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Curriculum Intent: What do we want for our children? 

At Hilton Spencer Academy, our aim is to deliver a high-quality computing curriculum that inspires 
children to be creative computational thinkers and enriches their experiences in school.  We aim to 
prepare our learners for their future by giving them the opportunities to gain knowledge and develop 
skills that will equip them for an ever-changing digital world. 

Our children will be taught to use technology responsibly and carefully, being mindful of how their 
behaviour, words and actions can affect others. 

Our computing curriculum focuses on a progression of skills in digital literacy, computer science, 
information technology and online safety to ensure that children become competent in safely using, as 
well as understanding, technology.  This is through the teaching and learning of our four key concepts; 
Code, Connect, Communicate and Collect.  These concepts are revisited repeatedly through a range of 
themes during children’s time in school to ensure the learning is embedded and skills and concepts 
successfully developed.  Teaching and learning of computing is supported by the use of the materials 
from the NCCE and the scheme, Junior Jam. 

Our children will gain experience and skills of a wide range of technology in a way that will enhance their 
learning opportunities, enabling them to use technology across a range of subjects to be creative and 
solve problems, ensuring they make progress. 

Impact 

Our computing curriculum ensures coverage of the National Curriculum. Progression documents ensure 
that skills and concepts are covered and developed year on year to ensure attainment targets are 
securely met by the end of each key stage. Through the explicit teaching of computing skills, both the 
teachers and the pupils assess their learning continuously throughout the lesson. Our assessment systems 
enable teachers to make informed judgements about the depth of their learning and the progress they 
have made over time. Assessment and feedback allow children to identify their areas of strength and 
reflect on areas for improvement. Namely through; 

• Looking at children’s work, especially over time as they gain skills and knowledge 

• Observing how they perform in lessons 

• Talking to them about what they know 

Monitoring takes place each term and leaders and teachers use this feedback to inform and address any 
gaps in learning or teacher subject or pedagogical knowledge.  Effective pedagogy is at the heart of good 
teaching and learning, therefore the Computing Curriculum we teach is based on 12 pedagogy principles 

(see appendix 7). 



Our children will build secure knowledge, skills and understanding in computing and will be prepared to 
access the computing curriculum in Year 7. Pupils develop an understanding of how subjects and specific 
skills are linked to future jobs. 

The computing curriculum will contribute to children’s personal development in creativity, independence, 
judgement and self-reflection.  This would be seen in them being able to confidently talk about their work 
and sharing their work with others. 

Basic Principles 

Learning is a change to the long-term memory and our aims are to ensure that our pupils experience a 

wide breadth of study and have, by the end of each key stage, long-term memory of an ambitious body of 

procedural and semantic knowledge. We use the essential characteristics (see appendix 1) to ensure that 

our pupils are given the tools and knowledge to know what it takes to be a responsible, competent, 

confident and creative user of information and communication technology. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

• Curriculum drivers shape our curriculum breadth and are derived from an exploration of the backgrounds 

of our pupils – see curriculum statement. 

• Cultural Capital gives our pupils the vital background knowledge required to be informed and thoughtful 

member of our community who understand and believe in British Values – see cultural capital statement. 

• Curriculum breadth is shaped by our values, cultural capital, subject topics and our ambition for pupils to 

study the best of what has been thought and said by many generations of academics and scholars. Our 

breadth of curriculum ensure that we cover all aspects of the Primary National Curriculum - see appendix 

2, 4 & 6 

• Subject topics are the specific aspects of subjects that are studied, distinguished from our threshold 

concepts. see appendix 5 

• Threshold concepts tie together the subject topics into a meaningful scheme. Each unit, the same concepts 

are explored over and over to gradually build an understanding of them. 



• Milestone indicators are given for each of the threshold concepts, each of which includes the procedural 

and semantic knowledge pupils needs to understand the concepts and this provides a progression model 

too - see appendix 3 

• Vocabulary Progression 

• Cognitive science tells us that working memory is limited and that cognitive load is too high if pupils are 

rushed through content, limiting long-term memory. In order for pupils to become creative thinkers, or 

have a depth of understanding, they must first take time to master the basics. 

