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1. BACKGROUND

1.1. At Buckingham Park Church of England Primary School it is important that every member of the
school community feels valued and respected, and that each person is treated fairly and well. We are
a caring community, built on a clear Christian foundation and rooted in Christian values. We aim to
provide the highest quality all round education, for each and every child, in partnership with parents,
within the context of a Christian community. In short, ‘Excellence, through God who strengthens us’.

1.2. All school policies are therefore designed to support the way in which all members of the school can
live and work together in a supportive way. It aims to promote an environment where everyone
feels happy, safe and secure.

1.3. The school has a set of values that are based on Jesus’ Sermon on the Mount. These are a means of
promoting good relationships, so that people can work together with the common purpose of
helping everyone to learn. These values are displayed below and permeate everything we do:

We are kind, helpful and polite
We do our best
We are honest
We share
We are peacemakers
We forgive others
We take care of everything, and everyone

2. INTENT

At Buckingham Park we want our children to be an exceptional computer whizz. Our intent is to facilitate and
promote the skills and knowledge children need to reach their potential in school and beyond. We aspire is to
create motivated ‘life-long’ learners with Computing to enhance and extend teaching and learning across the
whole curriculum. Therefore, we want to model and teach our pupils on how to use technology positively,
responsibly and safely. The overall aim of our computer scheme of work - which is Switched On Computing -
is that pupils leave primary school as confident, capable and creative users of digital technology, with a secure
understanding of the fundamental principles of computer science and as safe, responsible and discerning
digital citizens.

The aims

1. Meeting the requirements of the Foundation Stage Curriculum, KS1 and KS2 National Curriculum.

2. Ensuring all children know how to stay safe online (see separate Online Safety Policy for details).

3. Developing children’s individual Computing capability and understanding.

4. Developing Computing as a tool for learning and investigation.

5. Innovative use of resources and stimulating interest in new technologies.

6. Enhancing teaching and learning in other areas of the curriculum by cross-curricular use of Computing.

7. Equipping pupils with the confidence and capability to use Computing throughout their education, home

and further work life.
8. Ensuring children, parents, staff, governors and the wider community have relevant and meaningful
experiences of Computing.



9. Children having a growing awareness of how Computing is used in the world around them and of the
benefits that it provides.

Special Educational Needs Disability (SEND) / Pupil Premium / Higher Attainers statement:

At Buckingham Park School, we value, nurture and celebrate the skills and talents of every child.

Our curriculum is aspirational, vibrant, engaging and inclusive. We strive to enable all children to do their best
and optimise their potential through quality first teaching, careful planning- in line with developmental stage
and interests of cohorts, removal of barriers in accessing the curriculum e.g., writing frames, visual prompts,
adapted resources and alternative methods of recording.

The careful planning and learning opportunities are designed to reduce, and ultimately remove, gaps between
disadvantaged and vulnerable learners and their peers. Our commitment to engaging, inspiring and equipping
all learners is at the heart of our curriculum intent and fosters the implementation of our curriculum and the
development of skills, in both academic and non-academic subjects equally, ensuring equality of opportunity
and a broad and balanced provision- for all learners- in a holistic and personalised way.

Careful consideration is afforded to the broad and diverse offer interwoven throughout our curriculum to
reflect our multi-cultural multi faith school community and so that quality, first-hand experiences are
presented in a multitude of ways enabling full participation and maximum engagement. All educational visits
are risk assessed and planned, so that every child may access and enjoy these educational opportunities,
capitalising on enriching and memorable experiences.

At Buckingham Park School we endeavour to instil a love of learning, for life.

3. IMPLEMENTATION

Our scheme of work recognises that computing has three inter-related aspects, and these are covered in each
year:

e Computer Science (the foundations of computing, covering coding and computational thinking)

e Information Technology (the applications of computing, including working with documents, data and
digital media)

e Digital Literacy (the implications of computing for individuals and society)

Our computing curriculum also recognises the ‘spiral’ nature of progression within computing: new
knowledge, skills and understanding within each of the strands of the subject build on what’s gone before.
See curriculum overviews and knowledge organisers below.

