TEACHING COMPUTING
AT HOPPING HILL PRIMARY SCHOOL
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“Our computers have become windows through which we can gaze upon

a world that is virtually without horizons or boundaries.”

Joseph B. Wirthlin




@Golden Threads J At Hopping Hill Primary School, our pupils will be delivered a
Computing curriculum that develops children’s confidence to
p — N investigate and create; preparing them for a rapidly developing and
Pigital Citizen changing technological world. Our school community is one where a
Being safe and respousible in the digital significant number of children have limited experience of a range of
world devices which will likely limit their ICT skills using various software.
- g Our curriculum aims to encourage children to problems
( Twvestigator R and explore how they can be solved as well as using technology as a
Explore and solve problems as a tool for finding information. Children are provided with the
computational thinker knowledge and language of computing terminology to help them
N ) understand, explain and communicate their findings. They learn the
Vocabulary and Knowledae skills neede‘d to be. creators‘by Iogically approaching and developing
tasks and discovering ways in which we can control and understand
Speaking and understanding our environment.
. computing language avd key terms y

We endeavour to keep children safe online and provide them with
the knowledge and tools to be safe and responsible

Creator

Approach and develop tasks logically
and creatively

IMPLEMENTATION

The direct teaching of Computing

Computing is taught throughout the school year in all year groups. It is taught every week for an hour as a discrete
subject. The skills within Computing can be applied through other curriculum areas and opportunities for this are
created wherever possible.

Access the link to find out more about the National Curriculum programme of study for Computing:
https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment data/file/239033/PRIMA
RY national curriculum - Computing.pdf

The curriculum is made up of 3 areas which include Computer science; provides opportunities for understanding
how computers and computer systems work, how they are designed and programmed, Digital Literacy; develops
computational thinking skills to become problem solvers by thinking critically about online and digital worlds using
existing programs and Digital Citizenship; equips pupils with the skills, knowledge and understanding required for
them to participate fully and safely in an increasingly digital world.

In Early Years, Computing is part of the continuous provision that is offered throughout the year and reflects learning
laid out in the Birth to 5 document. In line with this documentation, and the ethos of in the moment planning and
being led by the children’s interests, specific topics and vocabulary are not prescribed. The golden threads are
reflected in the EYFS curriculum, within ‘Understanding the World’ and this assists the teachers in planning provision
to reflect their role in the beginning of the children’s computational thinking.

When planning for learning using the school’s medium term plans or EYFS overview, teachers will ensure they have
knowledge of the learning in a particular strand in the previous years and where this will progress to (being aware
that a particular linked topic might not appear in the next chronological year). This includes EYFS who will be aware
of the vocabulary and knowledge expected in year 1 when planning provision.


https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf
https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

The development of the curriculum in Years 1-6 used the national curriculum expectations — this ensures progression
in the golden threads of Digital Citizen; encouraging children to engage in conversation about scenarios that they

may face through their online experiences and looking at acceptable and unacceptable behaviours. It offers children
the opportunity to reflect on various situations and make them aware of options and support available and how to

report their concerns. Vocabulary and knowledge is an integral part of all lessons delivered. The language of

computing is developed across the year groups and encouraged during lessons. The development of investigator and
creator runs through all units where a number of different concepts and applications are introduced, such as

computer control, design and modelling, music composition, digital imaging and video editing. Skills develop

throughout the curriculum which put an emphasis on computational thinking for problem solving in general and to
enable the children to plan increasingly complex computer programs in a variety of different languages such as
Scratch.
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Other experiences and/or opportunities

Pigital Citizen

‘Being safe and responsible in the digital

world

Twvestigator

Explore and solve problems as a
compittational thinker
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Vocabulary and Knowledge
Speaking and understanding
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Creater

