	Computing Curriculum at Roundwood Primary School


	Where we are going

	You need to: 
· Use technology safely, respectfully and responsibly. (Responsibility and respect)
· Select, use and have knowledge of a variety of software. (Reliability)
· Use search technologies effectively. (Resilience)
· Recognise common uses of information technology beyond school. (Responsibility)
· Understand computer networks, including the Internet. (Responsibility and Reliability)
· Use logical reasoning to explain how some simple algorithms work. (Resilience) 
· Design, write and debug programs that accomplish specific goals. (Resilience)

	Who we are

	We are living in a fast moving world where computing is at the heart of everyday life. We know a high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world, and in a changing world. 

Computing has deep links with mathematics, science, and design and technology, and Roundwood Primary School is surrounded by businesses using and developing these areas. Computing ensures that pupils become digitally literate – able to use, and express themselves and develop their ideas through, information and communication technology – at a level suitable for the future workplace and as active participants in a digital world.

We have discovered that as a community we are a generation that has many digital devices but we also recognise that pupils need to use this technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

[bookmark: _GoBack]At Roundwood Primary School we have introduced the Roundwood Passport to Personal Development which gives children wider life experiences and computing experiences are included in these documents.

	Vocabulary

	Debug, programs, control, variables, input/output, algorithms, networks, internet, software, technology, safety, digital, store, retrieve, logical, spreadsheets , logo, email, coding, touch typing, animation

	RPS History Journey 

	Early Years 

	In Early years, children are introduced to technology through play as it is a natural beginning before learning from a more purposeful and directed approach. Children enjoy various sources of technology in their play, to learn how to use it and to navigate their way around it before using it formally. This supports them in asking questions, making links and showing curiosity. Practitioners draw children’s attention to the technology around them in everyday life both inside school and out, to help them understand the importance of it. They also provide a positive role model by showing children that adults use technology for their own purposes and by talking to the children about the value they place on this use. In this way children see technology used for real purposes and will develop the understanding that technologies are tools to be used when they’re needed and that they’re not used just for the sake of it. They will develop a positive disposition towards technology and a motivation to use it both now and in the future.                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                            

	In Year 1 

	Computing systems and networks – Technology around us
Children explore what “technology” is and how devices help us in everyday life. They become familiar with parts of a computer (mouse, keyboard, screen) and begin to develop basic mouse and keyboard skills. They also reflect on how to use technology responsibly in everyday contexts. 

Key vocabulary: technology, computer, mouse, keyboard, screen, device, responsibly

Creating media – Digital painting
Pupils use a painting or drawing software to experiment with colours, brushes and computer-based tools to make digital art. They learn that digital tools can be used to create visual media and explore their creativity in a digital environment.
Key vocabulary: digital, painting, brush, tool, create, canvas

Programming A – Moving a robot
Learners give simple instructions (commands) to a floor robot or onscreen equivalent, sequencing commands to make it move. They see that programs require precise instructions and learn to predict outcomes of their commands.
Key vocabulary: algorithm, command, sequence, robot, program, predict

Data and information – Grouping data
Children classify and group objects according to attributes, exploring how data can be organised. They learn that computers can sort and present grouped items, and they may use simple digital tools to do this.
Key vocabulary: data, group, attribute, sort, organise, information

Creating media – Digital writing
Pupils learn to use a word-processing style tool to write, edit and change the appearance of text on a computer. They practise typing, editing and formatting simple digital writing.
Key vocabulary: type, edit, text, formatting, save, file

Programming B – Programming animations
In this unit, children use a tool (e.g., a simple block-based animation environment) to animate a sprite, applying sequences of instructions to create movement or change. They build on their sequencing from earlier programming.
Key vocabulary: sprite, animation, instruction, sequence, block, execute

	In Year 2 

	Computing systems and networks – IT around us
Learners explore how information technology (IT) is used in their homes and wider society (shops, hospitals, libraries). They consider how IT helps us and also how to use it safely and responsibly. 

Key vocabulary: information technology, system, society, benefit, safe use, network

Creating media – Digital photography
Pupils practise taking photographs digitally, evaluate what makes a good photo (focus, lighting, purpose) and make simple edits to improve images.
Key vocabulary: photograph, edit, camera, image, composition, adjust

Programming A – Robot algorithms
Building on previous programming, children design, test and debug algorithms for a floor robot or virtual equivalent. They study how changing the order of commands affects the outcome and learn logical reasoning. 