• Cognitive domains are worked through for each domain: basic, advancing and deep, throughout a two-

year period of study. 

• Pedagogical style is used varyingly, based on that of Sweller, Kirschner and Rosenshine, meaning that 

direct instruction is given in the early stages or learning and then discovery-based approaches are used 

later. 

• Proof of Progress (POP) tasks are used to show our expectations in each cognitive domain. 

Implementation: How will we carry out our vision? 

At Hilton Spencer Academy, our curriculum design is based on evidence from cognitive science:  

• spaced repetition 

• interleaving 

• retrieval.  

We implement our vision by using threshold concepts that are big ideas that underpin the subject of 

computing, helping pupils to form a computing schema within their long-term memories. 

Computing is taught as a discrete subject but also across the curriculum. We want to ensure that 

computing is embedded in our whole school curriculum and that opportunities for enhancing learning by 

using technology are always taken. 

To ensure a broad range of skills and understanding, Computing is taught across four concepts; 

• Code - This concept involves developing an understanding of instructions, logic and sequences. 

• Connect - This concept involves developing an understanding of how to safely connect with 
others. 

• Communicate - This concept involves using apps to communicate one’s ideas. 

• Collect - This concept involves developing an understanding of databases and their uses. 

Online safety is taught using the materials from The National Online Safety.  These have been carefully 

planned into each year groups Computing curriculum content.  see appendix 8 
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Appendix 1: Essential Characteristics 

 

• Competence in coding for a variety of practical and inventive purposes, including the application 

of ideas within other subjects.  

• The ability to connect with others safely and respectfully, understanding the need to act within 

the law and with moral and ethical integrity.  

• An understanding of the connected nature of devices.  

• The ability to communicate ideas well by using applications and devices throughout the 

curriculum.  

• The ability to collect, organise and manipulate data effectively.   



Appendix 2: Curriculum Coverage  

EYFS 

Development Matters 

Key Stage 1 

National Curriculum 

Key Stage 2 

National Curriculum 

Personal, Social and Emotional Development 

• Show resilience and perseverance in the face of a 
challenge. 

• Know and talk about the different factors 
that support their overall health and 
wellbeing: 

-sensible amounts of ‘screen time’. 
 

Physical Development 

• Develop their small motor skills so that they can use a 
range of tools competently, safely and confidently. 

 

Expressive Arts and Design 

• Explore, use and refine a variety of artistic effects to 
express their ideas and feelings. 

ELG 

Personal, Social and Emotional Development 

• Be confident to try new activities and show 
independence, resilience and perseverance in 
the face of challenge. 

• Explain the reasons for rules, know right from 
wrong and try to behave accordingly. 

 

Expressive Arts and Design 

• Safely use and explore a variety of materials, 
tools and techniques, experimenting with 
colour, design, texture, form and function. 

 

• 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. 

• 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  

• 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. 



Appendix 3: Milestone Indicators 

Threshold 
Concepts 

Milestone 1 Milestone 2 Milestone 3 

Code 
 

Motion - Control motion by specifying 
the number of steps to travel, 
direction and turn. 
Looks – Add text strings, show and 
hide objects and change the features 
of an object. 
Sounds – Select sounds and control 
when they are heard, their duration 
and volume. 
Draw – Control when drawings appear 
and set the pen colour, size and 
shape. 
Events – Specify user inputs (such as 
clicks) to control events. 
Control – Specify the nature of events 
(such as a single event or a loop). 
Sensing – Create conditions for actions 
by waiting for a user input (such as 
responses to questions like: What is 
your name?). 
Variables and Lists – N/A 
Operators – N/A 

Motion - Use specified screen coordinates 
to control movement. 
Looks – Set the appearance of objects and 
create sequences of changes. 
Sounds – Create and edit sounds.  Control when 
they are heard, their volume, duration and 
rests. 
Draw – Control the shade of pens. 
Events – Specify conditions to trigger events. 
Control – Use IF THEN conditions to control 
events or objects. 
Sensing – Create conditions for actions by 
sensing proximity or by waiting for a user input 
(such as proximity to a specified colour or a line 
or responses to questions). 
Variables and Lists – Use variables to store a 
value.  Use the functions define, set, change, 
show and hide to control the variables. 
Operators - Use the Reporter operators  

() + ()  
() - ()  
() * ()  
() / ()  
to perform calculations. 
 

