
 

Computing - for the website 



Background 

 

Computing is any activity that uses computers to manage, process and communicate information. 

A high-quality computing education equips pupils to use computational thinking and creativity to 

understand and change the world. Computing has deep links with mathematics, science, and design 

and technology, and provides insights into both natural and artificial systems. The core of computing 

is computer science, in which pupils are taught the principles of information and computation, how 

digital systems work, and how to put this knowledge to use through programming. Building on this 

knowledge and understanding, pupils are equipped to use information technology to create 

programs, systems and a range of content. Computing also ensures that pupils become digitally 

literate – able to use, and express themselves and develop their ideas through, information and 

communication technology – at a level suitable for the future workplace and as active participants in 

a digital world. 

 

Enmore follows the Early Years Foundation Stage Curriculum which can be found here, and the 

National Curriculum programmes of study which can be found here. 

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/596629/EYFS_STATUTORY_FRAMEWORK_2017.pdf
https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study


Vision 

 

The school's vision and values underpin all subjects taught at Enmore. The page below illustrates how 

Computing is influenced by these values and, as a result, illustrates what you would expect to see in 

classrooms. 

Vision     

• To have high expectations 

What this looks like in computing 

• Learning behaviours are excellent 

• Poor behaviour is uncommon and is challenged 

• Marking is high quality 

• Teaching spaces are kept tidy and are well- organised 

Vision 

• A broad curriculum offer 

What this looks like in computing 



• Displays and work in books reflects a broad curriculum 

• Classes have topics but discrete subjects are taught 

• Cross- curricular links used when possible 

Vision 

• An inclusive curriculum 

What this looks like in computing 

• All children have access to the curriculum 

• Pre, post and during interventions used as appropriate, aimed at removing barriers to 

learning 

Vision 

• A mastery approach 

What this looks like in computing 

• Whole class teaching is predominant 

• Children who have mastered topics are given opportunities to support less confident 

• Low stakes testing and retrieval exercises used where appropriate 

Vision 

• Expose children to diversity 

What this looks like in computing 

• Computing and technology around the world and within diverse settings and cultures 

introduced 

• Discussions regarding technology diversity within a range of careers and job opportunities 

Vision 

• Ask Big Questions 

What this looks like in computing 

• Encourage debugging and questioning of approaches within different topics  

• Sharing techniques together to share, question and evaluate 

Vision 

• Close vocabulary gap for disadvantaged children 

What this looks like in computing 

• Vocabulary displayed and used often and repeatedly within lessons  

Vision 

• Reinforce school, Christian and British values 



What this looks like in computing 

• Online safety consistently and frequently referenced throughout lessons 

• Fair and appropriate use encouraged at all times 

Vision 

• To develop the children as individuals and give responsibility 

What this looks like in computing 

• Independent, paired and group (small and larger) projects given regularly 

• Evaluation and accountability checked, marked and discussed 

• Ideas and suggestions for improvement and adaptation highly encouraged 

Computing Intent and Implementation      Progression/Key "sticky" 

Knowledge 

The EYFS curriculum can be found here. 

 

1 - We deliver our Computing curriculum through the National Centre for Computing Education  (NCCE) Teach Computing 
curriculum. A 45-minute lesson is timetabled into our weekly plans.  Many of our IPC units also lend itself to using these 

skills within our various topics.  Online Safety is taught discreetly through the Project Evolve curriculum.  Coding is taught 
through the Discovery Education Coding programme.  Programming is taught in EYFS and KS1 through Coding Critters, 

LKS2 through Botley 2.0 and UKS2 through Lego WeDo. 

Class 1 

https://enmoreprimaryschool-my.sharepoint.com/:w:/g/personal/kmacrae_enmoreprimaryschool_org/EaAt2OyT3mhEruImIWj0ZPUBK_UZ83DPXhGS5YRRku5oeg?e=82zTFh


 

 

 

Class 2 

 

 



 

Class 3 

 

 

Class 4 

 



 

Class 5 

 

 



Subject Implementation 

 

Planning 

We use the Project Evolve Online Safety Scheme.  The online safety curriculum is taught throughout 

the school covering varying aspects of Online safety at least twice a term. 

 

Progression of Online Safety taught through Project Evolve found here. 

https://enmoreprimaryschool.sharepoint.com/:w:/s/Enmore/Eb0W82Nq3KNEn5jz73-6cskBBDS4xW7QSLnaUE4hovM-ww?e=THC8Mq


 

 



 

A broad range of coding is taught throughout the school through the Discovery Education  Coding 

programme.  Each level is a progression;  Year 1 would begin at Level 1 moving up the school to Level 

6 in year 6. 

 



 

Examples of the progression of Discovery Education Coding are included here: 

 



 

 



 

 

We teach programming toys through Coding Critters (Class 1), Botley 2.0 (Classes 2 and 3) and the 

WeDo 2.0 Lego app and building programme (Classes 4 and 5). 

IPC units will also have integrated computing skills taught through topics. 



 

This subject is generally taught in discrete lessons following topics from the International Primary 

Curriculum. The objectives within the National Curriculum have been cross- referenced with the IPC to 

ensure coverage. 

