
 

 

 

 

 

 

 

 

 

 

 

 

COMPUTING 
SCHEME OF WORK 

  



Our Vision 
Diamond Hall Junior Academy aims to provide an inspiring, inclusive, challenging and real-world 
curriculum that the children will enjoy. Inspiring future thinkers, innovators and problem solvers in 
an environment that stimulates and supports high quality learning. To ensure that all learners 
exceed their potential academically, socially, emotionally and spiritually with their families, in their 
communities as well as the wider world ensuring they become ambitious lifelong learners. 
 
Principles and Purpose 
Our curriculum has been customised, personalised and structured so that the development of 
knowledge, skills and vocabulary is completed in a systematic and logical sequence, with big ideas 
being reintroduced throughout Key Stage in a variety of projects, making links between subjects 
and content. The curriculum is organised to support pupils growing depth of learning using a 
project based, thematic approach, it provides children with a range and breadth of rich and 
memorable learning experiences which promotes SMSC and British Values. When designing our 
curriculum, we have ensured a well-planned program which recognises the knowledge and skills, 
pupils will need for later life taking into consideration our diverse community and local ship 
building, pottery and coal mining heritage. Diamond Hall Junior Academy places the community at 
the heart of all it does, we strive to leave a legacy of future learners for generations to come. 
 

Aims 
• Understand the purpose and value of their learning and see its relevance to their past, 

present and future  
• Opportunities to enrich children’s lives through a broad and diverse range of exciting 

experiences  
• Make meaningful links between subjects.  
• Develop children’s skills, knowledge and understanding of a range of themes and concepts.  
• Develop a rich and deep subject knowledge  
• Make effective connections to the real world.  
• Help children to think both systematically and creatively to solve problems.  
• Develop children’s capacities to work independently and collaboratively.  
• Enable children to make informed choices about their learning. Taking into account 

children’s interests and fascinations.  
• Make a positive contribution to the school and local community. 

 
Our approach: 

• To learn within a coherent and progressive framework  
• Helps children to find their passions and interests  
• Facilitates children’s acquisition of knowledge, skills and understanding  
• Helps children to develop intellectually, emotionally, socially, physically and morally  
• Assists all children in becoming resilient, independent, responsible, useful, confident and 

considerate members of the community  
• Promotes a positive attitude towards learning, so children enjoy coming to school  
• Helps children to acquire essential knowledge and skills to become lifelong learners  
• Creates and maintains an exciting and stimulating learning environment  
• Ensures that each child’s education has continuity and progression  
• Enables all children to contribute positively within a culturally diverse society  
• Promotes innovation and entrepreneurialism  
• Opportunities to learn in different environments. 

 

 



Computing Intent 
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.  

The national curriculum for computing aims to ensure that all pupils:  

• 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.  

Computing skills will be taught discretely using Purple Mash and as an integrated part of a theme-
based curriculum, with skills being applied in relation to each class’ current topic. 

 

 



 

 

 

Y3 - 6 Curriculum Overview 
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Computing Progression  
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	 ….					Year	3	 Year	4	 Year	5	 Year	6	

Computer	
Science	

	
Children	can	turn	a	simple	real-life	situation	
into	an	algorithm	for	a	program	by	
deconstructing	it	into	manageable	parts.	
Their	design	shows	that	they	are	thinking	of	
the	desired	task	and	how	this	translates	into	
code.	
Children	can	identify	an	error	within	their	
program	that	prevents	it	following	the	desired	
algorithm	and	then	fix	it.	
	