Computing in EYFS

In Early Years foundation stage pupils build confidence to use technology purposefully to support their
learning for all the Early Learning Goals as appropriate. Pupils in the foundation stage classes will have
experience using technology indoor, outdoors and through role play in both child-initiated and teach directed



time. Opportunities for technology as a tool to support learning and teaching in all areas are identified in their
curriculum planning.

In Early Years, we develop the foundation for computing skills by teaching pupils to complete a simple
program on a computer.

Pupils will learn to:
e To control a simple program.
e To program a toy (Bee-Bot) using simple instructions
e To understand that they control the programmable toy
e To use a suitably aged program on a computer effectively

Pupils will also be taught to:
e Use ICT hardware to interact with age appropriate computer software
To turn the computer on/off
To use the mouse effectively to achieve a desired outcome
To can use age appropriate software correctly.
To be safe online

The most relevant statements for Computing are taken from the following areas of learning:
e Understanding the World
e Personal, Social & Emotional Development

Computing scheme of work units by year group

Year 1
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Main hardware/ Alternative hardware/ \
software software

Other programmable toys
Scratch Bee-Bot emulator

Laptop/desktop computers
Digital cameras
Android




Year 2
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Unit | Title Main hardware/ Alternative hardware/ | Computing PoS |1 |
software software focus 5
i We are Programming on screen in | iPads Laptops/deskiops/Chromebooks | Computer Science:
astronauts ScratchJr Scratchar Android tablets Coding
= Blue-Bots or Bee-Bots
W22 | Weare games | Working out the rules for | Pads Ancroid tabiets Computer Science: |l
testers games Scratch Blockly Games w
Laptops/desktops/Chromebooks
FoTheFactory
We are Taking, selecting and Pads Anaroid tablets Information i
photographers | editing digital images Camera app Laptops/desktops/Chromebooks | Technology: Media
v Photos app Digital cameras
Snapseed Puxdr, Windows Photos
W24 [Wearesafe | Researchingatopic Pads Ancroid tablets. Digtal Literacy:
) Popplet Laptops/desktops/Chromebooks | Online safety
Google Slides FreeMind
Google custom search Microsoft PowerPoint, Keynote
] 25 | Weare Creating a stop-motion Pads Android tablets Informaton ~
animators animation Stop Motion Studio Laptops/desktops/Chromebooks | Technology: Media \
Digital cameras -
iStopMotion, Zu3D B4
26 | Weare Collecting data about bugs
2zo0logists
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Unit | Title Focus Main hardware/ Alternative hardware/ | Computing PoS
software software focus
31 We are Programming an animation | Laptops/desktops/Chromebooks | Android tablets Computer Science:
L) programmers Scratch Cameras and microphones Coding
) ScratchJr ‘
M 3.2 We are bug Finding and correcting Laptops/desktops/Chromebooks | Android tablets Computer Science:
NS fixers bugs Scratch Snap! Computational
Screen recorder software thinking
33 We are Videoing a presentation iPads Camera app Information
presenters against a green screen Green screen back Microsoft Photos Technology: Media
Tripods and iPad mounts Adobe Premiere Elements
Popplet
s iMovie
34 We are who Creating presentations Laptops/desktops/Chromebooks | iPads or Android tablets Digital Literacy: §
we are about ourselves Google Slides Microsoft PowerPoint Online safety J/
/ Screen recorder software
35 We are Producing a wiki Laptops/desktops iPads or Android tablets Information
co-authors Google Sites Chromebooks Technology: Media N
Popplet 1
3.6 We are Collecting and analysing Laptops/desktops/Chromebooks iPads or Android tablets Information
opinion data Google Forms Microsoft equivalents Technology: Data
polisters Google Sheets j2vote, j2data and j2office
Google Slides
Google Drive
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Year 4

Year 5
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Examples of Knowledge organisers.

Unit 1.1: We are treasure hunters @™\ Buckingham
Solving problems using programmable toys - 5~
‘ .Sonmaumm(mmummumwm 1
Hordware: Biue-Bot (altesnatives: Cubetto, Bee-Bot. Roamer Too, STEM Robot Mouse). If robot tays are not J
cvailoble the Biue-Bot opp o¢ the Scratch Bee-Bot emulator con be used instead.

