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Computing INTENT


Curriculum Intent: Equipping Children for a World of Possibilities.

Subject Intent:  
To lead a high-quality computing education that empowers all pupils to think computationally and creatively, enabling them to understand and shape the world around them. This includes ensuring a curriculum with strong links to mathematics, science, and design and technology, while placing computer science at its core. Pupils will develop a secure understanding of information, computation, and digital systems, and apply this knowledge through purposeful programming. Building on these foundations, they will confidently use information technology to create a range of digital content and systems. As Computing Lead, I will also ensure that all pupils become digitally literate, able to express ideas and participate effectively and responsibly in an increasingly digital world and future workplace.
As Computing Lead, supporting vulnerable groups is central to ensuring an inclusive, high-quality computing education for all pupils. This is achieved through a combination of adaptive teaching, targeted support, and inclusive curriculum design.
Developmentally Appropriate Practice (DAP)
Teaching is carefully matched to pupils’ developmental stages, ensuring that learning is accessible, engaging, and appropriately challenging. In computing, this may involve using unplugged activities, visual programming environments (e.g. block-based coding), and scaffolded tasks before moving to more abstract concepts. Lessons are structured to build on prior knowledge, with opportunities for repetition, exploration, and consolidation. This approach ensures that all pupils, particularly those who may be less confident, can progress at a suitable pace.
Children with SEND
Pupils with Special Educational Needs and Disabilities are supported through adaptive teaching strategies and reasonable adjustments. This includes:
· Breaking tasks into smaller, manageable steps
· Providing visual aids, prompts, and worked examples
· Using assistive technologies (e.g. screen readers, speech-to-text tools)
· Offering alternative ways to demonstrate understanding (e.g. verbal explanations instead of written code)
· Pre-teaching key vocabulary and concepts
Collaboration with the SENDCo ensures that learning is aligned with individual education plans, and that barriers to participation in computing are reduced. A focus on success and confidence-building is key.
EAL (English as an Additional Language)
For pupils with EAL, language is carefully scaffolded to ensure access to computing concepts. Strategies include:
· Pre-teaching and reinforcing key technical vocabulary
· Using visuals, diagrams, and demonstrations to support understanding
· Encouraging collaborative learning and talk-based activities
· Providing sentence stems and structured support for explanations
· Allowing pupils to use their first language where appropriate to aid comprehension
Computing can be particularly inclusive for EAL learners due to its visual and logical nature, and this is maximised through clear modelling and contextualised learning.
Overall, a strong emphasis is placed on inclusive practice, ensuring that all pupils—regardless of need or background—can access, engage with, and succeed in computing.







Educational visits
	Key Stage
	Term
	Educational Visit
	Curriculum Links
	Purpose
	Impact

	KS1
	Autumn / Spring
	Rugby Art Gallery and Museum
	Digital media, creating content
	To introduce pupils to digital creativity and storytelling through visual media and interactive exhibits
	Pupils understand technology as a tool for expression and begin to create simple digital content

	LKS2
	Spring
	Thinktank Birmingham Science Museum
	Digital systems, inputs/outputs, data
	To explore how machines and systems work in real life, linking to computing systems and data
	Pupils develop understanding of how computing is used in everyday systems

	UKS2
	Autumn
	National Space Centre
	Algorithms, simulations, data handling
	To apply computing knowledge to real-world contexts such as space exploration and simulations
	Pupils recognise the importance of computing in global innovation and problem-solving



