RICHMOND ‘ P ’ RICHMOND
Opys7 S© Opys1 S©
Doing all the good we can Doing all the good we can

‘Building Strong Foundations’

Planning

The Teach Computing curriculum is structured into units for each

The primary computing

curiculum focuses on three
main areas:

year group, and each unit is broken down into lessons.

Resources include lesson plans, slides, activity sheets and assess-
ments and have been created by subject experts, using the latest
pedagogical research and teacher feedback.

Each key stage has a teacher guide and curriculum map to help
you get started.

Education for a Connected World is a framework designed to
equip children and young people with the necessary digital
knowledge and skills for a safe and responsible online life. The
framework outlines the skills that should be developed at various
ages and stages of life, helping to prepare young people for the
challenges of a connected world. Additionally, resources related
to this framework are available to support educators in imple-
menting these guidelines effectively through Project Evolve.

Computer Science:

Studenfts learn the principles
of information and
computation, how digital
systems work, and the
basics of programming. This
includes understanding
algorithms, coding, and
debugging programs.

Children engage in hands-
on activities, such as
programming floor robots or
using software like Scrafch
fo create inferactive stories
and games. This area
emphasises logical thinking
and problem-solving skills.

Information Technology:

This area teaches students
how to use computer
systems to store, retrieve,
and send information. They
leam to create, organise,
and manipulate digital
content, which is essenticl
for effective
communication in a digital
world.

Information technology skills
are integrated info other
subjects, allowing students
to apply their knowledge in
various contexts, such as
creating presentations or
conducting research online.

Digital Literacy:

Digital literacy focuses on
evaluating digifal content
and using technology safely
and respectfully. Students
leam about online safety,
privacy, and the
importance of reliable
information sources.

This area encourages
students to think crifically
about the information they
encounter online, including
understanding the
implications of digital
footprints and the impact of
technology on society.

Resources:
. Teach Computing- lesson plans, PowerPoints and activity
sheets.
. Project Evolve- lesson plans, PowerPoints and activity sheets
. iPads
. Laptops
. Micro:bits are compact, programmable microcontroller

boards- about half the size of a credit card—designed to
make learning coding and electronics fun, accessible,
and hands-on for beginners and educators.

. Bee-Bot are small, programmable educational robots
designed to teach young children the basics of coding,
sequencing, and problem-solving in a fun and interactive way.

Purpose

Pupils are made aware that computing is essential for equipping them with
critical skills such as problem-solving, creativity, and digital literacy, preparing

them for a technology-driven future.

Where appropriate, lessons link to real word examples to prepare children for

life in an ever changing and technology driven society.
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Class ‘Learning Journey’ displays are used to display key learning and concepts.

Adaptations

(Disadvantaged, SEN, Looked-after, known to social care and other barriers)

. Effective Assessment for learning enables staff to make adaptations within lessons to enable all children to access the curriculum.

o Live Marking allows staff to identify misconceptions and address these in-the-moment. This may be on an individual, group or whole-class level.

o Staff carefully plan adaptations to stretch and challenge all children, including use of technology to overcome barriers.

. Catch-up opportunities and interventions are provided in addition to QF teaching.

o A Plan-Do-Review approach is utilised to support children who are not making expected progress. This may be in collaboration with the school’s
SENCo.

o Proceeding lessons are adjusted accordingly to reflect the emerging needs of pupils. Staff will provide opportunities for revisiting gaps in
knowledge.

Review/ plenary

Effective assessment for learning allows staff to provide in-the-
moment feedback to children during or after lessons. Pupils will also
be guided to reflect on their own or a peer’s learning (in green pen)
during the lesson.

Assessment & feedback

o Pupils are provided with verbal feedback in every lesson; this may be indi-
vidually, in groups or whole class.

o Insight Tracking is used to assess children against our computing objectives.

. Knowledge checks are used at the start of each computing block to assess
knowledge taught previously (pre-check) and new learning is assessed with
a knowledge check two weeks after the end of the block of learning (post-

check).

‘For All’