Children	demonstrate	the	ability	to	design	and	
code	a	program	that	follows	a	simple	sequence.	
They	experiment	with	timers	to	achieve	
repetition	effects	in	their	programs.	Children	
are	beginning	to	understand	the	difference	in	
the	effect	of	using	a	timer	command	rather	
than	a	repeat	command	when	creating	
repetition	effects.	Children	understand	how	
variables	can	be	used	to	store	information	
while	a	program	is	executing	
	
Children’s	designs	for	their	programs	show	
that	they	are	thinking	of	the	structure	of	a	
program	in	logical,	achievable	steps	and	
absorbing	some	new	knowledge	of	coding	
structures.	For	example,	‘if’	statements,	
repetition	and	variables.	They	make	good	
attempts	to	‘step	through’	more	complex	code	
in	order	to	identify	errors	in	algorithms	and	
can	correct	this.	e.g.	traffic	light	algorithm	in	
2Code.	In	programs	such	as	Logo,	they	can	
‘read’	programs	with	several	steps	and	predict	
the	outcome	accurately.	
	
Children	can	list	a	range	of	ways	that	the	
internet	can	be	used	to	provide	different	
methods	of	communication.	They	can	use	some	
of	these	methods	of	communication,	e.g.	being	
able	to	open,	respond	to	and	attach	files	to	
emails	using	2Email.	They	can	describe	
appropriate	email	conventions	when	
communicating	in	this	way.	

When	turning	a	real-	life	situation	into	an	
algorithm,	the	children’s	design	shows	that	they	
are	thinking	of	the	required	task	and	how	to	
accomplish	this	in	code	using	coding	structures	
for	selection	and	repetition.	Children	make	
more	intuitive	attempts	to	debug	their	own	
programs.	
	
Children’s	use	of	timers	to	achieve	repetition	
effects	are	becoming	more	logical	and	are	
integrated	into	their	program	designs.	
They	understand	‘if	statements’	for	selection	
and	attempt	to	combine	these	with	other	
coding	structures	including	variables	to	achieve	
the	effects	that	they	design	in	their	programs.	
As	well	as	understanding	how	variables	can	be	
used	to	store	information	while	a	program	is	
executing,	they	are	able	to	use	and	manipulate	
the	value	of	variables.	
Children	can	make	use	of	user	inputs	and	
outputs	such	as	‘print	to	screen’.	
e.g.	2Code.	
	
Children’s	designs	for	their	programs	show	that	
they	are	thinking	of	the	structure	of	a	program	
in	logical,	achievable	steps	and	absorbing	some	
new	knowledge	of	coding	structures.	For	
example,	‘if’	statements,	repetition	and	
variables.	
	
They	can	trace	code	and	use	step-through	
methods	to	identify	errors	in	code	and	make	
logical	attempts	to	correct	this.	e.g.	traffic	light	
algorithm	in	2Code.	In	programs	such	as	Logo,	
they	can	‘read’	programs	with	several	steps	and	
predict	the	outcome	accurately.	
	
Children	recognise	the	main	component	parts	
of	hardware	which	allow	computers	to	join	and	
form	a	network.	Their	ability	to	understand	the	
online	safety	implications	associated	with	the	
ways	the	internet	can	be	used	to	provide	
different	methods	of	communication	is	
improving.	

Children	may	attempt	to	turn	more	complex	
real-life	situations	into	algorithms	for	a	
program	by	deconstructing	it	into	
manageable	parts.	
Children	are	able	to	test	and	debug	their	
programs	as	they	go	and	can	use	logical	
methods	to	identify	the	approximate	cause	
of	any	bug	but	may	need	some	support	
identifying	the	specific	line	of	code.	
	
	
Children	can	translate	algorithms	that	
include	sequence,	selection	and	repetition	
into	code	with	increasing	ease	and	their	own	
designs	show	that	they	are	thinking	of	how	
to	accomplish	the	set	task	in	code	utilising	
such	structures.	They	are	combining	
sequence,	selection	and	repetition	with	
other	coding	structures	to	achieve	their	
algorithm	design.	
	
	
When	children	code,	they	are	beginning	to	
think	about	their	code	structure	in	terms	of	
the	ability	to	debug	and	interpret	the	code	
later,	e.g.	the	use	of	tabs	to	organise	code	
and	the	naming	of	variables.	
	