Computing IMPLEMENT
The computing curriculum is carefully sequenced to support all learners, with clear progression in knowledge and skills. Content is adapted to meet diverse needs through:
· Scaffolded learning pathways (from unplugged activities to more complex programming)
· Use of visual and interactive resources to support understanding
· Regular retrieval and reinforcement to support memory and retention
· Flexible outcomes, allowing pupils to demonstrate learning in different ways
Planning ensures that key concepts are revisited and built upon, supporting pupils who require additional time to secure understanding.
Adaptive Teaching in Practice
Teachers implement inclusive strategies within lessons to ensure access for all:
· Clear modelling and step-by-step instruction
· Use of worked examples and guided practice before independent tasks
· Differentiated questioning to support and challenge pupils appropriately
· Use of paired/group work to encourage peer support
· Ongoing formative assessment to identify and address misconceptions quickly
Staff are supported through training and guidance to confidently adapt lessons for SEND and EAL learners.
Support for SEND
Implementation includes:
· Use of assistive technology and accessible software
· Task breakdown and structured instructions
· Additional adult support where needed
· Alignment with EHCPs and individual support plans
· Adapted resources (e.g. larger text, simplified instructions, symbol-supported materials)
Regular communication with the SENDCo ensures consistency and effectiveness of provision.
Support for EAL
Implementation strategies include:
· Explicit teaching of technical vocabulary with visual support
· Dual coding (images and text) to aid understanding
· Opportunities for talk and collaborative problem-solving
· Modelling of language structures needed for explanation and reasoning
· Use of translation tools or first language support where appropriate
Use of Technology
Technology is used to remove barriers and enhance inclusion:
· Block-based coding platforms to reduce cognitive load
· Accessibility features (e.g. text-to-speech, captions)
· Online platforms that allow for personalised pacing and feedback
Monitoring and CPD
Implementation is regularly monitored through lesson observations, pupil voice, and work scrutiny, with a focus on the progress of vulnerable groups. Staff receive ongoing CPD to strengthen adaptive teaching, use of technology, and inclusive strategies in computing.
Through these approaches, inclusive practice is not an add-on but an integral part of how computing is delivered, ensuring all pupils can access and succeed in the subject.
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	Reception
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Autumn Term 1
	Games on the IWB
	Technology around us (1.1)* 
	Information technology around us (2.1) 
	Connecting computers  (3.1)
	The internet (4.1)
	Systems and searching  (5.1)
	Communication and  collaboration (6.1)

	Autumn Term 2
	Games on the IWB
	Digital painting (1.2)
	Digital photography (2.2)
	Stop-frame animation  (3.2)
	Audio production (4.2) 
	Video production (5.2) 
	Webpage creation  (6.2)

	Spring Term 1
	Coding
	Moving a robot (1.3)
	Robot algorithms (2.3)
	Sequencing sounds  (3.3)
	Repetition in shapes  (4.3) 
	Selection in physical  computing (5.3)
	Variables in games  (6.3)

	Spring Term 2
	Coding 
	Grouping data (1.4)
	Pictograms (2.4)
	Branching databases  (3.4)
	Data logging (4.4) 
	Flat-file databases  (5.4)
	Introduction to  
spreadsheets (6.4) 

	Summer Term 1
	Digital photographing.
	Digital writing (1.5)
	Digital music (2.5)
	Desktop publishing  (3.5)
	Photo editing (4.5) 
	Introduction to vector  graphics (5.5)
	3D Modelling (6.5) 

	Summer Term 2
	Digital photographing.
	Programming animations (1.6)
	Programming quizzes (2.6)
	Events and actions in  programs (3.6)
	Repetition in games  (4.5)
	Selection in quizzes  (5.6)
	Sensing movement  (6.6)




Unit summaries

	
	Autumn 1 
	Autumn 2 
	Spring 1 
	Spring 2 
	Summer 1 
	Summer 2

	
	Computing systems  and networks 
	Creating media 
	Programming A 
	Data and Information 
	Creating media 
	Programming B

	Year 1
	Technology around us Recognising technology in school and using it responsibly. 
	Digital painting Choosing appropriate tools in a program to create art, and making comparisons with working nondigitally.
	Moving a robot Writing short algorithms and programs for floor robots, and predicting program outcomes.
	Grouping data Exploring object labels, then using them to sort and group objects by properties.
	Digital writing Using a computer to create and format text, before comparing to writing non-digitally.
	Programming animations Designing and programming the movement of a character on screen

	Year 2
	Information technology around us Identifying IT and how its responsible use improves our world in school and beyond. 
	Digital photography Capturing and changing digital photographs for different purposes.
	Robot algorithms Creating and debugging programs and using logical reasoning to make predictions.
	Pictograms Collecting data in tally charts and using attributes to organise and present data on a computer.
	Digital music Using a computer as a tool to explore rhythms and melodies, before creating a musical composition
	Programming quizzes Designing algorithms and programs that use events to trigger sequences of code to make an interactive quiz

	Year 3
	Connecting  
computers 
Identifying that digital  devices have inputs,  processes, and  
outputs, and how  
devices can be  
connected to make  networks.
	Stop-frame  
animation 
Capturing and editing  digital still images to  produce a stop-frame  animation that tells a  story.
	Sequencing sounds 
Creating sequences in  a block-based  
programming  
language to make  
music.
	Branching databases 
Building and using  branching databases  to group objects  
using yes/no  
questions.
	Desktop publishing 
Creating documents  by modifying text,  
images, and page  
layouts for a specified  purpose.
	Events and actions in  programs 
Writing algorithms  and programs that  use a range of events  to trigger sequences  of actions.

