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“Together, we helieve, .achieve and enjoy”

Through ouwr wision, we serve our community by providing .an
inclusive, happy, secure and caring Christian erwironment where .all

,axzﬂ,alu.e,d,,and,x,e/s,pzdzd. We helieve that God loves all his .children
unconditionally and ~volues the uniqueness of the individual and
recognise the diversity and range of contributions that each child
can make. In owr computing curriculum, we ensure that children
Jully understand the role and benefits that technology can have .on

our daily lives.
Following the Church of Englands Vision for Education 'Life in .all
its pullness John 10:10, we prowvide a high-quality education w.ithin

a  creative, stimulating, encouwroging  and mutually supportive
erwironment where children .are enabled to develop the skills they

require to hecome successful in computing.
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elple
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Challenge Resilience  Opportunities Wellbeing kN.owledge
Our five Crown Principles drive owr computing curriculum.
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Challenge

Through the ‘challenge’ curriculum driver we want owr children to
relish challenges that heing .a .computer scientist can hbring: asking
perceptive questions, thinking critically, weighing ewvidence, sifting
arguments, .and developing perspective .and judgement. Our computing
curriculum is to prepare our children for .o rapidly changing w.orld
through the wse wof technology. Owr high-quality .computing
and creativity to further understand the w.orld.

Resili

Through the ‘resilience’ curriculum driver, we promote optimism .and
determination in computing. Not only do we want owr pupils to be

digitally literate .and competent end-users of technology, we .also
want them to develop creativity, resilience and problem-solving .os
well s critical thinking skills. A selection of carefully .chosen
challenges .are embedded within .our computing curriculum to promote
resilience. Children .are encouwraged to be resilient .and good .at
problem solving using key computational thinking skills such s
ahbstraction, decomposition, generalisation and pattern spotting.

Oonorbunit

Through ‘opportunities’, mwe raise .aspirations to broaden .our
children’s horizons - .opening their eyes to the myriad careers they
might pursue. We have carefully planned .and incorporated wisits
from guest speakers within the local area who have careers in
computer technology. Owr children aspire to w.ork tow.ards careers
in the field of computing. These tangible role models have the effect
of raising the .ospirations .of our pupils to inspire them to w.ork even
harder to he the hest that they can he. We want owr pupils to hove
goals for the future.
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Wellbeing

At Queen’s Park, we understand that happiness is linked to personal
growith, health .and .development. We ensure ouwr children .are happy,
healthy individuals. Ln computing, children can discuss .and reflect
upon the impact that computing has on their learning, development
and their wellbeing. Pupils .are able to find .a halance hetween their
online and offline life and wunderstand why this halance is
essential.  Owr .computing cuwrriculum inspires confident users .of
technology mwho .are competent digital citizens .of the future. With
wellbeing' as o cuwrricuum driver, we give children the .confidence
to thrive in a diverse, global society and he respectful citizens with
British .and Christian Values .at the core.

kNowledge

Through the “®’Nowledge .curriculum driver, mwe encourage .our
children to he resouwrceful learners. It is uniquely .challenging .and
coherent to .our children. The knowledge imparted in computing is
crafted by our curriculum leader and computing subject leader to
enswre that all pupils wunderstand .and .apply the fundamental

principles .and concepts .of computer science, including .abstraction,
logic, algorithms and data representation can analyse problems in
computational terms, .and have repeated proctical experience .of
writing computer programs in order to solve such problems. All our
teachers teach wmwith the .aim to ensuwre pupils hove sufficient
knowledge to progress through primary school and bheyond.

k

Being a computer scientist means that children will have developed
use a range of technology in a safe and creative w.ay. Owr approach
to online safety cross references Teaching Online Safety in Schools
(DFE 2019) .and Education for .a Connected World (UK Council for
Lrdernet Safety 2020). Lt is delivered wvia owr PSHE .and SMSC
curriculum, .alongside stand-alone online safety lessons. Children
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will hove dewveloped skills that equip them to wse computational
thinking and creativity to wunderstand .and change the w.orld. Owr
computing curriculum is enhanced by the use of carefully selected
quality fiction .and non-fiction texts which have heen emhbedded in
our guided reading lessons.

