensure the content designed meets this at every opportunity.  
The context that our children and young people live in: 

 • Our children live in a world where they require the skills and qualifications, flexibility, emotional 

intelligence and expertise to be leaders and to thrive as human beings. 

 • Our children live in world where accepting themselves as individuals and celebrating who they are 

is key in navigating a complex and ever-changing environment. 

 • Our children live in a world where they need to feel a sense of ability to change things for the 

better and have self efficacy.  

• Our children live in a world where they need a network of relationships and a network of support 

to thrive and excel.  

• Our children live in a world where early development of vocabulary skills is the single most 

important factor to get right as early as possible.  

 

We want our children and young people to:  

• Be inspired to improve the world around them.  

• Have the ambition, skills and expertise to thrive in a fast changing, interconnected and 

communication rich world, with the confidence and technical expertise to thrive.  

• Have a network that supports them. • Be comfortable in who they are and able to continuously 

explore who they are becoming.  

• Be rich in language with a passion for learning.  

• Seek to include others, be other-centred and celebrate difference 

• Have a values approach to life and a sense of what is right and wrong through the lived experience 

of the 9 habits.  

 

Therefore, we focus on developing character, competence and community. The computing  

curriculum specifically meets the OCL statement of intent by focussing on character, competence and 

community in the following areas: 

Character: All children will have a positive, growth mindset towards computing and 
technology, understanding its importance in everyday life and within our 
world. They will understand how to use IT responsibly and safely.  

Competence Children will be able to use technology safely, efficiently and be able to learn 
how to use new software quickly. They will understand the core principles of 
coding and be able to apply these across a range of situations. They will be 
able to select different applications suitable for purpose. 

Community Children will understand how to stay safe online and apply this to their lives 
and within their communities. They will understand the interconnectedness of 
computing and logical thinking across subjects as well as understand its 
importance in everyday life. They will use IT to communicate and learn about 
different communities, people, customs and places. 

 



Why is computing important at Limeside? 

 

Implementation 

How is computing  taught at Limeside? 

To ensure our intent transfers into everyday classroom practice, we use current research in cognitive science 
to develop pedagogy and specific CPD to ensure subject content is expertly delivered. This is alongside 
individualised coaching in constantly striving to continually improve practice. Responsive feedback 
approaches, delivered through out highly effective one-to-one horizons approach, ensure each adult knows 
the relevant next steps to maximise learning opportunities. 

The curriculum is mapped using the core concepts outlined above. We plan for progression using the key 
points outlined in the impact section below. Lesson content is planned towards these progression points and 
follows the model of direct instruction, shared and modelled practice before culminating in independent 
practice and mastery. Each half term’s sequence of learning is built around 5 key questions and identify the 
knowledge children need to acquire.  

The core concepts for computing 

Core concepts in computing 
Digital literacy (eSafety) Information 

Technology 
Computer Science 

1Managing 
information online  
Copyright & 
ownership  
Privacy and 
security  

 

Online 
relationships  
 Self-image and 
identity 

 Online reputation 
Health, well-being 
Online bullying 

Using technology Coding 

 

• A high- quality computing education equips our pupils to use computational 

thinking and creativity to understand and change the world in which they live.  

• Computing has deep links with mathematics, science, DT 

• Computing equips pupils to use information technology to create programs, 

systems and a range of content  

• Computing ensures that pupils become digitally literate  

• Computing prepares our pupils for a 21st century work place and to be active 

participants in a digital world 

• Pupils become responsible, confident and creative users of ICT 

• Pupils become confident problem solvers when using a range of computer 

programs  

• Pupils  IT resources as an integral part of all their learning and everyday lives. 

They need to learn to use it efficiently and safely 

 



Specific computing skills are taught following the National Centre for Computing Education scheme for 

learning, supplemented with Purple Mash and other relevant resources. Internet safety is integrated into all 

lessons and is a planned component of PSHEC education.  

All children from Reception have their own iPads and are expected to use them across the curriculum to 

enhance, deepen and improve their learning in all subjects. Thus, they apply the  IT skills they develop in all 

subjects including home learning and for assessment purposes.  

Direct discrete teaching Sequencing of learning  
Computing is taught discretely each week for 30 
minutes per lesson  
E Safety is taught at the start of every lesson and in 
PSHEC curriculum, however it can be proactive & 
reactive to academy need  

The computing lessons are predominantly discrete to enable 
focus on the knowledge for coding and developing skills. The 
Information technology strand is also met throughout all other 
areas of the curriculum as the iPads as used daily with various 
media applications across all subject areas. 
 
