
Progression of skills and knowledge in Computing 

INTENT 

We believe a high-quality computing education equips pupils to use 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. At Brabourne School, pupils are introduced 
to a wide range of technology, including laptops, iPads and interactive whiteboards, allowing them to continually practice and improve the skills they learn. 
This ensures they become digitally literate so that they are able to express themselves and develop their ideas through information and computer 
technology– at a level suitable for the future workplace and as active participants in a digital world. 
 

The principal aims of Computing at Brabourne are to ensure that all pupils: 
 

 Access a high-quality computing curriculum equips pupils to use computational thinking and creativity to understand and change the world  

 Have opportunities to make deep links with other subjects such as mathematics, science and design and technology 

 Leave ready for the next stage of their education and early adult life 

 Are trained for the digital age, able to harness the huge advantages of digital literacy, yet educated to be safe and secure online as both responsible 

children and adults of the future. 

 
In line with the National Curriculum, we ensure that children: 

 can understand 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 practical experience of writing computer programs in order to solve such 
problems 

 can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems 
 are responsible, competent, confident and creative users of information and communication technology 

 

 



 

End Points: 

By the end of EYFS pupils will: 

1. Recognise that a range of technology is used in places such as homes and schools.  
2. Be able to select and use technology for particular purposes. This includes operating and completing a range of simple programmes with an 

understanding of what they can achieve. 

By the end of KS1 pupils will: 

1. Have developed the basic skills of computer science to create simple programmes which employ the use of algorithms, with an understanding 
of what algorithms are. 

2. Be able to find errors in their programmes and predict outcomes. 
3. Know how to keep themselves safe online in a range of ways including how to respond to inappropriate c ontact and content. 
4. Have a secure understanding and range of information technology skills.  
5. Be able to locate and handle information from a range of digital sources including the online world.  

By the end of Key Stage 2 pupils will: 

1. Have developed further skills to create and manipulate programmes, using elements such as variables and debugging to accomplish specific 
goals. 

2. Have a secure understanding of the role of algorithms and be able to successfully use them.  
3. Have a secure understanding of how to keep themselves safe online. This includes identity and password security, identifying inappropriate 

and inaccurate content and being aware of cyber-bullying and knowing how to respond to it. 
4. Have a sound knowledge of how to be a positive and responsible member of the online community. 
5. Be able to select and manipulate software and online resources to create their own digital content.  
6. Have a range of skills including being able to analyse, evaluate and present information on a range of devices for specific p urposes. 

 

 



IMPLEMENATION 

Teachers follow the mixed-year Kapow Scheme of Work to deliver the main part of the curriculum, which is a two year rolling programme. These cover the 
concepts of Computer Science, Information Technology and Digital Literacy.  Lessons are planned to fit a rolling program of learning for mixed year groups 
which builds upon skills within each key stage, with clearly defined outcomes for each year group.  Teachers are able to adapt this planning to fit with their 
wider medium term plans. This learning is supplemented by additional tools such as I pads, to teach more creative content, such as Green Screen and 
animation, as well as discrete lessons on the use of computers and E-Safety. We believe strongly in involving parents in this process and we deliver 

workshops throughout the year to educate parents on e-safety outside of school.  
 
There are discrete units in the scheme which build upon knowledge of e-safety over the course of 7 years. Lessons from the scheme are taught 
discretely each week with individual year groups at a time, or can be blocked should the teacher choose.  Monitoring standards of teaching 
and learning within Computing is the primary responsibility of the Computing Leader and takes place 3 times a year. Monitoring takes place 
through work scrutiny, learning walks, observations, pupil voice, teacher voice and reflective teacher feedback.  Teachers keep a snap-shot of 
work in a ‘Big Book’, with examples of work covered throughout the year. At the beginning of each unit and throughout, children revisit prior 
learning and link this to new concepts being taught using a knowledge mind-map. At the end of the sequence, children record what new 
knowledge they have gained, building upon the concept already learnt previously. End of unit quizzes assess summatively what has been 
learnt. Computing is reinforced in other subjects throughout the broader curriculum. 
 
Pupils will develop a deep understanding of key concepts as they move through our computing programme. Key concepts have been carefully 
considered and identified as the core knowledge and skills required to successfully achieve in computing. These key concepts are revisited and 
developed as the pupils move through the school to ensure that knowledge and skills are firmly embedded with their long-term memory. 
 
 
We have categorised our lessons into the five concepts below, which we return to in each year group, making it clear to see prior and future learning 
for pupils and allowing teaching to fit into the pupils’ wider learning journey. 
 

