Brampton Village Primary School

COMPUTING Curriculum Map

Curriculum Intent

Our aim is to deliver an ambitious primary Computing curriculum that uses computational thinking and creativity to expand our
children’s horizons. By exploring computer science, information technology, and digital literacy, our pupils learn to create rather than
just consume. We raise aspirations from the very start, empowering every child to become a resilient problem-solver and a safe,
responsible digital citizen ready for the future.

Curriculum
Implementation

Computing is taught discretely but also with strong links across the curriculum and within our careers education. The core of computing
is computer science; understanding how information technology and digital systems work, and how to put this knowledge to use
through programming. We use programmable toys and age-appropriate programming software to understand how we can create,
affect and change elements of the world around us. Children need to be digitally literate (be able to use and express themselves and
develop ideas through IT) for the future workplace; we learn how to present and share our ideas in a variety of ways, including
communication and blogging, use of multimedia, and giving successful presentations via both laptop, desktop and touchscreen tablet.
A vital aspect of our curriculum is to demonstrate responsible online safety and digital citizenship to enable them to be safe and active
participants in a digital world.

Curriculum Impact

The impact of the Computing curriculum is measured in several ways. Computing delivery is monitored through Lesson Observations,
Data Analysis, Work Scrutiny, Pupil Voice and Learning Environment reviews. Feedback and training are given to class teachers to
ensure that teaching practice is supported and improved. These measures help to monitor the curriculum and raise the aspirations of
the children, ensuring our pupils are ready for a digital world.
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Curriculum summary

Main Scheme of Work

Our main computing scheme of work is based upon the Teach Computing Scheme: Curriculum teaching resources (teachcomputing.org)

The National Centre for Computing Education (NCCE) is funded by the Department for Education and supporting partners, and marks a significant investment in
improving the provision of computing education in England. The NCCE is run by a consortium made up of STEM Learning, the Raspberry Pi Foundation and BCS,

The Chartered Institute for IT.

The scheme covers all the required units of the National Curriculum: Computational Thinking, E-Safety, Programming, Digital Literacy and Understanding

Technology.

Curriculum Map

Brampton Village Primary School — Curriculum Coverage — TEACH COMPUTING Scheme

This scheme of work progression map is for the Teach Computing Scheme of work.
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Key Stage Two
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Creating media

Stop-frame
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Online safety

Giving pupils the tools to help them navigate the online world safely and with confidence is a priority at BVPS. Teachers integrate this into every term: every unit
of Computing contains a lesson focused on Online Safety or Digital Citizenship. The school also participates in Safer Internet Day and holds assemblies focused on

internet safety.
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