 

For each topic, class teachers will produce a Key Concepts and Vocabulary Overview: 



 

 

Teachers are responsible for planning the teaching of their units and put weekly We Are Learning To 

(WALTs) onto their weekly plans: 



 

Examples of Work & Subject Impact 

 



Class 1 Examples: 

 

Class 1 using Doodle Art app on the ipads to create digital art for Bonfire Night 

 



 

 

 



 

Learning to record and then describe their journey around the school grounds. They collected 

objects, stuck them on a sheet in sequence. They took photos of their location using iPads and then 

attached them to their sheet once they had been printed. 

 

 

Class 1 Online safety lesson 

Children’s comments: 

How do we use computers? 



ELG (Understanding the World, Technology) - Children recognise that a range of technology is used 

in places such as the home and schools. They select and use technology for particular purposes. 

  

“You can pay bills. That’s what my daddy does.” 

“We can make calls” 

“We can play games on the computer.” 

“We can write words on it.” 

“I do spellings on it.” 

“You watch YouTube.” 

 

 

How can we keep ourselves safe and what should we do if we have a problem? 

ELG (Physical Development, Health and Self-care) – Children know the importance for good health 

of physical exercise, and a healthy diet, and talk about ways to keep healthy and safe. 

  

“Make sure we don’t talk to people, like robbers.” 

We should cut people off if we don’t know them.” 

“We should switch it off.” 



“You should tell your mummy or daddy.” 

“I play Fortnite but I don’t talk to anyone.” 

“You can hear people on Road Blocks, but I don’t hear anyone or talk to anyone.” 

 

 These children had never used this toy before. It was a challenging toy to control as the remote 

requires you to make the wheels move on the opposite side of the vehicle to which you want to turn. 

This was their first play with it and so it was offering quite a challenge,  They had to build their 

vehicle on a mechanical base (with their partner). They then explored how to make it move and built 

their own little obstacle course. From my observations and discussion with them, I believe a lot of 

learning took place. They understood that it was powered by batteries and that the remote 

controlled their vehicle (and that certain settings needed to be made for the controllers to control 

the correct vehicle). They recognised that there were some things that they found challenging and 

could say what they had to do to overcome those challenges e.g. getting their remote closer to their 

toy, pointing it in the correct direction, following it closely so that their remote stayed close.  

Children are meeting age related expectations in these videos using remote toys. 

 



Reception children learning to take photos on the iPads. They will use these photos to make an 

autumn picture (I will print them out and they will be part of a collage). This child in the image 

needed support to hold the iPad as he struggled to hold it still and get his thumb on the shutter 

button. This was a brand new skill for him. 

 

 

2 - Class 1 used Doodle Art app on the iPads to create some Digital Art on their Space topic. 



Class 2 Examples: 

 

Class 2 examining and exploring how we use IT outside of school:  scanning barcodes at a shop. 

 

 



Class 2 looked at the use of IT around us and why they might be important in our lives for different 

reasons. 

 

 



 

 



 

 



 

3 - Using a design program online to create a tartan linked with IPC unit. 

 

4 - WALT: know what we should and should not share online. 

Class 2 discussed what would be safe and unsafe to share online.  Together they ranked which would be most unsafe to 
least unsafe. 



Class 3 Examples: 

 

Class 3 work with Botley 2.0 programmable toy to create programs that allow the toy to move 

around objects.  See examples below of children working at age-related expectations. 

 



 

 



 

5 - Class 3 pupil meeting age related expectations when adding text and images to a Word document. 

 



 

 

6 - Safeguarding and Online Safety display Autumn 2021 in Class 3 discussing safe and trusted adults, as well as trusted 
strangers.   

 

7 -  



Class 4 Examples: 

 

 

8 - LEGO Programming  



 

 

9 - Age related expectations for creating a multi-media presentation on Google Slides 

 

10 - Example of work meeting age related expectations in Online Safety. 



Class 5 Examples: 

 

 

11 - Meeting age related expectation in Class 5 with processing, collecting and presenting data using Google Slides. 



 

 



 



 

https://sway.cloud.microsoft/fFPeJlHCyPBHx34t#content=Hf70GfAIJBtymw 

12 - Coding Level 5 

Class 5 created, edited and produced a silent film based on the life of George Melies, inspired by 

the novel Hugo.   

https://sway.cloud.microsoft/fFPeJlHCyPBHx34t#content=Hf70GfAIJBtymw


 

13 - Class 5 Computing display:  includes Coding vocabulary and Online safety lessons  



 

14 - Lego programming linked to the IPC Topic of Rivers and Flooding.  Pupils build a dam then programmed the dam to 
open and close using a coded algorithm on the Lego WeDo app using iPads.  They also reflected on what went well and 

what was challenging or difficult and how they could improve it for next time. 

 

15 - Discovery Education Coding Level 5.  Changing speed and direction.  Pupils used a code to create variables, 
properties and values to control the speed of an object.  They discussed acceleration and deceleration. 



 

16 - Using Google Slides, pupils in Class 5 created a presentation for the River Nile and on the Effects of Plastics in our 
oceans.  Both were linked to work done in Topic IPC units and English topics:  Rivers and Flooding and Persuasive writing  
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