Hampton Vale
Primary Academy

Whole
Curriculum Overview
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Computing - Progression throughout HVPA

Spring term

(Multimedia focus)

Summer term
(Computer Science focus)

Practicing writing letters on Ipad
painting app/ notes

Experimenting with taking photos,
videos and recording audio

Play basic coding games
(Beebots)

Developing typing skills

Taking and editing photos

Coding explored through foos
app/ BeeBot app

People in
computing

Steve jobs (Autumn) - Co-founder
of Apple

Presenting information

Recording and editing video

Coding in ScratchJr
- Creating a quiz

Bill Gates (Autumn) - Co-founder
of Microsoft.

Gathering and presenting Data

2D animation

Kodu
- Intro to game dev.

Larry Page & Sergey Brin
(Autumn) - creators of Google
Walt. Disney (Spring) - One of the
most important people in
animation

Introduction to Google Sheets

Creating a brochure about
esafety

Block based coding (scratch)

Ada Lovelace (Autumn) - ‘the
first computer programmer’

Advanced Google Sheets project

Recording podcasts about a
school trip

Text based coding
- Fundamentals

Mark Zuckerberg (Autumn)
Nikola Tesla (Spring)

Alan Turing (Summer) - Solved
the enigma code, basis for first
computer, early Al work

Collaborative google slides
project

Create a music video - link to end
of year production

Text based coding
- Simple maze

Jeff Bezos (Autumn
Elon Musk (Summer)
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Practice writing/ forming letters in
drawing apps/ in notes

Know how to turn off andon a
device. (ipad + computer)

Know how to login to a
computer.

Know how to use a mouse and
keyboard.

How to correctly turn off andon a
device.

Understand how to logintoa
computer (summer term)

Developing typing skills

Writing in notes app and playing
some typing games to build fluency.
To understand how to use “special”
keys on an ipad.

Understand the responsibilities of
using a computer/ Ipad

Using MS powerpoint

Deepen understanding of how to
use a computer.

Gathering and presenting data

To be able to digitally create
tally charts and pictograms and
interpret the data they have
found.

Using search engines.
Be discerning in evaluating digital
content.

Create a google Sheets project

To be able to input data

To be able to use basic formulas
To be able to use basic styling
features

To understand we should only
store certain data (intro to GDPR)

To create an advanced Google
Sheets project

To be able to use conditional
formatting to make their sheet
reactive.

To be able to

Staying safe online - Social
media.

Link to real world working
strategies.
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Objective

Digital skills

Digital Responsibility
and safety

Hooks

Experimenting with taking
photos, videos and recording
audio

To be able to take photos
To be able to take videos
Make audio recordings
Experiment on GarageBand

Understanding photo/ video
permissions

Taking and editing photos

Each lesson focuses on a
different skill. Photo taking and
editing skills

Understanding photo/ video
permissions

Real/ fake images

Recording and editing video

To take short videos and edit
together to create a project.

Understanding photo/ video
permissions

Go to the hall and watch previous
years end project

2D animation
- Combines photo
editing and video
Science link? E.g. melting/
freezing

Creating a brochure relating to a
school trip
- Photo editing, further
consideration of
presentation

Recording podcasts - introduce
audio editing + combine with
video sKills.

Create a music video

Dave Read from Romsey Mill to
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Computer Science focus

Objective

Digital Skills
(Links to NC)

Digital responsibility
and Safety

Hook/ extras

Play basic coding games
(Beebots)

Find specific apps
Understand the

Understanding that we should
only go on age appropriate
apps.

Coding explored through foos
app/ BeeBot app

Understand what algorithms are
and begin to code their own
simple algorithms

Pupils make instructions for a
robot to make a sandwich.

Teacher does the instructions.

Coding explored through foos
app/ BeeBot app/ ScratchJr

Create simple algorithms.
Begin to debug their own work.

Block based coding
(scratch)

Write and debug programs that
accomplish specific goals

Block based coding
(scratch)

Recognise patterns within code
and implement ‘loops’ to simply
code.

Text based coding
- Fundamentals,
creating shapes,
changing colours,
moving an object

Use logical reasoning to explain
how some simple algorithms
work.

Plagiarism - creating original
code/ siting what has helped us

Text based coding
- Simple maze

Be able to detect and correct
errors within complex
algorithms.

Play the maze first
(competitive aspect)
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Key stage 1

Pupils should be taught to:

understand what algorithms are; how they are implemented as programs on digital
devices; and that programs execute by following precise and unambiguous instructions

create and debug simple programs
use logical reasoning to predict the behaviour of simple programs

use technology purposefully to create, organise, store, manipulate and retrieve digital
content

recognise common uses of information technology beyond school

use technology safely and respectfully, keeping personal information private; identify
where to go for help and support when they have concerns about content or contact on
the internet or other online technologies.
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Key stage 2

Pupils should be taught to:

design, write and debug programs that accomplish specific goals, including controlling
or simulating physical systems; solve problems by decomposing them into smaller
parts

use sequence, selection, and repetition in programs; work with variables and various
forms of input and output

use logical reasoning to explain how some simple algorithms work and to detect and
correct errors in algorithms and programs

understand computer networks including the internet; how they can provide multiple
services, such as the world wide web; and the opportunities they offer for
communication and collaboration

use search technologies effectively, appreciate how results are selected and ranked,
and be discerning in evaluating digital content

select, use and combine a variety of software (including internet services) on a range of
digital devices to design and create a range of programs, systems and content that
accomplish given goals, including collecting, analysing, evaluating and presenting data
and information

use technology safely, respectfully and responsibly; recognise
acceptable/unacceptable behaviour; identify a range of ways to report concerns about
content and contact.
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Useful sites and resources

https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms/creating-pictograms Useful for support with
planning.