Key vocabulary: algorithm, debug, program, sequence, route, logical reasoning

Data and information – Pictograms
Learners collect data (e.g., tally charts), organise and present it using pictograms. They interpret simple data visualisations and understand that data can tell a story.
Key vocabulary: pictogram, data, tally, chart, represent, interpret

Creating media – Digital music
Pupils experiment with digital tools to create music, exploring sound, rhythm, layering and digital composition. They understand that digital tools can produce and manipulate sound.
Key vocabulary: sound, rhythm, compose, layer, digital audio, track

Programming B – Programming quizzes
Children use a block-based environment (e.g., Scratch Jr) to create simple quizzes, design questions and answers, and debug their work. They extend their programming knowledge in an interactive context.
Key vocabulary: quiz, variable (basic idea), answer, question, block, interactive

	In Year 3 

	Computing systems and networks – Connecting computers
Pupils compare digital and non-digital devices and begin to understand how networks connect computers (e.g., routers, switches), and how data moves through networks. 

Key vocabulary: network, router, switch, device, input, process, output

Creating media – Stop-frame animation
Learners plan and create stop-frame animations (taking individual frames, playing them back) to tell a story or demonstrate a concept; they develop media planning and editing skills.
Key vocabulary: frame, animation, storyboarding, capture, sequence, playback

Programming A – Sequencing sounds
Children sequence and combine sounds in a programming environment, exploring how ordering and timing affect the result. They apply programming concepts beyond movement.
Key vocabulary: sequence, timing, sound, loop (if introduced), algorithm, program

Data and information – Branching databases
Pupils explore how branching databases work (yes/no questions leading to categories), design their own, input data and use it to identify objects or items.
Key vocabulary: database, branch, question, yes/no, key, classification

Creating media – Desktop publishing
Learners use software to layout pages (text + images) for a purpose (e.g., a magazine, poster). They consider design, formatting, usefulness of the publication and audience.
Key vocabulary: layout, design, publish, text, image, target audience

Programming B – Events and actions in programs
Pupils explore how events (e.g., key presses, clicks) trigger actions in programs (sprites moving, sound playing). They build interactive programmes that respond to inputs. 

Key vocabulary: event, action, input, response, sprite, interactive

	In Year 4 

	Computing systems and networks – The Internet
Children investigate how the internet works (data transfer, services such as email, cloud), including opportunities and risks of internet use. They explore global connectivity.
Key vocabulary: internet, service, cloud, server, transfer, risk

Creating media – Audio production
Pupils plan and produce audio recordings (podcasts, music, interviews), apply editing, layering and evaluating their work for purpose and audience.
Key vocabulary: audio, recording, edit, layer, mix, podcast

Programming A – Repetition in shapes
Learners use a text-based (or block) programming language (e.g., Logo) to create shapes using loops (repetition). They experiment, modify patterns and debug. 

Key vocabulary: repetition, loop, shape, algorithm, debug, command

Data and information – Data logging
Pupils collect real-world data using sensors over time, input and analyse it (patterns, results), and reflect on how data can drive questions and decisions.
Key vocabulary: sensor, log, data, analysis, pattern, time series

Creating media – Photo editing
Learners take photographs and then use editing tools (crop, filter, adjust colours) to improve and adapt images for a purpose.
Key vocabulary: crop, filter, resolution, edit, image, purpose

Programming B – Repetition in games
Building on repetition in shapes, children use programming to create games where repetition/loops are used (for example, repeated movement or patterns) and consider game design.
Key vocabulary: game, loop, repetition, sprite, control, design

	In Year 5 

	Computing systems and networks – Systems and searching
Pupils explore how computer systems (small-scale and large-scale) work and how search engines rank results, investigate how search works and how searches are influenced. 
Teach Computing

Key vocabulary: system, input, process, output, search engine, ranking, network

Creating media – Video production
Learners plan, shoot and edit video content for a specific audience and purpose, combining multiple media types and understanding production workflows.
Key vocabulary: video, shoot, edit, timeline, audience, purpose

Programming A – Selection in physical computing
Using a physical computing device (e.g., Crumble controller), pupils programme devices that respond to conditions (if…then) and output via LEDs, motors etc—introducing selection. 
Teach Computing

Key vocabulary: selection, condition, physical computing, if/then, input, output

Data and information – Flat-file databases
Pupils create and use flat-file databases (tables of data), query, sort and present data, and reflect on how database structure affects what can be done.
Key vocabulary: database, field, record, query, sort, present

