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Computing 

At Gilbert Colvin we recognise that the world we live in is becoming increasingly digital. Because of this, we know that we need to equip our children with 
the skills they need to thrive in this technological age. Computing lessons are a key part of this. 
Our computing education is broad and progressive, allowing our pupils to build on skills learnt in previous years and develop a thorough understanding of 
computers and the part they play in the wider world. In addition to this, online safety is embedded throughout our school curriculum, allowing our pupils to 
become resilient and safe when using the internet. 
We want children to develop as respectful, responsible and confident users of technology, aware of measures that can be taken to keep themselves and 
others safe online. Beyond teaching computing discreetly, we will give pupils the opportunity to apply and develop what they have learnt across wider 
learning in the curriculum. 
 
Teaching and Learning 

We follow the 'Teach Computing' scheme of work, which covers all aspects of the National Curriculum. This scheme has been created by subject experts 
and is based on the latest pedagogical research. Pupils will have regular explicit computing lessons in addition to completing cross-curricular project work. 
A key part of implementing our computing curriculum is to ensure the safety of pupils. The 'Education for a Connected World' framework is embedded 
within the 'Teach Computing' curriculum, with clear links in each unit of work. It highlights what a child should know in terms of current technology, its 
influence on behaviour and development, and what skills they need to be able to navigate it. 
We aim to develop our children’s understanding of computing by covering the following key areas. Through this, our pupils begin to understand the use and 
application of these skills in the real world: 

 Computer science - using computational thinking to solve problems and creating things for different purposes. This involves creating algorithms which 
control simple characters, games and websites, or debugging to correct mistakes in their own and others’ programs. 

 Digital literacy - teaching children to use a range of technology in a safe and responsible way. 
 Information technology - ensuring that pupils understand how the devices they use function and have knowledge of the digital world. 

Through these lessons, our pupils are also exposed to a variety of programmes and equipment, allowing them to develop vital IT skills which they can apply 
to a range of real life situations. 

Key concepts of Computing 

Coding Connect Communicate Collect 
This concept involves developing an 
understanding of instructions, logic 
and sequences. 

This concept involves 
developing an understanding or 
how to safely connect with 
others (e-safety). 

This concept involves using 
software to communicate one’s 
ideas. 

This concept involves 
developing an understanding of 
databases and their uses. 

https://assets.publishing.service.gov.uk/media/5efa05b4e90e075c5492d58c/UKCIS_Education_for_a_Connected_World_.pdf
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Assessment  

During their time at Gilbert Colvin, pupils gain an in-depth knowledge of computing and by the end of their primary career, have acquired the necessary 
knowledge and skills to ensure that they are ready for secondary school. 
The way pupils showcase, share, celebrate and publish their work will best show the impact of our curriculum. We look for evidence through reviewing 
pupils' knowledge and skills digitally and observing learning regularly. The majority of computing units are project-based and the final outcome will be a 
finished project, e.g. a Scratch animation. Pupils also save their work within a class folder on the computer. Where a unit is teaching specific skills, an end of 
unit assessment is used to assess pupils' understanding of a topic.  
Teachers ensure that the children in their class have covered the relevant knowledge and skills using the subject-specific progression map. Subject leaders 
carry out 'deep dive' subject monitoring which includes a planning and book scrutiny, learning walk/lesson observations, and pupil voice. 
 

Enrichment & Cultural Capital  

At Gilbert Colvin, we believe that enrichment opportunities are vital in creating a creative curriculum and so plan in activities throughout the year.  

 

We further develop our knowledge and application of computing by observing the types of careers that computing can lead too as well as participating in 

whole school events and competitions.  
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Yearly Overview 
 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Year 1 Computing systems 
and networks - 
Technology around 
us (1.1) 
 

Creating media – 
Digital painting (1.2) 

Programming A – 
Moving a robot (1.3) 

Data and 
information – 
Grouping data (1.4) 

Creating media – 
digital writing (1.5) 

Programming B - 
programming 
animation (1.6) 

Year 2 Computing systems 
and networks – 
Information 
technology around 
us (2.1) 

Creating media – 
Digital photography 
(2.2) 

Programming A – 
Robot algorithms 
(2.3)  

Data and 
information – 
Pictograms (2.4) 

Creating media – 
Digital music (2.5) 

Programming B – 
Programming 
quizzes (2.6) 

Year 3 Computing systems 
and networks - 
Connecting 
Computers (3.1) 
 

Creating media - 
Stop-frame 
animation (3.2) 
 

Programming A – 
Sequencing sounds 
(3.3) 

Data and 
information – 
Branching 
databases (3.4) 

Creating media – 
Desktop publishing 
(3.5) 

Programming B – 
Events and actions 
in programs (3.6) 

Year 4 Computing systems 
and networks – The 
internet (4.1) 
 

Creating media – 
Audio production 
(4.2) 

Programming A – 
Repetition in 
shapes (4.3) 

Data and 
information – Data 
logging (4.4) 

Creating media – 
Photo editing (4.5)  

Programming B – 
Repetition in games 
(4.6) 

Year 5 Computing systems 
and networks – 
Systems and 
searching (5.1) 

Creating media – 
Video production 
(5.2) 

Programming A – 
Selection in 
physical computing 
(5.3) 

Data and 
information – Flat-
file databases (5.4) 

Creating media – 
Introduction to 
vector graphics 
(5.5) 

Programming B – 
Selection in quizzes 
(5.6) 

Year 6 Computing systems 
and networks – 
Communication and 
collaboration (6.1) 

Creating media – 
Webpage creation 
(6.2) 

Programming A – 
Variables in games 
(6.3) 

Data and 
information – 
Introduction to 
spreadsheets (6.4) 

Creating media – 
3D modelling (6.5) 

Programming B – 
Sensing movement 
(6.6) 

 