	
Children	understand	the	value	of	computer	
networks	but	are	also	aware	of	the	main	
dangers.	They	recognise	what	personal	
information	is	and	can	explain	how	this	can	
be	kept	safe.	Children	can	select	the	most	
appropriate	form	of	online	communications	
contingent	on	audience	and	digital	content,	
e.g.	2Blog,	2Email,	Display	Boards.	
	

Children	are	able	to	turn	a	more	complex	programming	task	
into	an	algorithm	by	identifying	the	important	aspects	of	the	
task	(abstraction)	and	then	decomposing	them	in	a	logical	
way	using	their	knowledge	of	possible	coding	structures	and	
applying	skills	from	previous	programs.	
Children	test	and	debug	their	program	as	they	go	and	use	
logical	methods	to	identify	the	cause	of	bugs,	demonstrating	
a	systematic	approach	to	try	to	identify	a	particular	line	of	
code	causing	a	problem.	
	
Children	translate	algorithms	that	include	sequence,	
selection	and	repetition	into	code	and	their	own	designs	
show	that	they	are	thinking	
of	how	to	accomplish	the	set	task	in	code	utilising	such	
structures,	including	nesting	structures	within	each	other.	
Coding	displays	an	improving	understanding	of	variables	in	
coding,	outputs	such	as	sound	and	movement,	inputs	from	
the	user	of	the	program	such	as	button	clicks	and	the	value	of	
functions.	
	
Children	are	able	to	interpret	a	program	in	parts	and	can	
make	logical	attempts	to	put	the	separate	parts	of	a	complex	
algorithm	together	to	explain	the	program	as	a	whole.	
	
Children	understand	and	can	explain	in	some	depth	the	
difference	between	the	internet	and	the	World	Wide	Web.	
Children	know	what	a	WAN	and	LAN	are	and	can	describe	
how	they	access	the	internet	in	school.	
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Information	
Technology	

	 Children	can	carry	out	simple	searches	to	
retrieve	digital	content.	
They	understand	that	to	do	this,	they	are	
connecting	to	the	internet	and	using	a	search	
engine	such	as	Purple	Mash	search	or	internet-
wide	search	engines.	
Children	can	collect,	analyse,	evaluate	and	
present	data	and	information	using	a	selection	
of	software,	e.g.	using	a	branching	database	
(2Question),	using	software	such	as	2Graph.	
Children	can	consider	what	software	is	most	
appropriate	for	a	given	task.	They	can	create	
purposeful	content	to	attach	to	emails,	e.g.	
2Respond	

Children	understand	the	function,	features	and	
layout	of	a	search	engine.	They	can	appraise	
selected	webpages	for	credibility	and	
information	at	a	basic	level.		
	
Children	are	able	to	make	improvements	to	
digital	solutions	based	on	feedback.	Children	
make	informed	software	choices	when	
presenting	information	and	data.	They	create	
linked	content	using	a	range	of	software	such	as	
2Connect	and	2Publish+.	Children	share	digital	
content	within	their	community,	i.e.	using	
Virtual	Display	Boards.	

Children	search	with	greater	complexity	for	
digital	content	when	using	a	search	engine.	
They	are	able	to	explain	in	some	detail	how	
credible	a	webpage	is	and	the	information	it	
contains.	

Children	are	able	to	make	appropriate	
improvements	to	digital	solutions	based	on	
feedback	received	and	can	confidently	
comment	on	the	success	of	the	solution.	e.g.	
creating	their	own	program	to	meet	a	design	
brief	using	2Code.	They	objectively	review	
solutions	from	others.	Children	are	able	to	
collaboratively	create	content	and	solutions	
using	digital	features	within	software	such	
as	collaborative	mode.	They	are	able	to	use	
several	ways	of	sharing	digital	content,	i.e.	
2Blog,	Display	Boards	and	2Email.	

	

	

Children	readily	apply	filters	when	searching	for	digital	
content.	They	are	able	to	explain	in	detail	how	credible	a	
webpage	is	and	the	information	it	contains.	

