Computing Curriculum
Curriculum Rationale
At Oreston Community Academy, we believe that computing is an essential discipline that empowers children to understand, participate in, and shape the rapidly evolving digital world. Computing is far more than learning to use technology; it develops problem-solving, logical thinking, creativity, resilience and innovation, equipping pupils with skills that will support them throughout their education and future careers.
Our computing curriculum is built upon the National Centre for Computing Education (NCCE) Teach Computing Curriculum, developed by the Raspberry Pi Foundation. The curriculum provides a coherent, ambitious and research-informed progression of knowledge and skills from Year 1 to Year 6, ensuring comprehensive coverage of the National Curriculum whilst developing computational thinking, digital literacy and computer science knowledge. 
We recognise that technology plays a significant role in everyday life. Therefore, we ensure that pupils become competent and responsible digital citizens who understand both the opportunities and responsibilities associated with technology. Through a carefully sequenced curriculum, pupils learn to create, analyse, evaluate and apply computing knowledge across a wide range of contexts.
By the time pupils leave Oreston Community Academy, they will have developed the confidence, knowledge and skills to use technology safely, creatively and purposefully. They will understand how digital systems work, be able to solve problems using computational thinking, and appreciate the impact technology has on society both now and in the future.

Intent
At Oreston Community Academy, our intent is to provide a high-quality computing education that equips pupils with the knowledge, understanding and skills necessary to thrive in an increasingly digital world.
We aim to:
· Develop confident and capable digital citizens.
· Foster curiosity about technology and how it works.
· Build secure computational thinking and problem-solving skills.
· Enable pupils to design, create and evaluate digital products.
· Ensure pupils understand computer systems, networks and data.
· Develop programming knowledge through progressively challenging experiences.
· Promote creativity through a range of digital media.
· Teach pupils to use technology responsibly, safely and ethically.
· Prepare pupils for future study, employment and active participation in modern society.
Our curriculum is inclusive and ambitious, ensuring that all pupils, regardless of starting point, background or need, can achieve success in computing. This reflects the principles underpinning the Teach Computing Curriculum. 

Essential Knowledge
The Teach Computing Curriculum organises learning through four overarching themes which are revisited and developed throughout primary school using a spiral curriculum model. 
Computing Systems and Networks
Pupils develop an understanding of:
· Digital devices and their functions
· Computer systems and components
· Computer networks
· The internet and the World Wide Web
· Communication and collaboration technologies
· How information is shared and transferred
Programming
Pupils learn to:
· Understand and design algorithms
· Create and debug programs
· Use sequence, selection and repetition
· Apply logical reasoning
· Develop computational thinking
· Create increasingly complex coding projects
Data and Information
Pupils learn:
· How data is collected and represented
· How information can be organised and interpreted
· The use of databases and spreadsheets
· The importance of accurate data
· How data can be used to answer questions and solve problems
Creating Media
Pupils create and evaluate:
· Digital artwork
· Photography
· Audio productions
· Video productions
· Animations
· Websites
· Digital publications
· 3D models
These themes are supported by the wider concepts of effective use of tools, design and development, impact of technology, and safety and security. 

Aims
Our Computing curriculum aims to:
· Develop digitally literate learners.
· Foster computational thinking and problem-solving.
· Build secure programming knowledge and understanding.
· Encourage creativity and innovation through technology.
· Develop confidence when using a range of digital tools.
· Deepen understanding of how technology shapes the modern world.
· Promote safe, responsible and respectful online behaviour.
· Create resilient learners who embrace challenge and learn from mistakes.
· Prepare pupils for an increasingly technological future.