Computing |l.ong Term. Plan

Caomputing Long Term Plan

Choll Posils Onornbionibice Wlllhes Ny le
STEM [ Fﬁmqmr:w

Guroaping
ohjects and

.c.m.l.rb{ir.g
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Computing is taught three times throughout the iyear (with the
exception of Year 6).

Owr progression docwments have heen created by the Curriculum
Leader .and Computing Subject Leader to ensure clear progress in the
four strands of computing we focus on at Queen’s Park: Digital
Literacy, and Programming, Computer Science, Online Safety .and Data
representation.

The progression documents show key knowledge, key wvocabulary .ond
key skills and assessment outcomes from EYFS - Year 6 in
programming, data .and computer science.
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+ Lntroduction to wnplugged algorithms (Jam Sandwich
instructione)

~acohulary

» Watch .and listen 4o Year | children Lntraduction to

Sesbate

Year |

* Pragramming Beshats - Challenge cards

+ Creale ‘Haw to wse a Sgehat wides ko =upport Reception
children

+ Use precise instruclions to ceate a map for Beshols -
Problem salving

o Predict - explare - explain cycle

+ Programming the characler to mowve wsing hblacks

(cading) thraugh tinkering

+ Explain mhat blocks .can do and how they weork
+ Predict - dmst - rewview cycle (reasaning aith coding) in

talk partners

+ Program a code o run on tap - make the mosical

. kam&nwngawm
+ Usz recardings of their own waice ar prevecordings

and put them in a sequence

+ Cading a joke
+ Creating o three Little pigs algarithm

Voeahplary

Vocabulary is V.I.T.A.L in Computing

V.alued
We value vocabulary in computing .and in everything we do.

I dentifiod

Computing wvocaobulary is identified by the computing subject

Taught
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Viocabulary is explicitly taught in every lesson. Ouwr Crown
Planners are used s a teaching tool for key computing
wvocobulary and the computing medium term plans include
additional vocabulary to be taught.

Applied
Once vocabulary is taught, it is applied. Children apply their

rvocabulary in their speaking and listening, writing .and
assessment outcomes in computing.

Learned

Viocahulary is revisited and relearned. Viocabulary sticks in the
children’s Long-term .memory. Lesson by lesson, year by year,
children revisit and relearn key .computing wv.ocabulary.

Through .an ‘explosion of experiences’, our iyoungest computer
Acientists are exposed to the foundations of their computing
learning. Computing knowledge, skills and experiences are provided
Jor through play-hased, unplugged (no computer) activities that
Jocus on huilding children's listening skills, curiosity .and
creativity and problem solving. High quality, corefully selected
bhooks, stories and rhymes are the beating heart of our computing

curricuum in EYFS. Computing vocabulary is planned for. Staff
are role models in demonstrating .computing vocabulary and this

is purther enhanced in owr excellent prowvision. Children take part in
a variety of tasks with digital devices, such as Bee Bots, tahlets,
laptop and the interactive whitehoard. This develops their
understanding of o technologically diverse world and gains
familiarity with the foundations .of computing learning in EYFS
which are linked to Year | and beyond.
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Year | to Year 6

Year on year, children will huild upon their computing
knowledge, skills and vocabulary. The curriculum leader .and
computing subject leader hove created a meaningful, sequential
learning journey through computing. Careful curriculum thinking
and planning ensures that ouwr children have the subject
knowledge and components emhedded in their long-term

Mmemories.

v

Pedagogy

¥

Both owr staff and children are enthusiastic about computing. Through
ongoing CPD, we strive to ensure our teachers hove expert knowledge .of
the computing they teach. Our pedagogy is fimly hased upon .our
curriculum intent .of emhbedding concepts into long-term .memory so that
they .are able to he recalled, to ensure substantive and disciplinary
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Owr ‘Queen’s Park Quality First Teaching' model ensures that lessons are

effectively sequenced so that new knowledge .and skills build on what
has heen taught hefore and tow.ards defined end points.