 

How is computing taught at Limeside? 

 

 

 

 

What are the key knowledge concepts in Computing at Limeside? 

Algorithms  Understanding IT in the 
world 

De-bugging  

Programs 
Precise logical instructions 
Debugging 
Solving problems 
Sequence, selection, repetition  
Working with variables Input and 
output  

Computer networks  
Digital footprint  
World wide web 
Search technologies 
IT beyond the school 
 
 

Decomposing into smaller parts 
Solving problems  
Detecting and correcting errors 
 

Use of technology E-safety  Application in learning 

Search technologies 
Logical reasoning  
A variety of software 
Purposeful use i.e 
organising, storing, 
manipulating digital content   

Internet  
Social media 
Acceptable and 
unacceptable behaviour  
Reporting concerns  
Ranking of search engines 

Organise store, manipulate 
and retrieve information 
Programs 
Painting, music, writing, 
recording,  
data 

What are the key Computing subject discipline skills? 

 

  

• Understanding and applying key concepts of computer science  

• Analysing problems in computational terms 

• Solving problems  

• Evaluating and applying ICT including new or unfamiliar technologies  

• Being responsible, confident and creative users of ICT 

• Writing simple computer programs  

• Children can talk about the principles of information and computation, how digital systems work 

and how to put this knowledge to use through programming 

• Children are digitally literate equipping them with lifelong skills to prepare them for a future 

workplace 

• Children are active participants in a digital world 

• Children know how to be safe and responsible users of IT and online platforms 

 

 



Computing Sequence of Learning  

Year Exploration Heritage cultures growth PLSS Our world 

1 Receiving and returning 
Gymnastics travelling   

Basketball 
Fitness and strength 

Football 
Dance 

Strike  and field  
Dodgeball 

Athletics  
Gymnastics balance and 
sequencing  

Strike and field  
Flexibility  and strength 

2 Receiving and returning 
Gymnastics travelling   

Basketball 
Fitness and strength 

Football 
Dance 

Strike  and field  
Dodgeball 

Athletics  
Gymnastics balance and 
sequencing  

Strike and field  
Orienteering/ outdoor 
adventure 

3 Hockey 
Gymnastics travelling   

Basketball 
Fitness and strength 

Football 
Dance 

Rugby 
Dodgeball 

Athletics  
Gymnastics balance and 
sequencing  

Rounders 
Flexibility  and strength 

4 Hockey 
Gymnastics travelling   

Basketball 
Fitness and strength 

Football 
Dance 

Rugby 
Dodgeball 

Athletics  
Swimming   

Rounders 
Swimming  

5 Hockey 
Gymnastics travelling   

Basketball 
Fitness and strength 

Football 
Swimming  

Rugby 
Swimming  

Athletics  
Gymnastics balance and 
sequencing  

Rounders 
Orienteering/ outdoor 
adventure 

6 Hockey 
Swimming    

Basketball 
Swimming  

Football 
Dance 

Rugby 
Dodgeball 

Athletics  
Gymnastics balance and 
sequencing  

Cricket 
Flexibility  and strength 



Impact 

 The ultimate test of the impact of the curriculum is in whether the students know what you want them to know, 
and what you think they should know.  

To determine this, we check and monitor children’s learning, providing teachers and students with information 
about progress and analysis of deliberate practice. We need to be able to fluidly use ‘checking for understanding’ 
techniques in the moment as well as being able to know what has been learnt and retained over time and the depth 
of that learning:  

We use checking for understanding techniques to ensure we are aware of all students learning during the lesson and 
adapt the pace as necessary.  

How does Limeside ensure progression in our key knowledge and concepts in 

Computing? 

 

Progression Points against the Core Concepts KS 1 and 2 

End points FS Children can 

• Recognise a range of technology is used in places such as homes and schools 

• Select and use technology for particular purposes 

• Click on different icons in a computer program 

• Use a range of programmable toys and equipment involving ICT 

• Complete a simple program on a computer  

 
End points 
KS 1 

Children can 

• 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 

• Use technology purposefully to create, organise, store, manipulate and retrieve 
digital content 

• 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. 

 

End points 
KS 2 

Children can 

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

• Key concepts are revisited year on year to consolidate pupils understanding 

• Knowledge that is taught builds on prior learning and is therefore more in-depth 

• Increasing complexity of subject specific language and precision is expected 

• NCCE scheme of work is used which shows clear progression in year groups 

• Children gain confidence in using information technology and developing their ideas further 

 

 

 



• 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 

• 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 

• 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. 