	Year 4
	The internet 
Recognising the  
internet as a network  of networks including  the WWW< and why  
we should evaluate  online content. 
	Audio production 
Capturing and editing  audio to produce a  podcast, ensuring  
that copyright is  
considered. 
	Repetition in shapes  
Using a text-based  programming  
language to explore  count-controlled  
loops when drawing  shapes. 
	Data logging 
Recognising how and  why data is collected  over time, before  
using data loggers to  carry out an  
investigation. 
	Photo editing 
Manipulating digital  images, and reflecting  on the impact of  
changes and whether  the required purpose  is fulfilled. 
	Repetition in games 
Using a block-based  programming  
language to explore  count-controlled and  infinite loops when  creating a game. 

	Year 5
	Systems and  
searching 
	Video production 
	Selection in physical  computing
	Flat-file databases 
Using a database to  order data and create 
	Introduction to  
vector graphics
	Selection in quizzes 
Exploring selection in  programming to 



	
	Recognising IT  
systems in the world  and how some can  enable searching on  the internet. 
	Planning, capturing,  and editing video to  produce a short film. 
	Exploring conditions  and selection using a  programmable  
microcontroller. 
	charts to answer  
questions. 
	Creating images in a  drawing program by  using layers and  
groups of objects. 
	design and code an  interactive quiz. 

	Year 6
	Communication and  collaboration 
Exploring how data is  transferred by  
working  
collaboratively online. 
	Webpage creation  
Designing and  
creating webpages,  giving consideration  to copyright,  
aesthetics, and  
navigation. 
	Variables in games  
Exploring variables  when designing and  coding a game. 
	Introduction to  
spreadsheets 
Answering questions  by using spreadsheets  to organise and  
calculate data. 
	3D Modelling 
Planning, developing,  and evaluating 3D  
computer models of  physical objects. 
	Sensing movement 
Designing and coding  a project that  
captures inputs from  a physical device. 



The order in which to teach units within the year is not prescribed, other than for the two ‘Programming’ units for each year group, which build on each other. It is recommended that the ‘Programming’ and ‘Creating Media’ units be revisited in two different terms, so that the concepts and skills can be revisited and consolidated. 







National Curriculum Coverage 
	National Curriculum Coverage – Years 3 and 4 
	3.1 Connecting  
computers 
	3.2 Stop-frame  
animation 
	3.3 Sequencing  
sounds 
	3.4 Branching  
databases 
	3.5 Desktop  
publishing 
	actions in programs
3.6 Events and  
	4.1 The internet 
	production 
4.2 Audio  
	4.3 Repetition in  
shapes 
	4.4 Data logging `
	4.5 Photo editing 
	4.6 Repetition in  
games 

	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. 
	
	√ 
	
	√ 
	
	
	√ 
	√ 
	
	
	√
	



National Curriculum Coverage 
	National Curriculum Coverage – Years 5 and 6
	5.1 Systems and  
searching
	5.2 Video  
production
	physical computing
5.3 Selection in  
	5.4 Flat-file  
databases 
	5.5 Introduction to  
vector graphics
	5.6 Selection in  
quizzes 
	6.1 Communication  
and collaboration 
	6.2 Webpage  
creation
	6.3 Variables in  
games 
	6.4 Introduction to spreadsheets `
	6.5 3D Modelling 
	6.6 Sensing  
movement 

	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. 
	√ 
	√ 
	
	
	
	
	
	√ 
	√ 
	
	√
	










Progression across key stages 
	Primary themes 
	Computing systems and  
networks 
	Programming 
	Data and information 
	Creating media

	Taxonomy strands
	Computer systems 
Computer networks
	Programming 
Algorithms 
Design and development
	Data and information
	Creating media 
Design and development

	
	Effective use of tools

	
	Impact of technology

	
	Safety and security



Software and hardware overview. 
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