Approach and develop +asks logjically
and creatively

Computing systems | «  To recognise how networked devices make up internet, network, router, security, switch, server, Year 3 —
and networks — the internet website, web page, web address, routing, web Connecting
The internet e To describe how content can be added and browser, World Wide Web, content, links, files, use, computers
accessed on the World Wide Web download, sharing, ownership, permission,
& To evaluate the consequences of unreliable information, accurate, honest, content, adverts
content
Creating media — ® To identify the input and output devices used to | audio, microphone, speaker, headphones, input
Audio production record and play sound device, output device, sound, pedcast, edit, trim,
*  To recognise that audio can be stored on a align, layer, import, record, playback, selection, load,
computer save, export, MP3, evaluate, feedback
® To recognise that audio can be layered so that
multiple sounds can be played at the same time
Programming A — ® To recognise that in programming there are Logo (programming environment), program, turtle, Year 3 -

Repetition in indefinite loops and count-controlled loops commands, code snippet, algorithm, design, debug, sequencing sounds
shapes * To decompose a task into small steps pattern, repeat, repetition, count-controlled loop, Year 3 —
& Tocreate a program in a text-based language value, trace, decompose, procedure Events and Actions in
programs
Data and ® To use a digital device-to collect data data, table, layout, input device, sensor, logger, Key Stage 1—
infi ion— logging, data point, interval, analyse, dataset, import, | Knowledge of data
Data logging & Tounderstand that a data logger collects ‘data export, logged, collection, review, conclusion and information

paoints’ from sensors over time
To use a computer program to sort data by one
attribute

Creating media —
Photo editing

To recognise how digital images can be changed
for diffarent purposes

To choose the most appropriate teol for a
particular purpose

To evaluate the impact of images changes made
on the quality of the image

Programming B =
Repetition in
games

image, edit, digital, crop, rotate, undo, save,
adjustments, effects, colours, hue, saturation, sepia,
vignette, image, retouch, clone, select, combine,
made up, real, compaosite, cut, copy, paste, alter,
background, foreground, zoom, undo, font.

To understand that in programming there are
infinite loops and count-controlled loops

To identify patterns in a sequence

To recognise tools that enable more than ane
pracess to be run at the same time (concurrency)

Scratch, programming, sprite, blocks, code, loop,
repeat, value, infinite loop, count-controlled loop,
costume, repetition, forever, animate, event block,
duplicate, modify, design, algorithm, debug, refine,
evaluate

Floor rohots
Scratch Ir

Year 3 -

Sequencing sounds
Year 3 -

Events and Actions in
programs

Internet Safety Day is recognised by the school community and children take part in workshops and listening to
stories which address many of the issues commonly related to this area.
External providers are used at times to deliver a different viewpoint on online safety issues, particularly with Year 6.

Assessment
Every year group has an assessment overview for the year which looks at the skills covered and achieved for each
unit. Formative assessment opportunities are included in weekly lessons as either teacher observations, questioning
or marked activities. In Key Stage 2, some units will also be assessed by a multiple choice quiz at the end of the unit.
A traffic light system, providing an overview of the unit, is used to communicate achievement and inform the next
teacher as to which areas of learning may need to be adapted in the following year.

The impact of online safety teaching and learning will be monitored with the Safeguarding lead, with records of
incidents identifying areas for concern which can then be addressed through the curriculum. Parents are informed

when issues relating to online safety arise and further information/support is provided if required.




INTENDED IMPACT
Pupils will develop an understanding and value online safety and respect when communicating with one
another.
Pupils will develop their ability to analyse problems in computational terms and have repeated practical
experience to explore and write computer programs in order to solve such problems.
Pupils will develop computational language they can use to understand and explain processes in computing
which will support them as they leave Hopping Hill and continue their education career.
Pupils will have a secure and comprehensive knowledge of the implications of technology and digital
systems. This is important in a society where technologies and trends are rapidly evolving.
Pupils will become familiar with, and able to use, a wide range of hardware and software.
Pupils will develop an understanding of how to approach tasks across the computing curriculum which they
can tackle logically and develop their own versions of a task creatively.




