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Intent 

At Almond Hill we aim to equip our children with computational skills and knowledge that enable them to 

become ‘lifelong learners’.  We teach, encourage and model positive learning behaviours to promote 

responsible, resilient individuals that are ready for the technological future.     

Computing By the end of KS2 children can: 

 use computational thinking and creativity on a range of programming tasks 

 understand how digital systems work 

 express themselves with information communication technology 

 be ready to build KS3 skills on a solid foundation, preparing them for the digital world  

Online Safety By the end of KS2 children can: 

 Live knowledgeably, responsibly and safely in a digital world.  

[Aspects explored: Self-image, online reputation, online bullying, managing online information, health, 

wellbeing and lifestyles, privacy and security, copyright and ownership] 

Implementation 

At Almond Hill we implement a 6-lesson unit per term which follows an adapted version of ‘Teach 

Computing’, building on prior knowledge from KS1 where possible.  The aims of the Teach Computing 

Curriculum are as follows:  

 Reduce teacher workload  

 Show the breadth and depth of the computing curriculum, particularly beyond programming!  

 Demonstrate how computing can be taught well, based on research  

 Highlight areas for subject knowledge and pedagogy enhancement through training The Teach 

Computing Curriculum resources. 

 

Knowledge organisation The Teach Computing Curriculum uses the National Centre for Computing 

Education’s computing taxonomy to ensure comprehensive coverage of the subject. This has been 

developed through a thorough review of the KS1–4 computing programme of study. All learning outcomes 

can be described through a high-level taxonomy of ten strands, ordered alphabetically as follows: 

■ Algorithms — Be able to comprehend, design, create, and evaluate algorithms ■ Computer networks — 

Understand how networks can be used to retrieve and share information, and how they come with 

associated risks ■ Computer systems — Understand what a computer is, and how its constituent parts 

function together as a whole ■ 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 ■ 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 ■ Programming — Create software to allow computers 

to solve problems ■ Safety and security — Understand risks when using technology, and how to protect 

individuals and systems 

 The red areas are not covered in the termly units but may be in cross curricular lessons.  



Spiral curriculum (sticky learning) The units for key stages 1 and 2 are based on a spiral curriculum. This 

means that each of the themes is revisited regularly (at least once in each year group), and pupils revisit 

each theme through a new unit that consolidates and builds on prior learning within that theme. This style 

of curriculum design reduces the amount of knowledge lost through forgetting, as topics are revisited 

yearly. It also ensures that connections are made even if different teachers are teaching the units within a 

theme in consecutive years. 

Physical computing The Teach Computing Curriculum acknowledges that physical computing plays an 

important role in modern pedagogical approaches in computing, both as a tool to engage pupils and as a 

strategy to develop pupils’ understanding in more creative ways. Additionally, physical computing supports 

and engages a diverse range of pupils in tangible and challenging tasks.  

 Micro:bits are used in Y5 and Y6.  Beebots may be used to support SEND in the lower school 

Outdoor learning lessons are prepared and taught. Y4 – Re-enacting the Internet and how information is 

transferred outdoors on the playgrounds.  Y5-Gathering light level data with the Micro:bits around the 

school grounds.  Y6-Gathering steps counted data (with class made Micro:bit counters) around the school 

grounds. 

Anti racism and inclusivity in computing, this is being promoted through lessons teaching children to be 

critical and the questioning of information online to see how it can be presented with western bias.  Also, a 

display promotes diversity in the field (found in the Suite). 

Teach Computing Online Safety The unit overviews for each unit show the links between the content of 

the lessons and the national curriculum and Education for a Connected World framework (ncce.io/efacw). 

These references have been provided to show where aspects relating to online safety, or digital citizenship, 

are covered within the Teach Computing Curriculum. Not all of the objectives in the Education for a 

Connected World framework are covered in the Teach Computing Curriculum, as some are better suited to 

personal, social, health, and economic (PSHE) education; spiritual, moral, social, and cultural (SMSC) 

development; and citizenship. However, the coverage required for the computing national curriculum is 

provided. 

All classrooms have interactive whiteboards to enhance children’s learning.  We have a computing suite, 

class sets of iPads, physical systems (class sets of Micro:bits), Bee-Bots, robotics kits (cars and robot faces) 

Log Box data loggers and digital cameras.  We use SaaS (Software as a Service) to teach the children to 

understand and navigate the curriculum. All children have a Microsoft 365 login and password which they 

use to access a shared student area.  All children follow the Almond Hill Online Safety Rules and have 

agreed to our acceptable use policy.  We update our website regularly with online safety information and 

have had guest speakers in to discuss this area with both children, parents and staff. We have used data 

from an online safety surveys to create content for our website.  Termly Online Safety meetings take place 

with teaching staff, one governor and students to discuss current online safety issues and promote the safe 

responsible use of technology. 

SEND 

To ensure that the Computing curriculum is inclusive for children with SEND lessons may need to be 

adapted to provide appropriate provision. This could be in the form of any of the following:  

 Adapted tasks 

 Adapted resources / equipment 

 Additional support  
 
 



Topics Across Almond Hill 

 Computing Systems and Networks Programming A Programming B 

Year 3 Connecting Computers Sequencing Sounds Events & actions in programs 

Year 4 The Internet Repetition in Shapes Repetition in Games 

Year 5 Systems & Searching Data Handling with Micro:bits 
Physical Computing 

Selection in Quizzes  

Year 6 Communication & Collaboration Variables in Games Sensing with Micro:bits 

Curriculum Development 

Currently, we are focusing on computing systems and networks as well as programming across the school 

with the spiral approach.  Data and information along with creating media may be covered in cross-

curricular lessons and clubs. All year groups now have 1 years' experience teaching the computing systems 

and networks as well as programming units and have improved subject knowledge/CPD to promote good 

teaching and learning.  Further work on using formative and summative assessments as well as end tasks is 

underway to improve the accuracy of assessment and allow the subject leader to monitor the impact of 

the curriculum.  

Progression of Skills in Computing - Years 3-6 

Pedagogy 

 



 

Assessment 

 

 

 

 
 

 