Motion - Set IF conditions for movements. 
Specify types of rotation giving the number 
of degrees. 
Looks- Change the position of objects between 
screen layers (send to back, bring to front) 
Sounds – Upload sounds from a file and edit them.  
Add effects such as fade in and out and control their 
implementation. 
Draw – Combine the use of pens with movement to 
create interesting effects. 
Events – Set events to control other events by 
‘broadcasting’ information as a trigger. 
Control – Use IF THEN conditions to control events 
or objects. 
Sensing – Use a range of sensing tools (including 
proximity, user inputs, loudness and mouse position) 
to control events or actions. 
Variables and Lists – Use lists to create a set of 
variables. 
Operators - Use the Boolean operators  
() < ()  
() = ()  
() > ()  
()and()  
()or()  
Not()  
to define conditions. 
Use the Reporter operators  
() + ()  
() - ()  



() * ()  
() / () to perform calculations.  
Pick Random () to ()  
Join () ()  
Letter () of ()  
Length of ()  
() Mod () This reports the remainder  
after a division calculation  
Round ()  
() of (). 
 

Connect 
 

Participate in class social media 
accounts. 

Understand online risks and the age 
rules for sites. 

 

Contribute to blogs that are moderated 
by teachers. 
Give examples of the risks posed by 
online communications. 
Understand the term ‘copyright’. 
Understand that comments made online 
that are hurtful or offensive are the same 
as bullying. 
Understand how online services work. 

 

Collaborate with others online on sites approved and 
moderated by teachers. 
Give examples of the risks of online communities 
and demonstrate knowledge of how to minimise risk 
and report problems. 
Understand and demonstrate knowledge that it is 
illegal to download copyrighted material, including 
music or games, without express written permission, 
from the copyright holder. 
Understand the effect of online comments and show 
responsibility and sensitivity when online. 
Understand how simple networks are set up and 
used.  
 

Communicate 
 

Use a range of applications and 
devices in order to communicate 
ideas, work and messages. 

Use some of the advanced features 
of applications and devices in order 
to communicate ideas, work or 
messages professionally. 

Choose the most suitable applications and devices 
for the purposes of communication. 

Use many of the advanced features in order 
to create high quality, professional or 
efficient communications. 

Collect 
 

Use simple databases to record 
information in areas across the 
curriculum. 

Devise and construct databases 
using applications designed for this purpose 
in areas across the curriculum.  

Select appropriate applications to devise, construct 
and manipulate data and present it in an effective 
and professional manner. 



Appendix 4 – Curriculum Mapping 

 

 

 



Appendix 5 – Overview of teaching and progression by year group 

Hilton Spencer Academy Computing Concept Map 
 

Year Group Code Connect Communicate Collect 

Reception UTW – Explore how things work – 
Beebots, kitchen area 
MD - Talk about and identifies the 
patterns around them.  
• Extend and create ABAB patterns – 
stick, leaf, stick, leaf. 
• Notice and correct an error in a 
repeating pattern. 

PSED – Know about different factors 
that support their overall health and 
welling – sensible ‘screen time’ 
Explain the reasons for rules, know 
right from wrong and behave 
accordingly – Digiduck, Penguinpig, 
MonkeyCow 

EAD – Explore, use and refine a variety 
of artistic effects to express their ideas 
and feelings. 
Safely use and explore a variety of 
materials, tools and techniques, 
experimenting with colour, design, 
texture, form and function. - iPads 

UTW – Explore the world around 
them. 