 Computing systems and networks: (systems, networks and how they are used, the internet, hardware and software)  
 Programming: (interpreting, creating and evaluating algorithms, programming to accomplish specific goals, detecting and 

correcting errors) 
 Data and information: (collecting, analysing, evaluating, presenting data and information) 



 Creating media: (design and development, communicating and collaborating online, evaluating online content, respectful and 
responsible communication, presenting, creating content) 

 Online Safety: (knowing how to stay safe online) 

 
Curriculum areas studied: 
 

 Computer systems & networks 

 Programming 

 Creating media 

 Data Handling 

 Online Safety 

 Skills Showcase 

 
 
A typical teaching sequence in computing is designed to teach new skills, practise and refine these and give children the opp ortunity to use and apply 
them: 

1. Set the learning that is about to take place within the chronology of pupils learning and skill development to date, starting with what the 
children know, understand, are able to do and able to say. 

2. Specify key vocabulary / new terminology to be used and its meaning.  
3. Develop understanding of the new knowledge or skill 
4. Use and apply new skill or knowledge to achieve a required outcome 
5. Provide opportunities for children to recall and practise new knowledge or skill  
6. Assess and reflect on the learning and skill development that has taken place 
7. Provide further teaching to address any errors/ misconception 

 
IMPACT 

Teachers assess children’s work in Computing by making informal judgments as they observe them during lessons. As part of our assessment for learning 
process, children will receive verbal feedback in order to aid their progress in the subject.  Children are encouraged to self, peer and group assess work in a 



positive way. End of unit quizzes, pupil questioning and assessment of work/ mind-maps inform summative assessment. Monitoring/moderation of work is 
undertaken three times a year, against our progression document.    Data-drops are collected three times a year to target any pupils working below. This is 
then discussed as a staff and any adjustments to the delivery of the curriculum can be made.  Progress is reported to parents at the end of the year. 
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Early Years Foundation Stage 
 

 The current ELG for Technology is: 

 Children recognise that a range of technology is used in places such as homes and schools. They select and use technology for particular purposes. 

 The children in reception have opportunities to develop their understanding by: 

 Interacting and accessing a variety of games (maths, phonics etc) and tools using the IWB to develop hand/eye coordination and listening and 
understanding skills.  

 Know that we can use the IWB/laptop to find information, watch videos, look at photos, print resources.  

 Making use of the Ipads to complete apps (maths, phonics, art, etc) and know that we can use the internet as a source to find information.  

 Use Ipads to take photos and record videos as well as be able to  look back and play them.  

 Have access to a range of toys and equipment which make use of buttons, switches etc to support and develop their understanding through their 
play. Items such as torches, tills, phones, RC toys, remote controls, light boxes etc.  

 Begin to explore Beebots and programme them to move in simple directions. 
 

KEY VOCABULARY 

Algorithm - An algorithm is a set of instructions that we complete in order to achieve a task. You could write an algorithm to complete mundane tasks such 

as making a cup of tea or to complete complex tasks such as calculating the odds that a team will win a football match. In computing an algorithm refers to 

the set of instructions that a computer follows in the order in which they are given. 

Binary - Binary is the language computers use. It is a series of 1s and 0s and is also used in mathematics. 

Coding - Coding is putting information and commands into a program, making it possible for u to create software, apps and websites. 

Communication technology - Equipment that we use to communicate with, such as a mobile phone or tablet. 

Data - Data is Information. 

Debugging - Debugging is checking the code in a computer program to ensure it works, and changing it if it doesn’t. When writing a computer program 

things will often go wrong. When writing a program you have to test and debug your program to ensure that it produces correct results. 



Hardware - Hardware is the physical part of a computer, which uses electrical signals to complete the calculations needed to make software run. Examples 

of hardware are the computer circuit board, memory, processor and/or other equipment related to a computer, such as printers, monitors and keyboards. 

Input - Information that goes into the computer. 

Internet - A network of computers linked all over the world. 

Network - Computers linked within a building or area. 

Procedure/function - A procedure/function is used in programming to break a complex task down into simple steps or sections. 

Computer program - A computer program is a collection of instructions or algorithms designed to simplify processes, whether that be writing a Word 

document or connecting to a website. A computer program is written using a programming language, which allows a computer scientist to teach a 

computer how to achieve a result. Examples of programming languages are Scratch, Java, Python, C++ and Ruby. 

Sequence - When doing anything in life it is important to complete things in the correct order; you wouldn’t pour water into a teacup before you had boiled 

the kettle, for example! In a program we have to control what happens and when in order to produce correct results. A sequence helps us to ensure that 

things happen in the correct order. 

Software - Software is created using a programming language and is the non-physical part of a computer. Software can be written once and sold multiple 

times, for instance Microsoft doesn’t have to rebuild Microsoft Word every time they have a new customer, they just make a copy of the files they already 

have. 

Operating system - The Operating System sits between the software and hardware and acts as a translator. It tells the hardware when to run calculations 

and passes the answers back to the software so that it can decide what calculations to run next. 

Variable - A variable is a piece of information in a program that we want to store, but is able to change. We can compare it to a box in which we put 

information. This information could be a number, and during the program we might change the initial number (for example as part of the scoring system in 

a game). 

World wide web - This is like the Operating System for the internet. We use the web to help us communicate with and over the internet. 

 