Implementation
Computing is taught through the Teach Computing Curriculum, which provides carefully sequenced units of learning from Year 1 to Year 6. Learning is structured around progressive units that revisit and deepen understanding over time through a spiral curriculum approach. 
Knowledge-Rich Curriculum
Each unit builds upon prior learning and develops both substantive and disciplinary knowledge. Key vocabulary is explicitly taught, revisited and embedded to support long-term retention.
Programming
Programming is taught progressively throughout the school.
Pupils learn to:
· Create and debug algorithms
· Understand sequence and logical instructions
· Use loops and repetition
· Apply selection and variables
· Develop interactive programs
· Explore physical computing
Children move from simple block-based programming in Key Stage 1 to more sophisticated programming concepts in Key Stage 2. 
Pupils create a wide range of digital outcomes, including:
· Digital art
· Photography
· Animation
· Audio production
· Video production
· Publishing
· Website creation
· 3D modelling
These experiences promote creativity whilst developing technical proficiency. 
Computer Systems and Networks
Pupils develop an understanding of:
· Hardware and software
· Digital systems
· Networks and connectivity
· Internet services
· Online communication
Learning helps pupils understand how technology functions beyond simply using it. 
Data and Information
Pupils learn how data is:
· Collected
· Organised
· Represented
· Analysed
· Interpreted
This includes work with pictograms, databases, spreadsheets and data logging technologies. 
Physical Computing
Children engage with physical computing through programmable devices, including microcontrollers and sensing devices, enabling them to experience computing in tangible and engaging ways. 
Online Safety
Online safety is embedded throughout the curriculum and complements wider safeguarding, PSHE and citizenship provision. Pupils are taught how to:
· Stay safe online
· Protect personal information
· Build positive online relationships
· Identify risks
· Report concerns appropriately
· Understand responsible technology use
Online safety is regularly revisited to ensure children develop secure and age-appropriate understanding. 

Early Years Foundation Stage
Computing in the Early Years Foundation Stage is delivered through the Understanding the World area of learning, alongside opportunities for communication, language, literacy, mathematics and expressive arts.
Children begin to develop computational thinking through:
· Sequencing activities
· Pattern recognition
· Problem-solving
· Following and creating instructions
· Exploring cause and effect
Technology is integrated throughout continuous provision, allowing children to:
· Use digital devices purposefully
· Explore programmable toys
· Develop mouse and keyboard control
· Create simple digital content
· Discuss how technology is used in everyday life
These experiences establish the foundations for future computing learning whilst developing curiosity, independence and resilience.

What Pupils Are Taught
Computing Systems and Networks
Children learn:
· What computers are
· How devices communicate
· How networks function
· How the internet supports communication and information sharing
· How digital systems impact daily life
Programming
Children learn:
· Algorithms
· Sequencing
· Debugging
· Repetition
· Selection
· Variables
· Inputs and outputs
· Physical computing
Data and Information
Children learn:
· Data collection
· Data representation
· Data handling
· Databases
· Spreadsheets
· Data analysis
Creating Media
Children learn:
· Digital design principles
· Image creation and editing
· Audio production
· Video production
· Animation
· Publishing
· Web design
· 3D design
Online Safety
Children learn:
· Safe online behaviour
· Privacy and security
· Digital reputation
· Online relationships
· Reporting concerns
· Responsible technology use

Impact and Assessment
The impact of our Computing curriculum is that pupils leave Oreston Community Academy as confident, capable and responsible users and creators of technology.
As pupils progress through the school, they demonstrate:
· Secure computing knowledge
· Strong computational thinking skills
· Increasing independence when using technology
· Creativity in digital projects
· Confidence when solving problems
· Safe and responsible online behaviours
· Understanding of the role technology plays in society
Assessment is ongoing and informed by the approaches within the Teach Computing Curriculum. Teachers use:
· Questioning and discussion
· Observation of learning
· Practical outcomes
· Knowledge retrieval activities
· End of unit assessments
· Project evaluation opportunities
· Self and peer assessment
Assessment information is used to identify misconceptions, inform future teaching and ensure all pupils make strong progress. The Teach Computing Curriculum incorporates both formative and summative assessment opportunities, enabling teachers to accurately assess pupil understanding and progress. 
Ultimately, pupils leave Oreston Community Academy equipped not only with technological skills but with the confidence, creativity and critical thinking required to become successful contributors to an increasingly digital society.