Year 1

Park

\
rimary s

responding to instructions they are given

to work out a sequence of instructions (an

algorithm) to find their way to an objective
e Session 3 they explore the Blue-Bot controls

instructions to solve problems with the Blue-Bot

“when given different sequences of instructions

o Session 2 they take on the role of a robot-pirate

o Session 4 they follow, create and test sequences of

e Session 5 they predict what the Blue-Bot will do

~
ASOPMUENL > DY e a9 OF W VNS

Al pupdis can:

o follow instructions to move around a kege space

® record a set of instructions for o Blue-Bot

« program a Biue-Bot to move by giving one
instruction at a time

* program a Blue-8ot to move by giving o
sequence of instructions.

Most pupils conc

* give other pupils instructions to move around o
large spoce

* understond input. program and output in the
context of a Blue-Bot :

* create a peogram to move a BlueBot to o
particuiar locotion

# debug a Blue-Bot progrom.

Some pupis canc

» peedict where a set of instructions wil take
SOMEcne moving in o large spoce

» predict where a Blue-Bot will end up from a set
of instructions

* understand input, peogram and output in more
genesol contexts

» ook for ways in which o Blue-Bot progrom

I could be made more efficient.

Overview

In this unit, pupils learn basic programming ideas o Session 6 they correct mistakes in Blue-Bot
through experimenting and solving problems with programs.

simple, programmable robots, such as the Blue-Bot. In: -

e Session 1 they take on the role of a robot, Key vocabulary

Algorithm: o sequence of precise Instructions of
steps (sometimes a set of rules) to achieve an
objective

Bug: an error or mistake in a program or algorithm,
cousing the computer or robot to behave Ina
manner thot was not originally intended
Computer: a device thot accepts INput, processes
it according to Instructions of rules and produces
output

Debug: comrect mistakes in @ computer program of
algorithm

Input: data supplied to a computer, in this case,
pressing buttons on the robot

Logical reasoning: to be oble to give a reason for
something which others would have to occept os
corect

Output: information produced by o computer - in
this case, movements of the robot

Program: a sequence of instructions (or

) | sometimes a set of rdes) that can be followed by o

computer
Robot: a computer that can move, or that can
move part of itself

~\




Year 2

Unit 2.1: We are astronauts

Programming on screen in ScratchJr

| Software: Scratchlr (oRtermative: Scratch)

.
o,

ol Englar

Church

®)

. Hordware: Pads (altematives: Andeoid tablets, laptop/desktop/Chromebook computers, Bee-Bots, Blue-Bots)

Buckingham Park

il Pr
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Overview

\

In this unit, pupils program a sprite (such as o

spaceship) to move around the screen. In:

® Session 1 they toke part in playground octivities,
planning movement between ‘planets”

» Session 2 they ore introduced to Scratehls and
program sprite movement

» Session 3 they are introduced to output and use
multiple speites

« Session 4 they ore introduced to messoge
passing and input

* Session 5 they are introduced to repetition

« Session 6 they crecte new ‘costumes” for their

' Key vocabulary

Algorithm: o sequence of precise Instructions or
steps (sometimes a set of rules) to achieve on
objective

Bug: an error of mistake In a program or algorithm,
cousing the computer or robot to behave ina
manner that was not originally intended

Code: instructions (or sometimes rules) that can be
understood by a computer

Debug: correct mistakes in a program or cigonithm
Event: something that happens within a computer
program to cause some particular code to be run,
such as an intermnal message being received of o
kwmww-ewu

Input: data supplied to o computer, in this cose,
tapping on the screen of o toblet

Qutput: information produced by a computer = in
this case, moving sprites on a screen, teat and audio
Parallel processing: when programs run (or oppear
10 run) simultaneously

Program: sequence of instructions (or sometimes o
set of rules) that can be followed by o computer
Repetition: programming construct which allows o
group of instructions to be repeated a number of
times, oc until o certoin condition Is met

Scratch: simple, block-based programming languoge
In which peograms for charocters are bullt by
snopping together code blocks

Sprite: o grephical character in a progeom that can
be given its own sequence of Instructions
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Year 3

Unit 3.1: We are programmers Buckingham Park

Progmmmlng an anlmaﬂoﬂ Church of England Primary School
' Software: Scratch (altemative: Scratchl)
. Hardware: Laptop/desktop/Chromebook computers or tablets, cameras and microphones (if needed)
(s N »
Overview
In this unit, pupils create their own animation in « Session 6 they add sound to their animation
Scratch. In: before reviewing, debugging and improving it

