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Computing 

Curriculum Intent Statement 

 
In the recent After the reboot: computing education in UK schools (2018), it was stated that in order for 

children to leave school and “to embark on successful professional careers and to become astute and 

responsible citizens...children should begin to study computing at the earliest age possible”. Our 

curriculum at E-ACT aims to do just that.  

 
E-ACT Blackley aims to provide a fun, engaging, and high-quality computing education which equips 
children to use computational thinking and creativity to understand the changing the world around 
them. Designed in a way that each year builds on the knowledge and skills practiced in the previous year, 
the curriculum will teach children the key knowledge about how computers and computer systems 
work, how they are designed and how they are programmed. With a full set of IPADS per year group, 
plus access to laptops, IPods and coding robots, learners will have the opportunity to gain an 
understanding and familiarity of range computational systems. 
 
The vision is that our children will become autonomous, independent users of computing technologies, 
gaining confidence and enjoyment from their activities. Not only do we want them to be digitally literate 
and competent end-users of technology, but through our computer science lessons we want them to 
develop creativity, resilience, problem-solving and critical thinking skills.  
 

The computing curriculum is delivered through a scheme of work which has been carefully devised and 

drawn from a variety of respected and well-known sources created by educators who have a vast 

experience in computing and have used research driven pedagogy, such as Google, ThinkUKnow, Code 

Club, Barefoot Computing and Computing at School.   

 

Every component in our scheme has been individually planned so that it can be effectively and inclusively 

taught using the infrastructure we have in place at our school in order to meet the needs of all our pupils. 

Our scheme has been closely referenced against the 2014 National Curriculum attainment targets in order 

to ensure progression and coverage. We will continue to ensure that all year groups have the 

opportunity to use a range of devices and programs for many purposes across the wider curriculum 

(*see below), as well as in discrete computing lessons. Employing cross-curricular links, motivating 

pupils and supporting them to make connections, children will become confident users computing 

devices in everyday life, for example in Geography, Google maps could be used to explore and make 

comparisons between the local environment and other destinations throughout the world , this could be 

further expanded with use of virtual reality app which can ‘take’ children to a whole new world .  

 

By the time they leave our school, children will have gained key declarative knowledge and procedural 

knowledge in the following areas of the computing curriculum:  

 
Autumn term - E-safety (using technology safely) 
Autumn and Spring term - Digital literacy (evaluating digital content and using technology safely and 
respectfully)  
Spring and Summer term - Coding (coding/programming and understanding how digital systems work) 
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The objectives within each strand support the development of learning across the key stages , with the 

subject knowledge building on prior learning and becoming increasingly more specific and in depth and 

with more complex skills being taught as children progress through the school.  

 

By the time children leave E-ACT Blackley Academy, and with successful implementation of our computing 

curriculum, our pupils will be equipped with life-skills that will enable them to embrace and utilise new 

technology in a socially responsible and safe way in order to flourish. The subject-specific knowledge 

developed in our computing lessons will equip pupils with experiences which will benefit them in 

secondary school, further education and future workplaces. From research methods, use of presentation 

and creative tools and critical thinking, our computing curriculum will have provided our children with the 

building blocks that enable them to pursue a wide range of interests and vocations and to operate 

successfully in the 21st century workplace.  

 

 

ASSESSMENT  

The assessment of computing is ongoing, with children evidencing and evaluating their work in the own 

‘computing diaries’ and the teacher adding comments and next steps as appropriate. This will also allow 

for misconceptions to be addressed. Using the progression map, staff will be equipped with the 

knowledge and skills to fill any gaps as required before children move on to the next steps in their 

learning. In addition to this, the SOL includes the following:  

 

• Quizzes linked to curriculum and its application in Scratch.  
• Multiple choice questions at the end of a component with opportunity to add sentence explanation 
• Children can assess themselves and scores are collated in dashboard 
• Progression for year groups with basic, intermediate and advanced questions 
• Overview of class results and progress 
• Overall view of class progress as well as strengths/areas for development 

 

*Digital Literacy curricular links 

In the table below, there are some suggestions for activities and lessons for cross curricular learning – this 

list is by no means exhaustive.  

Activity/Lesson What is it? Subject 

Explanation texts - record video 
of a project/text with voice over 
in Scratch 

Creating a video or photo 
montage of story maps to help 
with writing. 

English 

Scratch Maths (year 5 and 6 only) Coding maths problems. Maths 

Google Tourbuilder/Treks 
https://tourbuilder.withgoogle.c
om 
 

Create a virtual tour of anywhere 
in the world.  Choose stop off 
points, areas of interest, select 
your own route. 

Geography/History 

Website birthday card Build a birthday card using HTML Art/DT 

Green screens 
https://www.youtube.com/watc
h?v=QlH3h19ablI 

English 

Website Poster Build a website using HTML Art/DT 

http://www.ucl.ac.uk/ioe/research/projects/scratchmaths/curriculum-materials
https://tourbuilder.withgoogle.com/
https://tourbuilder.withgoogle.com/
https://projects.raspberrypi.org/en/projects/happy-birthday
https://www.youtube.com/watch?v=QlH3h19ablI
https://www.youtube.com/watch?v=QlH3h19ablI
https://projects.raspberrypi.org/en/projects/wanted
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Voice typing 
Using Chromebooks/iPads, 
children can dictate stories, texts 
etc 

Any 

Robot chariots 
Using Sphero mini robots, make 
chariots/cars/any model that can 
move and be programmed. 

Art/DT 

Weather stations 
Outdoor weather station to 
measure temperature, humidity, 
air pressure. 

Geography 

Animal camera traps for 
pond/outdoor area 

Motion detection cameras that 
will take photos or video of 
animals/birds/pond life. 

Science 

Google Hangouts  
Video link and chat (e.g. for class 
to speak to specialists/experts 
who are unable to visit school). 

Any 

Movie making 

Using iMovie on iPads, create a 
movie from any number of 
videos, voice overs and music, 
and add in titles and credits, all 
with various other special 
effects. 

Any 

Typing skills BBC Dancemat 
Any 
 

 

 

 