Creating media – Introduction to vector graphics
Learners use vector graphics software (shapes, paths) to create scalable images, compare raster vs vector, and apply design thinking to their outputs.
Key vocabulary: vector, raster, scalable, path, design, graphic

Programming B – Selection in quizzes
Building on selection, pupils program quiz systems where user‐inputs determine different outcomes (logical branching) and debug their programmes.
Key vocabulary: quiz, branch, selection, input, output, debug

	In Year 6 

	Computing systems and networks – Communication and collaboration
Pupils explore how digital devices and services enable communication and collaboration across networks (email, cloud services), and consider impacts and risks of these systems.
Key vocabulary: collaboration, communication, cloud service, network, risk, digital citizenship

Creating media – Web page creation
Learners design and build web pages, considering layout, navigation, accessibility, hyperlinks, media and publication—preparing for transition to secondary.
Key vocabulary: webpage, HTML/CSS (basic idea), hyperlink, navigation, publish, accessibility

Programming A – Variables in games
Pupils program games that use variables (score, lives, levels), understanding how variables change and influence program flow; they debug and refine their games.
Key vocabulary: variable, score, level, loop, conditional, debug

Data and information – Introduction to spreadsheets
Learners use spreadsheets to input data, use formulas, create charts, and interpret results—understanding that spreadsheets are powerful tools for calculation and analysis.
Key vocabulary: spreadsheet, cell, formula, chart, analyse, data

Creating media – 3D Modelling
Pupils experiment with 3D modelling software to design three-dimensional objects, understanding 3D space, axes, and how models might be rendered or printed.
Key vocabulary: 3D, model, axis, render, print, object

Programming B – Sensing movement
Using a physical computing device (e.g., micro:bit), children program sensing inputs (movement, light, sound) to create interactive systems, bringing together sequencing, repetition, selection and variables. 
Teach Computing

Key vocabulary: sensor, input, output, microcontroller, condition, interactive

	Links with other subjects 

	Geography – using the internet to research and communicate with other areas of the world.
Mathematics – looking at and interpreting visual and numerical data to help children understand mathematical workings. 
Art – looking at photographs and paintings to help children and using graphic design.
Design Technology – looking at architectural drawings to understand  and graphic design.
Science-using, storing and interpreting data.

	As a Computing Expert leaving RPS 

	By the end of Key Stage 1 I can:
· Use a computer or tablet safely and know how to take care of it.
· Type and use the mouse or touchscreen to create my own pictures and writing.
· Understand that technology is all around me — in school, at home and in the world.
· Take and improve my own digital photos and make simple pieces of music.
· Give clear instructions to make a robot or character move how I want.
· Spot when something goes wrong in my program and fix it (debug it).
· Sort and group objects or information to help me understand it better.
· Use technology kindly and safely, and know what to do if something worries me online.

By the end of Lower Key Stage 2 I can:
· Explain how computers connect and share information through networks and the internet.
· Create digital projects such as animations, posters, and sound recordings.
· Use loops and repetition in my programs to make shapes, games, or patterns.
· Collect, record, and understand data using tools like charts or sensors.
· Plan and design my own digital work, thinking about how it looks and who it’s for.
· Find information online and use it responsibly.
· Edit photos and audio, showing I can improve and refine my work.
· Debug my programs when they don’t work and explain what I changed.

By the end of Upper Key Stage 2 I can:
· Understand how computers, networks, and the internet work together to share information.
· Search for information online effectively and explain how search engines choose results.
· Create digital media projects like videos, websites, and 3D models for a real audience.
· Use programming skills like loops, selection (if… then), and variables to make games and quizzes.
· Use spreadsheets and databases to store, sort, and analyse data.
· Design, test, and debug my own programs using clear algorithms and logical thinking.
· Work with physical computing devices (like Crumbles or micro:bits) that respond to the world around them.
· Communicate and work with others safely and respectfully online.

· 



	Because I went to RPS

	I will be:
· Be a creative digital maker who can design and share ideas with technology.
· Be a confident programmer who can make computers follow my instructions.
· Be a safe and responsible online citizen who knows how to stay kind and protected online.
· Be a curious problem-solver who uses computing to explore, test, and create new things!


	I know the 4Cs of online safety:

· Content – Is what I am seeing appropriate for me?
· Contact – Is what this person is saying to me safe?
· Conduct – Am I behaving in a safe and respectful way?
· Commerce  - Am I being exposed to inappropriate advertising?