® Session 1 they ore introduced to Scratch, and
s ook Alternatives
@ Session 2 they determine key features of 6 g00d 1,0 it sessions give step-by-step guidance
animation by looking at examples, and create o on using Scratch. However, this unit could also

for their own
X ) be carried out Scratchlr, A downloadable
@ Session 3 they plan and program character/s mammmmm--m
and dialogue for their animation desktop® (see Useful links on page 12). You can
® Session 4 they begin to animate their character/s  giso download this If you prefer to work offiine.
by planning and programming movement

« Session 5 they plan and program switching
costumes and backdrops for their animation

complenity by simpiying things, theough  the faing of the adseg of § %
identifying what Is important and what detod con be Output: ik duced by n
hidden or gnored this cose, an Gnimation
Algaeithen & sequance of Procie IMIRCTOns o SUgn  Posliel prog (o cppeor

(sometimes o set of nes) to achieve an objective to 1un) wmuitoneously
Bug: on error of mistake i © program or clgonthen, m«wdmwmo

COUNNG the CompUAeY o 100k 10 behave i o et of rubes) th b y

manner thot was not ofiginally intended Repetition: hich oliows
2 (e dos) thet con Be of AT da by of
undentood by a comgrter times, o untd @ centoin condition is met

Oebug: comect n puter prog Scratch: smple, block-based prog G gy
cigorthm for

% - 0 @ problem down into

smaller ports

Event: something that happe within & computer
mua-o:u-ungi-mmh-\

such 0 L] dora
3prite being topped by the uer
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Year 4

Unit 4.1: We are software developers

.Developlng a simple educational game

. Software: Scratch (alternative: an:l)

o
Buckmgham Park

Church of England Primary Scho

. Hardware: Laptop/desktop/Chromebook computers or tablets, microphones (optional) J

Overview

their game

.

In this unit, puplls plan, create, develop and test their
own educational game for a target audience. In:

e Session 1 they analyse existing games and
identify what makes them effective E=

e Session 2 they create a working prototype of X Quesiton cud ceawer clgerids
their game

e Session 3 they develop the functionality of

e Session 4 they improve the interface of

their game

e Session 5 they develop progression within
e Session 6 they test and improve their game.

Assessment - by the end of the unit: |
All pepils can:

gome
put Scratch blocks into the right ceder for their

game
wse the if/then/else block correctly

wse the keyboord for input and the scroen for
output.

Mot pupils con'

use a repeat block comectly
keep track of random numbers and the score

using oudio recoeding and
foreign languoges In their games.

kImmyauqnﬂclmh

Maths: Pupils con peoctise recall of multiplication
ondior division focts, rounding decimals with one
decimal ploce to the nearest whole number oc
convertiog between different units of measure in
their games.

playback.
Longuoges: Pupls con proctise vocabulory in

Other: Anry subject where there ore focts to leamn
con olso provide a useful context, such as dates in
geography.

rl(cy vocabulary

Algorithen: o sequence of precise Instnuctons of
steps (sometimes G set of rules) 10 achieve an

m

Bug: on enor or misiake in @ POGISm O

mwmm‘::?'o

group of
times, or untll 0 Certon condition iy met

Scratch: umgle. block boned

mmmumumhc In which progean for charocters are built by
mmanner that was not orginally intended Inapping tagether code blocky

Debug: comect n > gomor  Seq phacing progy 9 "
algorthen onder., 30 eoch one hoppens one ofter the other
Ieput: data suppied 10 @ computer, In ths cone Speitea g in & progrom thot con
the gigorithm 1oken fiom the storyboand for the hmumwdw

enimation
inthes

tput: P by v
cane an animation

(e
mdwumuwb’om
Repeat loop: a sequ of
demuuﬂmmum
um

stove, retneve
nmmmtmwdao

+"s memmory that
Mo“mddﬂn
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Year 5

._,‘19:.