They	compare	a	range	of	digital	content	sources	and	are	able	
to	rate	them	in	terms	of	content	quality	and	accuracy.	
Children	use	critical	thinking	skills	in	everyday	use	of	online	
communication.	

Children	make	clear	connections	to	the	audience	when	
designing	and	creating	digital	content.	The	children	design	
and	create	their	own	blogs	to	become	a	content	creator	on	
the	internet,	e.g.	2Blog.	They	are	able	to	use	criteria	to	
evaluate	the	quality	of	digital	solutions	and	are	able	to	
identify	improvements,	making	some	refinements.	

	 	 	 	 	 	

Digital	
Literacy	

	 Children	demonstrate	the	importance	of	
having	a	secure	password	and	not	sharing	this			
with	anyone	else.	Furthermore,	children	can	
explain	the	negative	implications	of	failure	to	
keep	passwords	safe	and	secure.	

They	understand	the	importance	of	staying	
safe	and	the	importance	of	their	conduct	when	
using	familiar	communication	tools	such	as	
2Email	in	Purple	Mash.	They	know	more	than	
one	way	to	report	unacceptable	content	and	
contact	

Children	can	explore	key	concepts	relating	to	
online	safety	using	concept	mapping	such	as	
2Connect.	

They	can	help	others	to	understand	the	
importance	of	online	safety.	Children	know	a	
range	of	ways	of	reporting	inappropriate	
content	and	contact	

Children	have	a	secure	knowledge	of	
common	online	safety	rules	and	can	apply	
this	by	demonstrating	the	safe	and	
respectful	use	of	a	few	different	technologies	
and	online	services.	

Children	implicitly	relate	appropriate	online	
behaviour	to	their	right	to	personal	privacy	
and	mental	wellbeing	of	themselves	and	
others.	

Children	demonstrate	the	safe	and	respectful	use	of	a	range	
of	different	technologies	and	online	services.	

They	identify	more	discreet	inappropriate	behaviours	
through	developing	critical	thinking,	e.g.	2Respond	activities.	
They	recognise	the	value	in	preserving	their	privacy	when	
online	for	their	own	and	other	people’s	safety.	
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Tools By Unit 

Year Unit Title Tools used 

Y3 3.1 Coding 2Code 

3.2 Online Safety 2Connect (Mind Map) 

2Blog (Blogging) 

Writing Templates 

Displayboards 

3.3 Spreadsheets 2Calculate 

3.4 Typing 2Type 

3.5 Email 2Email 

3.6 Branching Databases 2Question (Binary Databases) 

3.7 Simulations 2Simulate 

Writing Templates 

3.8 Graphing 2Graph 

Writing Templates 

2Blog (Blogging) 
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Year Unit Title Tools used 

Y4 4.1 Coding 2Code 

4.2 Online Safety 2Connect (Mind Map) 

2Publish Plus 

Displayboards 

4.3 Spreadsheets 2Calculate 

4.4 Writing for Different Audiences Writing Templates 

2Simulate 

2Connect (Mind Map) 

2Publish Plus 

4.5 Logo 2Logo (text-based coding) 

4.6 Animation 2Animate 

4.7 Effective Searching 2Quiz 

2Connect (Mind Map) 

4.8 Hardware Investigators 2Quiz 

2Connect (Mind Map) 

Writing Templates 
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Year Unit Title Tools used 

Y5 5.1 Coding 2Code 

5.2 Online Safety 2Publish Plus 

Writing Templates 

Displayboards 

2Connect (Mind Map) 

5.3 Spreadsheets 2Calculate 

5.4 Databases 2Investigate (database) 

Avatar creator 

5.5 Game Creator 2DIY 3D 

Writing Templates 

2Blog (Blogging) 

5.6 3D Modelling 2Design and Make 

Writing Templates 

5.7 Concept Maps 2Connect (Mind Map)   
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Year Unit Title Tools used 

Y6 6.1 Coding 2Code 

6.2 Online Safety 2DIY 3D 

2DIY 

2Code 

2Blog (Blogging) 