 

 

  



Computing overview 2020 curriculum 

Term 
Year  

Autumn 1 
Exploration 

Autumn 2 
Heritage 

Spring 1 
Cultures 

Spring 2 
Growing 

Summer 1 
PLSS 

Summer 2 
Our World and 
Beyond 

1 Computer systems 
and networks  
Technology around us 

Creating Media  
Digital writing 

Physical 
programming 
Moving a robot 

Creating Media 
Digital design 

Digital programming 
Code.org 

Creating media 
Digital painting 

2 Computer Systems 
and Network 
IT around us 

Creating Media 
Create a digital book, 
5 slides? 

Creating Media 
Making Music  
  
  
  

Programming 
Beebot  
  
 

Data and 
Information 
Pictograms  
  
  
 

Programming 
Scratch Jr  
  
  

3 Computer Systems 
and Network 
Connecting 
Computers  
   

Programming 
Scratch 

Creating Media 
Animation 

Google Sites  Creating Media 
Photo Editing  

Physical 
Programming 
Microbit 

4 Computer Systems 
and Network 
The Internet 

Programming 
Scratch 

Creating Media 
3D Design 

Creating Media 
Audio editing  
 

Data and 
Information 
Collecting and 
Presenting Data 

Physical 
programming  

5 Computer Systems 
and Network 
Sharing Information
 Computer  
 

Programming 
Scratch 

Data and 
Information 
Flat File Databases 

Creating Media 
Vector Drawings 

Creating Media 
Video Editing  

Programming 
Microbit 

6 Systems and Network 
Communication 

Programming 
Scratch 

Creating Media 
Animation 

Creating Media 
3D Design 

Data and 
Information 

Programming 

 

 
 

 

 



How do we ensure progress at Limeside – progression map 

Key 
stage 
1 

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 

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 technology purposefully to create, 
organise, store, manipulate and retrieve 
digital content 

Year 1 - Explain what a given command will do 
- Combine four direction commands to make 
sequences 
- Plan a simple program 
- Find more than one solution to a problem 

- Identify technology and the main parts of an iPad  
- Use selection devices in different ways  
- Use a keyboard to type and edit text  
- Identify, give examples and discuss rules to keep us 
safe and healthy when we are using technology in 
and beyond the home 

- Add and remove text on a computer 
- Make careful choices when changing text, creating 
a design and painting a digital picture on a computer 
- Use the shape tool and the line tools 
- Format shapes and lines  
- Add and format text within a shape 
Search, select and resize images 
- Use IT  on their  own create a design and to paint a 
picture 
- Compare writing and painting using It with using 
paper 
- Explain decisions on selecting tools 

Year 2 - Combine four direction commands to make 
sequences  
- Plan a simple program  
- Find more than one solution to a problem 

- Recognise the uses and features of information 
technology 
- Identify information technology in the home and 
beyond school 
- Explain how information technology benefits us 
- Show how to use information technology safely 
- Recognise that choices are made when using 
information technology 

- Explain that animation is a sequence of drawings or 
photographs 
- Use duplication in presentation software 
- Use resizing and rotation to animate a scene 
- Create a smooth animation by sequencing a series 
of frames 
- Enter data and view data on a computer in 
different formats 
- Explain that we can present information using a 
computer 
- Use a computer program to present and share 
information in different ways 
- Use a computer to experiment with pitch and 
duration to create and refine a musical pattern and 
to create music for a purpose 
- Review and refine our computer work 

 



Key 
Stage 
2 

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

Understand computer networks including the 
internet; how they can provide multiple services, 
such as the world wide web; & the opportunities 
they offer for communication and collaboration 
Use search technologies effectively, appreciate 
how results are selected and ranked and be 
discerning in evaluating digital content. 
Use technology safely, respectfully and  
responsibly; recognise acceptable/unacceptable 
behaviour; identify a range of ways to report 
 concerns about content and contact. 