: Buckingham Park
Unit 5.1: We are game developers ’ Chureh of England Primary School
Developing an interactive game T S

Software: Scratch (alternatives: Snap! or Kodu)
. Hardware: Laptop/desktop/Chromebook computers or tablets, microphones (optional)
v
(Ov R
erview s
Assessment - by the end of the unit:
In this unit, pupils plan their own simple computer A =
game. They design characters and backgrounds, pupils
and create a working prototype, which they develop e create an algorithm for a game
further based on feedback they receive. In: . Lmunm;ummwm
o sequences instructions
e Session 1 they analyse games and plan their own o detect errors in their game.
e Session 2 they create and source assets - e
e Session 3 they create a prototype of a Scratch . T S o s i
game create music sty
and i
e Session 4 they debug the game script % mhm ek gee
e Session 5 they test and improve their game o improve their game on the basis of feedback
e Session 6 they write game instructions and o add Instructions to their game.
! publish their games. SR J
« break their game Into its component parts and
( B . develop them separately
Croas sriculor opportanities * create multiple images for characters and use
Art and design: Pupils can improve thew art and them for animation
sbgn skills by oot drtiod Tor thel gonias o use variables in their game
; '“”"""‘” SN G P « explain how their game works
m:m,m"m“ \o include comments in the code for thelr game. L
game. /
English: Pupils could create o gome thot tests
subject knowledge of grommo, for example. O
Languages: Pupils could create a game thot tes &3
In with a modern foceign language thot they are =
Music: Pupils con record sound or compose music
Julum ) o::
° —
r
Key vocabulary , !
Algorithm: a sequence of precise instructions or Iterative development: a trial and improvement L)
steps (sometimes a set of rules) to achieve an opproach in which each successive version builds
on the previous one by the fixing of mistakes or the
Background: scenery and other unchanging adding of features
elements in a game Logical reasoning: a systematic approach to solving
causing the computer or robot to behave in a universally applicable and totolly reliable rules
manner that was not originally intended Program: an automated solution to a problem
Code: instructions (or sometimes rules) thatcanbe  Scratch: simple, block-based programming languoge
understood by a computer in which programs for characters are built by
Debug: correct mistakes in a computer program of  SNapping together code blocks
algosithm Sprite: o graphical character in a program that can
be given its own sequence of instructions

12 -



Year 6

o,
Buckingham Park

Unit 6.1: We are toy makers

Coding and physical computing

| Software: MakeCode (altemnative: Scratch)
. Hardware: Laptop/desktop/Chromebook computers or tablets, BBC micro:bits

' N\

Overview

inmummwmaucmm
powered modification to a soft toy to make the toy

In: Alternatives

Session 1 they revisit micro:bit and MokeCode
Session 2 they research electronic toys

Crumble controllers or Raspberry Pi computers
could be used in place of the microbit. The

.

.

« Session 3 they design their toy activities here could be completed using LEGO
o Session & they progrom the microzbit WeDo or Mindstorms controliers, or the Mokey
o Session 5 they prepare their toy for adding Makey board as input to Scrotch.

Interoctive components

o Session 6 they connect the microbit to the toy.
\ J
Key vocabulory

data on changes in : ypicolly in theee Assessment - by the end of the unit: )
deections Al ppily con:

Bluetooth: wireless digtal « identify inputs ond cutputs for thew toy

protocol using low energy signals over shoet * name inguts and outputs for the micro Sit

distances * deugn on intersctive 1oy

© 0dd interoctivity 10 @ toy

Controlier: progrommable device that determines o design a progeoen to control the toy

electronic output based on electronic input o connect the microdit to thek interactive 1oy,

O position: breaking a problem down into Most pupits con

smaller ports o compate potuibie toy deugm

Edge connector: part of a circuit board that

ollows input ond output companents to be diectly © - decompose the 10y praject into & numbes of

connected stoges

® |dentify probiems with thew toy
PRESS P LU . ot
memlmmdamam s ’Iw po9
Input: dota supplied to a computer * Use criterio 10 evaluate ponaibie toy ieas
Interoctive: system whose output Is determined @ \dentiy rishs in the project ond WGGet wayt
by the input provided 10 mitigote these

tole @ leod In Mmanoging the peoject with &
Light-emitting diode (LED): an electronic
component thot lights up when current flows in
one dicection
MakeCode: block- and text-based editor from
Microsoft, supporting o variety of hordwore
platforms including the mikrobit
microcbit: simple, single board programmable
computer with integrated input, output and
network copabilities
Microprocessor: single silicon chip that performs
ol the functions of a computer’s centrol
puo:amgum
Output: produced by @ compu
mwmmadommtm
to behave as anothey; in this case, the
Wﬁl«%mmm
of a microbit o that programs con be tested
Sy a set of comp (perhops of different
types, such a5 hardy ond soft ) working
together