6.3 Spreadsheets 2Calculate 

6.4 Blogging 2Blog (Blogging) 

6.5 Text Adventures 2Code 

2Connect (Mind Map) 

Writing Templates 

6.6 Networks 2Connect (Mind Map) 

Writing Templates 

6.7 Quizzing 2DIY 

2Quiz 

Text Toolkit 

2Investigate (database) 

6.8 

(optional) 

Understanding Binary 2Connect (Mind Map) 

2Question (Binary Databases) 

Writing Templates 

2Code 
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Computing Impact 

 

The curriculum at Sacriston Academy is well planned and thought-through to enable a wide range 
of engagement, so to develop knowledge and skills cross the curriculum, not only within class but in 
providing out of class opportunities to enable children to develop themselves as learners and 
encourage each child to be as independent as possible. Pupil voice feedback, specific whole staff 
planning time and moderation during staff meetings allows the staff to regularly review and assess 
the impact that the curriculum is having. 

Regular and robust monitoring and scrutiny by SLT and Subject leaders provide first-hand evidence 
of how pupils are doing and ensures that high expectation and demanding outcomes are 
maintained.  In-school and cross-school moderation is quality assured. 

We are working with NELT primary schools to develop, monitor and quality assure our curriculum 
quality and provision.  

The impact of our curriculum is measured through a range of different strategies:  

•  Data which is produced from summative tests as well as on-going teacher assessments  

• Displays  

•  Work scrutinies 

•  Learning walks  

•  Pupil voice 

•  Lesson observations  

Monitoring is conducted by members of the senior leadership team and subject leaders. Governors 
are invited to work alongside us with our monitoring. 
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Computing Memorable Experiences 
 

Year Group Experience Impact 

3   

4   

5   

6   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



62 

 

Computing Glossary 

Algorithm A step by step logical procedure which is created to solve a problem. 
AUP Acceptable Use Policy 
Cached Files and web pages which are temporarily stored in a computer memory. 
Cloud computing Integrated remote servers which host and store software, applications and users 

data. 
Copyright Legal protection of intellectual property to prevent plagiarism. 
De-bug A process of testing a procedure or routine to establish and fix errors. 
Field A category which a data base record- eg Name, Age 
File Extension Three letters at the end of a file name which denote the type of file – eg ppt = 

Powerpoint 
Input A command or action which controls a sensor. 
Intellectual Property Written material, sound, images or resources which have been created by and 

belongs to others. 
Iteration Repetition or a cycle of repeated commands within a procedure 
Logo A computer programming language. 
Nested Procedures Where minor procedures are embedded within a major procedure. 
Online Etiquette Accepted and acceptable standards of online communication. 
Outputs An action or change of state from a sensor or switch as a result of an input. 
Password protocols The rules and routines which are used to establish secure protocols – eg length of 

passwords, mix of numbers, letters and symbols. 
Phishing Online techniques which are used to find out personal and confidential 

information which can lead to “identity theft”. 
Procedure 
 

A set of instructions which, if programmed correctly, will complete a process. 

Remote servers Computers which are located outside the physical environment of an 
organisation. 

Roamer A programmable electronic device devised by Valiant Technology. 
Scratch A computer programming language developed by MIT. 
Search Engine A web based software application which undertakes online searches for specified 

information 
Search Engine 
Optimisation 

A process used by web developers to raise the profile of a website within online 
searches. 

Sensors An electronic device which can be programmed to react to certain conditions – 
eg changing light. 

Spam Unsolicited email which blocks up email and computer systems. 
Spreadsheet A programme which enables the manipulation of figures to undertake modelling 

exercises. 
Sprite 
 

A character or icon which can be programmed to undertake defined actions.  
Sprites are found within the game “Scratch”.  

Technical 
Infrastructure and 
architecture 

The design and construction of computers including local and remote computer 
networks. 

Variable A numerical value which can be changed. 
Virtual Environments Worlds and locations which have been created by computer programs. 

 

 