The sequence of lessons across computing follows the same structure:

\

e Pre- assessment task

e Prior learning revisited - Spaced Retriev.al task
e Key question introduced

eCrown Planner shared

e Medium term planning to inform lessons
e Knowledge-rich lessons

 Viocabulary explicitly taught

e Reference to Crown Planners throughout

e Queen's. Park Quality First Teaching

ePost-assessment task
eChildren know .more .and rememher .more
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Each lesson, within the sequence, follows the structure so prior

,k,rwwl.e,d,g,e is ,oom,tantb# revisited .and ,trww;e,r,rzd, ‘o Long term memory.

e Spaced Retrieval Lesson Starter - key knowledge revision
e Reference to key question

«Vocabulary (some will he tier 3 - subject specific w.ords)
eCromwn Planner shared

e Queen's Park Quality First Teaching
e New knowledge taught

e New skills taught
e Crown Planners to he used .as .a point of reference

*Rewvise .and review - knowledge .and ~.ocabulary
eFormative .assessment | low-stakes Quiz

Owr Crowan Planners support ouwr children with vocobulary and key
knowledge for each unit .of work. They enhance children's understanding
of key concepts, present information clearly .and promote .appropriate
discussion.
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Crown Planner - Year One: Bee Baots
Year Araup: ! i - i Term- Awlumn 2

Howrs: 5 haurs teaching time
Eay Knowledge

[. understand what algorithms ang; how they
Key vocabulary: — e are implemented as programs on digital
input Animput is data that a computer receives. devices; and that programs execute by
following precize and unambiguous
instructions
output An output is data that 2 computer sends. CURRICULLIM 2. create and debug simple programs

c ical lirckes- 3. use logical reasoning toe predict the
0 F : - L ) behaviour of simple programs

Algorithm | A clear set of instructions to carry out a task. aogreghy knowledge of dirsctions

(compass 1'.|ﬂ.|.|1.l'.ﬁ.: mathemeatics - wnits of

A I ble fl baot with
Bee Bot small programmable flaor robot with zeven

buttons. : ® | can ‘tinker with the buttons of 4 Bee-Bot

to ses what they da

¥ o B | can complete g num e gl challenges
CDdE computing Ianguage, ! Y s B s I | can create a video ta explain how O wes a
Bee-Bot

| can personalise my Bea-Bot world

| can consider how the Bae-Bot can moee

Computing | Words, numbers and symbaols that make a

Predict Make = guess.

= . . From ane placs 0 anothear
Tinker To explore and play with something to e I can take an al] of the following roles:

discover what it can do. Bee-Bat, Controller, ludge
I can plan a Bes-Bot route
Debug pebugging is whean you find an issue in the ~ | can program a Bee-Bat ta follow my

program that you have written and repair it. e X 0 planned raute

Explore Lock at semething new ta learn more about it.
Prior learmning:

Escperience with progrommaoble tngs from
EYFs

We wunderstand that we may not see the true impact .of .our computing
curriculwm on ouwr children s our computing curriculum is just the
heginning of a lifetime of learning.

Owr well-constructed and well-taught computing curriculum leads to great
outcomes. Our results are a reflection of what owr children hove learnt.
At Queen’s Park, owr philosophy is that hroad and bhalanced leads to
great outcomes .and meeting end points at the end of each key stage.
N.ational assessments .are wseful indicators of the outcomes our children
achieve.

We ensure all groups of children .are given the knowledge and cultural
capital they need to succeed in life. We strive to ensure that ouwr children
are equipped with the skills (through a growth mindset approach) to
Jluently be able to retrieve key focts from their semantic memory.

The quality of our children’s work, at every stage, is of a high
standard. AUl learning is huilt tow.ards an end point and .at each stoge
of their education, we prepare our children for the next stage.
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We ensure all ouwr children read to .a stage appropriate level and fluency.
Reading is the heating heart of our computing curriculum. Through
disciplinary literocy in computing lessons, the impact .of reading .on the
The impact of Queen’s Park computing curriculum is measured through the
Jollowing:

Assessment at the end of each unit of w.ork
Vombulau&amdkrwwlzd.gzwzmzdaiﬂwmdojmmn

and at the end of each sequence

Pupil ~.oice
P,r,o,g,r,e&s evident in .children’s hooks .and record ,of experiences

Seeking ~views of parents where .appropriate
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