\
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Planning

By having access to the Switched On Computing scheme of work the staff ensure all National Curriculum
objectives are met. Teachers employ a range of readily available or free software in their lessons from Paint
and iMovie, to Scratch and Kodu. Use is also made of hardware such as digital cameras, video cameras, learn
pads, bee bops and web servers. Staff are also able to chose the software and websites to use which we
already have access too. Working along side our IT company, staff are able to request applications they feel
would be beneficial for the children’s learning to meet the required objectives.

For each computing unit the teacher will use:

e Teachingslides: editable presentations that can be used as a front-of-class teaching tool to go through
the steps in each session

e Video walkthroughs: show the steps in a session when an application is used — can be used as a front
of-class teaching tool to model the steps or allocated to pupils to work through

e Pupil worksheets: there are a range of different types including:

e handouts that take pupils through the activity steps

e supporting worksheets for appropriate activities

e self-assessments at the end of each unit for children

e Key vocabulary used in each unit for children to understand.

e End-of-unit knowledge quiz: questions that test pupils’ knowledge and understanding of the key
concepts in the unit

e CPD videos: include guidance on computing concepts and subject knowledge to support staff.

Assessment

Formative assessment is undertaken by teachers throughout the lessons, they assess children’s knowledge,
understanding and skills in Computing by making observations, through conversations with the children
during lessons, and the quality of the digital content they create. Children’s work is saved on the school server
for teachers to assess. Our scheme of work has built in the assessing activities during a lesson to allow the
teacher to take stock of the children’s progress and then provide feedback. Summative assessment is made at
the end of each unit to identify children who have excelled, and those who require extra support.

Teaching Safe Use of the Internet and ICT

We believe that it is crucial to teach pupils how to use the Internet safely, both at home and at school, and we
use the Kidsmart safety code to support our teaching in this area:

Kidsmart has been developed by the Childnet charity and is endorsed by the DfES
http://www.kidsmart.org.uk

The main aspects of this approach include the following five SMART tips:

Safe - Staying safe involves being careful and not giving out your name, address, mobile phone no., school
name or password to people online.

Meeting someone you meet in cyberspace can be dangerous. Only do so with your parents'/carers'
permission and then when they are present.

Accepting e-mails or opening files from people you don't really know or trust can get you into trouble - they
may contain viruses or nasty messages.

Reliable - someone online may be lying and not be who they say they are. If you feel uncomfortable when
chatting or messaging end the conversation.

-14 -


https://www.risingstars-uk.com/series/switched-on-computing
http://www.kidsmart.org.uk/

Tell your parent or carer if someone or something makes you feel uncomfortable or worried.

Each teacher will spend part of a lesson each term to educate and discuss online safety and reuvisit this
regularly throughout computing lessons. PSHE lessons also focus on this too. On our school website there is
some more information for parents “Keeping your children safe online”
http://www.buckinghampark.bucks.sch.uk/online-safety.html

4. IMPACT

At Buckingham Park we measure the impact of our curriculum through the following methods:

e Learning Works

e Scrutiny of work

e Pupil discussions about their learning; which includes discussion of their thoughts, ideas, processing and
evaluations of work.

e Staff Questionnaires.

The impact of Buckingham Parks’ computing curriculum can not only be seen in displays around school and on
the children's individual computer accounts, but also can be measured by speaking to the children
themselves. The teaching of our computing curriculum enables our children to use a computer with
confidence. Our Computing Curriculum has been structured to demonstrate a progression of skills and
ensures that children can build on their understanding, as each new concept and skill is taught with
opportunities for children to revisit skills and knowledge as they progress through school.

After the implementation of this robust computing curriculum, children at Buckingham Park School will be
digitally literate and able to join the rest of the world on its digital platform. They will be equipped, not only
with the skills and knowledge to use technology effectively and for their own benefit, but more importantly —
safely. As children become more confident in their abilities in Computing, they will become more
independent and key life skills such as problem-solving, logical thinking and self-evaluation become second
nature.

- 15 -
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