Select, use and combine a variety of software 
(including internet services) on a range of digital 
devices to design and create and use a range of 
programs, systems and content that accomplish 
given goals, including collecting, analysing, 
evaluating and presenting data and information 

Year 3 - Using a keyboard input to control aspects of the 
 game 
- Create a sequence of instructions or actions that 
are executed in order one after another 
- Create precise instructions that accurately 
achieve the desired goal 
- Debug and make predictions on simple 
 sequences of code 

- Explain how digital devices function 
- Identify input and output devices 
- Recognise how digital devices can change the- 
Using a keyboard input to control aspects of the 
 game 
- Create a sequence of instructions or actions that 
are 
executed in order one after another 
- Create precise instructions that accurately 
achieve the desired goal 
- Debug and make predictions on simple 
 sequences of code 
 way we work 
- Explain how a computer network can be used 
 to share information 
- Explore how digital devices can be connected 
- Recognise the physical components of a network 

Website  
- Locate and name the features of a website 
- Add text and images to a website 
- Upload images to website 
- Explain how to safely publish a website 
Photo Editing 
- Explain that digital images can be changed 
- Change the composition of an image 
- Describe how images can be changed for different 
uses 
- Make good choices when selecting different tools 
- Recognise that not all images are real 
- Evaluate how changes can improve an image 
3D Design 
- Control the view in a three-dimensional (3D) 
application 
- Use the align tool to quickly organize objects in a 
three-dimensional (3D) application 
- Change the dimensions of a three-dimensional 
object 
- Prepare a three-dimensional object model for 3D 
printing 

Year 4 - Create a simple  toy/game that has input/output 
- Use a range of inputs to sequence code which 
produces 
desired outputs 

Describe how networks physically connect to other 
networks 
- Recognise how networked devices make up the 
internet- Create a simple  toy/game that has 
input/output 

Animation 
- Explain and provide examples for the term 
‘animation’ 
- Make small adjustments between frames 
- Plan an animation using a storyboard 



- Extend use of inputs with ‘broadcasts’ and 
‘receives’ 
- Debug and make predictions on lines of code 
including 
multiple inputs 

- Use a range of inputs to sequence code which 
produces desired outputs 
- Extend use of inputs with ‘broadcasts’ and 
‘receives’ 
- Debug and make predictions on lines of code 
including multiple inputs 
- Outline how websites can be shared via the  
World Wide Web 
- Describe how content can be added and accessed 
on the World Wide Web 
- Recognise how the content of the WWW is created 
by people 
- Evaluate the consequences of unreliable content 

3D Design 
- Make accurate adjustments to a three-dimensional  
(3D) object 
- Group objects to create new three-dimensional 
(3D) models 
- Make change to the workplan to accurately place 
objects 
in a three-dimensional (3D) application 
- Unpick errors in 3D Models to prepare for printing 
 
Presenting Data 
- Name the key features of a spreadsheet 
- Make changes to the format of a spreadsheet 
- Sort data on a spreadsheet 
- Collect data using a survey application 
- Present data in a chart 

Year 5 - Create a game which uses: 
   -Decomposing a basic example game 
   -Forever loops 
   -Score and timer variables 
   -User testing and feedback 
- Repetition to create a moving collected item. 
- Use repetition to make lines of code more efficient 
- Demonstrate control on the effect of repetition 
within a program 
- Debug and make predictions on complete 
programs 

- Explain that computers can be connected together 
to form systems 
- Recognise the role of computer systems in our lives 
- Recognise how information is transferred over the 
internet 
- Explain how sharing information online lets people 
in different places work together 
- Contribute to a shared project online 
- Evaluate different ways of working together online 
Flat File databases 
- Use a form to record information 
- Compare paper and computer-based databases 
- Apply my knowledge of a database to ask and 
answer real-world questions 
- Explain that tools can be used to select data to 
answer questions 
- Explain that computer programs can be used to 
compare data visually 
- Apply my knowledge of a database to ask and 
answer real-world questions 

Video Editing 
- Recognise video as moving pictures, which can 
include 
audio 
- Identify digital devices that can record video 
- Capture video using a digital device 
- Recognise the features of an effective video 
-Identify that video can be improved through 
reshooting 
and editing 
- Consider the impact of the choices made when 
making 
and sharing a video 
 
Vector Drawings 
- Identify that drawing tools can be used to produce 
different outcomes 
- Create a vector drawing by combining shapes 
- Use tools to achieve a desired effect 
- Recognise that vector drawings consist of layers 
- Group objects to make them easier to work with 



Year 6 - Create code that uses multiple variables that 
interact with each other 
- Create a game which makes use of repetition, 
selection and  variables to make a quiz. 
- Use selection to give a line of code multiple 
outcomes 
- Use repetition to produce a range of effects 
- Use variables within a working program 
- Debug and make predictions on a program 
including repetition and selection 

- Identify how to use a search engine 
- Describe how search engines select results 
- Explain how search results are ranked 
- Recognise why the order of results is important, 
and to whom 
- Recognise how we communicate using technology 
- Evaluate different methods of online 
communication 

Animation 
 
Formula 
 
3D Design 



 