Year 1 Programming – Moving a Robot – 
Beebots 
Programming – Introduction to 
Animation – Scratch Jnr 
Junior Jam –  
iProgram Lit L1 – Autumn 2 
iAnimate Lite L1 – Spring 1 
iTech Lite L1 – Summer 2 

National Online Safety Units 
SMART posters, Class Dojo, Digiduck, 
Penguinpig, Monkeycow 

Creating Media – Digital Painting – 
Paint 
Creating Media – Digital Photography 
– iPad camera 
Computing Systems and Networks – 
Technology Around us – Word 
Junior Jam –  
iJam Lite L1 – Autumn 1 
iCreate Lite L1 – Spring 2 
iCommunicate Lite L1 – Summer 1 

Data and Information – Grouping Data 
– Google Docs 

Year 2 Programming – Robot Algorithms – 
Beebots 
Programming – Introduction to 
Quizzes – Scratch Jnr 
Junior Jam –  
iProgram Lit L2 – Autumn 2 
iAnimate Lite L2 – Spring 1 
iTech Lite L2 – Summer 2  
 

National Online Safety Units 
SMART posters, Class Dojo, Digiduck, 
Penguinpig, Monkeycow 

Creating Media – Making Music – 
iPads; Garage Band 
Creating Media – Digital Photography 
– iPad camera 
Computing Systems and Networks –IT 
Around us – Word 
Junior Jam –  
iJam Lite L2 – Autumn 1 
iCreate Lite L2 – Spring 2 
iCommunicate Lite L2 – Summer 1 

Data and Information – Pictograms– 
iPads; i2e pictogram tool 

Year 3 Programming – Sequencing Sounds – 
Scratch 
Programming – Events and Actions in 
Programs– Scratch 
Junior Jam –  
iProgram L1 – Autumn 2 
iAnimate L1 – Spring 1 
iTech L1 – Summer 2 

National Online Safety Units 
SMART posters, Class Dojo 

Creating Media – Desktop Publishing – 
Publisher 
Creating Media – Stop-frame 
Animation – imotion or Stop Motion 
Studio 
Computing Systems and Networks – IT 
Around us – Word 
Junior Jam –  
iJam L1 – Autumn 1 

Data and Information – Branching 
Databases – Google Docs 



iCreate L1 – Spring 2 
iCommunicate L1 – Summer 1 

Year 4 Programming – Moving a Robot – 
Turtle Academy or FMS Logo 
Programming – Repetition in Games– 
Scratch 
Junior Jam –  
iProgram L2 – Autumn 2 
iAnimate L2 – Spring 1 
iTech L2 – Summer 2 

National Online Safety Units 
SMART posters, Class Dojo 

Creating Media – Digital Painting – 
Paint 
Creating Media – Digital Photography 
– iPad camera 
Computing Systems and Networks – 
Connecting Computers  
Junior Jam –  
iJam L2 – Autumn 1 
iCreate L2 – Spring 2 
iCommunicate L2 – Summer 1 

Data and Information – Data Logging – 
Google Science Journal or Data 
Loggers 

Year 5 Programming – Selection in Physical 
Computing – Crumble Controller 
Programming – Selection of Quizzes – 
Scratch 
Junior Jam –  
iProgram L3 – Autumn 2 
iAnimate L3 – Spring 1 
iTech L3 – Summer 2 

National Online Safety Units 
SMART posters, Class Dojo 
 

Creating Media – Digital Painting – 
Paint 
Creating Media – Digital Photography 
– iPad camera 
Computing Systems and Networks – 
Technology Around us – Word 
Junior Jam –  
iJam L3 – Autumn 1 
iCreate L3 – Spring 2 
iCommunicate L3 – Summer 1 

Data and Information – Flat-file 
databases – Google Docs 

Year 6 Programming – Variables in games – 
Scratch 
Programming – Sensing – Micro:bit 
Junior Jam –  
iProgram L4 – Autumn 2 
iAnimate L4 – Spring 1 
iTech L4 – Summer 2 

National Online Safety Units 
SMART posters, Class Dojo 

Creating Media – Digital Painting – 
Paint 
Creating Media – Digital Photography 
– iPad camera 
Computing Systems and Networks – 
Technology Around us – Word 
Junior Jam –  
iJam L4 – Autumn 1 
iCreate L4 – Spring 2 
iCommunicate L4 – Summer 1 

Data and Information – Introduction 
to Spreadsheets – Excel 

 

 

 

 

Appendix 6 – EYFS Computing Progression 



 

Appendix 7 – 12 Pedagogy Principles 



 

 

 

 

 

 



 

Appendix 8 – Overview of Online Safety Planning (Connect) 

 

 



 



 


