Curriculum Intent:
To progressively develop the key skills and knowledge children need for everyday life in a technology rich, digital world.
- To ensure children know how to use the internet and online technologies safely, and can act as responsible online citizens.

- To use computing as a tool to enhance learning throughout the curriculum.
To enable these outcomes our Computing curriculum is designed to be:

- Engaging and accessible to all learners

- Relevant to the needs of each cohort

- Practical, and for computing to be integrated into different subject areas.

Character Development through Computing
Our Computing curriculum at Riverview will enable children to develop the following character traits throughout their three years at Riverview:
- Moral: Become honest, respectful and caring digital citizens.
- Social: Develop social skills, including: communication, collaboration, determination and working collaboratively.
- Cultural: Recognise the importance of technology and how becoming digitally literate will help them in the future.
- Knowledge: Become independent, resilient and resourceful in their use of different technologies, inside and outside of their classroom.
- Skills: Encourage and develop creativity, problem-solving and evaluation skills
- Professional: Support others to become digitally literate.

Enrichment
- Termly theme days within year groups where one activity is Computing, linked to current topic
- Safer Internet Day
- Knowledge and Understanding of the World Week
- E-Safety themed assemblies
- Visit from Police Officer to discuss Internet safety
- Computing display to celebrate children’'s achievement changed three times a year

Curriculum Implementation
- The curriculum in KS1 is delivered through individual computing lessons but also using computing in different subject areas as appropriate.
- Each Year Group ensures their lessons are appropriate to the needs and interests of their cohorts.
- Year 1and Year 2 each has access to 30 chromebooks so each child can access relevant hardware and software.
- Each term has a different focus, linked o the national curriculum programme of study, and is linked to the topic being delivered.
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Area of Sfudy: to understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by

following precise and unambiguous instructions.

e To explore the different technology
found inside and outside of the classroom
- using roleplay corners to show the use
of different technologies.

e To explore how o make a remote
controlled toy move.

e To talk about what happens when
different buttons are pressed.

e To observe what happens when a remote
controlled toy is used.

e To be able to program a bee-bot to move
along a path.

e To give instructions to my friend and
follow their instructions o move around.

e To describe what happens when I press
buttons on a robot.

e To press the buttons in the correct order
to make my robot do what I want.

e To begin to use the word 'algorithm'.

e To be able predict what will happen for a
short sequence of instructions.

e To be able to use programming software
(2go/Logo) to make objects move.

e To be able to give instructions to my
friend (using forward, backward and
turn) and physically follow their
instructions.

o To beable to tell you the order I need to
do things to make something happen and
talk about this as an algorithm.

Outcome: Chn. to play with a variety of remote
controlled toys and be able to make them move.

Outcome: To be able to give instructions and follow
instructions to complete a task.
To be able to give commands to make a bee-bot move.

Outcome: To be able to use a software program to
make an object move.
To be able to explain what an algorithm is.

e To be able to turn a toy on and off.

e To be able to use a remote control toy

e To talk about why the toy doesn't work or
follow commands.

e To be able to give commands for a bee-
bot to follow.

e To be able to plan their instructions as an
algorithm.

e To be able to program a robot or
software to do a particular task.

e To be able to evaluate my friend's
program and tell you what will happen.
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e To spot mistakes in a set of commands
given by an adult.

e To recognise if their program/commands
have worked.

e To begin to understand ‘debugging’ as
correcting mistakes in a program.

e To be able to use programming software
to make objects move.

e To be able to watch a program execute
and spot where it goes wrong so that I
can debug it.

Outcome: Chn. to spot the mistake in a simple set of
instructions when using a remote controlled toy.

Outcome: To be able to program a bee-bot to follow
commands and spot mistakes in their programs.

Outcome: To be able to use a software program to
create a program.

To be able to evaluate an algorithm and make changes
to ensure it works.

EYFS

Year 1

Year 2

e To use asimple program on a
laptop/touchpad with support.

e To explore how to use a mousepad to
colour a picture.

e To use a mousepad to choose and move an
object.

e To use a digital camera, with support, to
take photos of their learning.

e To explore typing on a keyboard, and
being able to type their name.

e To be able to talk about the different
ways in which information can be shown.

e To use technology to collect information,
including photos, video and sound.

e To sort different kinds of information
and present it to others.

e To add information to a pictograph and
talk to you about what I have found out.

e To access different programs on a
computer to support their learning.

e To be able to print their learning.

e To use a paint program with increasing
confidence.

e To be able to add text to a document,
using shift key for capital letters.

e To talk about the different ways I can
use technology to collect information,
including a camera, microscope or sound
recorder.

e To make and save a chart or graph using
the data I collect.

e To talk about the data that is shown in
my chart or graph.

e To use different paint programs with
control and independence.

e To be able to save their learning.

e To evaluate their content and discuss
what improvements they could make.

e To beable to add text to a document,
exploring the use of different fonts.

Outcome: Chn. to use a paint program to create a
finished picture, adding their name.

Outcome: Chn. to be able to create a picture, adding
a sentence/caption.
Chn. to create a pictogram.

Outcome: Chn. to plan and evaluate a finished
product, exploring fonts and colour.
e To be able to create a block graph using
2Count.
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EYFS

Year 1

Year 2

e To show an interest in different
technology, and have opportunities to
explore different technology.

e To be able to discuss technology they use
at home.

e To know different types of technology.

e To begin to understand what the

e To recognise the way we use technology
in our classroom.

e To recognise ways that technology is
used in my home and community.

e To be able to use links to websites to
find information.

e To begin to identify some of the benefits

e To be able to tell you why we use
technology in the classroom.

e To be able to you why we use technology
in my home and community.

e To understand that other people have
created the information I use.

e To identify benefits of using technology

Internet is. of using technology including finding information, creating
e To use the Swiggle search engine to look and communicating.
up information. e To talk about the differences between
the internet and things in the physical
world.
e To be able to use a search engine and
explain how to use it safely.
Outcome:  Photos of children using different | Outcome: Chn. fo create a poster with pictures of | Outcome: Chn. to complete a research project by

technology and their observations o be recorded.

different technology.

collecting information from a search engine.

EYFS

Year 1

Year 2

e To know that a computer has passwords.

e To know some programs that have
passwords e.g. Bug Club.

e To know examples of when we have
passwords at home and why we need
them.

e To listen to stories about E-Safety.

e To create their own passwords.

e To be able to keep my password private.

e To explain what personal information is.

e To know to tell an adult when I see
something unexpected or worrying online.

o To talk about why it's important to be
kind and polite.

e To can recognise an age appropriate
website.

e Toagree and follow sensible e-safety
rules.

e To explain why I need o keep my
password and personal information
private.

e To describe the things that happen online
that I must tell an adult about. I

e To talk about why I should go online for a
short amount of time.

e To talk about why it is important to be
kind and polite online and in real life.

e To know that not everyone is who they
say they are on the internet.
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e To listen to and discuss stories about E- e To create their own E-Safety stories.
Safety.
e Outcome: Chn. to create their own simple Outcome: Chn. to be able to create a poster to show | Outcome: Chn. to create ab E-Safety story to
password for their Chromebook account. how fo stay safe online. explain how to stay safe online, and why it is
important.