https://www.ar-code-generator.com/guides/how-to-create-a-gr-code/ Create QR codes that link to websites for pupils using Ipads.

https://www.create-learn.us/blog/scratchjr-project-ideas-for-kids/ Scratch projects.
https://www.stem.org.uk/resources/elibrary/resource/359084/scratch-junior
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https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms/creating-pictograms
https://www.qr-code-generator.com/guides/how-to-create-a-qr-code/
https://www.create-learn.us/blog/scratchjr-project-ideas-for-kids/
https://www.stem.org.uk/resources/elibrary/resource/359084/scratch-junior

Hampton Vale
Primary Academy

Reception
Curriculum
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Reception (Embedded in Continuous Provision)

Digital Literacy Multimedia Computer Science
Essential skills for using ipads Taking photos Explore basic coding apps eg
beebots

Taking videos

Recording audio

>_
=
L
a
<
O
<<
>_
i
<<
=
o
o
Lol
—
<
>
=
@)
I—
0
=
<<
T




=

Hampton Vale :
Primary Academy <
Year 1 =
Curriculum 5
=

<




Digital Literacy

Microsoft word
typing practice
(Ipads/ Hubble)

6 lessons

Year 1 (18 lessons)

Multimedia
Taking and 6 lessons
editing photos

Computer Science

Creating and 3 lessons

understanding
basic algorithms

Coding 3 lessons
principles
explored
through ‘Foos’

app
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Year 1

Strand 1: Digital Literacy

Area 1: Using MS word 6 lessons People in Computing: Steve Jobs - Co-founder of Apple
on |padS and typlng Lesson 1: Fundamental typing skills
practice

Retrieval: Finding letters on paper computer keyboards (ipad screenshot)
Children to open writing app on ipads. Model under the visualiser how to:

- Type letters

- Use the spacebar, delete button and enter button to start a new line

Allow children some time to experiment and familiarise themselves with the keyboards. Then model:

- Tapping the shift button to use capital letters
- Pressing the 123 button to find the full stop button

Show pictures on the board and ask the children to write a sentence about it. Challenge children to include
adjectives, noun phrases and full stops.

Lesson 2: Using numbers and special characters

Retrieval: Show pictures of spacebar, delete, return, shift and ‘123’ Ask the children what each of these
buttons is used for.

Explain that today the children will be practicing using numbers to write basic maths questions. Have some
maths questions on the board and then model typing them out under the visualiser, highlighting the ‘123’
button and ‘shift’ button to find different buttons on the keyboard such as + - and =.

Children to try to copy and then write the answers on the Ipads. If children finish, challenge them to create
some of their own maths questions.
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https://www.qr-code-generator.com/guides/how-to-create-a-qr-code/
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Year 1
Strand 2: Multimedia

Area 1: Taking and 6 lessons People in Computing:
editi ng phOtOS Lesson 1: Taking photos on an Ipad + intro to editing app

Show under visualiser:
- opening camera app
- taking photos

Allow children 5 minutes to take photos

Show how to view and delete photos

Show children the app and allow children time at the end of the lesson to independently explore the editing
tools.

Lesson 2: Landscape vs portrait + cropping and rotating.
Retrieval: which photo is landscape/ which is portrait

5 minutes to take photos

Model under visualiser:

- Using the crop feature to get rid of parts of a picture
- Using the rotate button to change the orientation of a photo
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Year 1

Strand 3: Computing

Area 1: Creating and
understanding basic
algorithms

3 lessons

People in Computing: Steve jobs - Co-founder of Apple
Lesson 1:
Lesson 2:

Lesson 3:
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Year 1

Strand 3: Computing

Area 2: Coding
principles explored
through the Foos app

3 lessons

People in Computing: Steve jobs - Co-founder of Apple
Lesson 1:
Lesson 2:

Lesson 3:
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Area 1: ScratchJr quiz
(ipads)

6 lessons

Year 2

Strand 3: Computing

Lesson 1: Introduction to scratch - backgrounds and sprites

Introduce the children to scratch

Show them how to open the app and explain basic features

Show children how to add sprites and change backgrounds

Give children a description of what sort of setting you need them to make - children to then create

Repeat

EXT: allow the children 5 - 10 minutes at the end of the lesson to explore the coding elements of scratch and
children to feedback what they have learnt at the end of the lesson.

Lesson 2: Using basic commands

Lesson 3: expanding commands
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Year 2

Strand 3: Computing

Area 1: ScratchJr quiz
(ipads)

6 lessons

Lesson 4: Design and plan a project
Lesson 5: Creating a project

Lesson 6: Evaluating and debugging
Give children 5 minutes at the start of the lesson to review
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https://www.meta-chart.com/tally#/your-charts
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https://www.j2e.com/j2data/
https://www.qr-code-generator.com/guides/how-to-create-a-qr-code/
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https://www.meta-chart.com/tally#/your-charts
https://www.j2e.com/j2data/
https://www.qr-code-generator.com/guides/how-to-create-a-qr-code/
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https://www.j2e.com/j2data/
https://www.qr-code-generator.com/guides/how-to-create-a-qr-code/

ANIAVIV AdVINIdd FTVA NOLJIAVH

Year 3




Year 3

Strand 3: Computing

Area 1: Kodu world
creation

3 lessons

People in Computing:
Lesson 1:
Lesson 2:

Lesson 3:
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Year 3

Strand 3: Computing

Area 2: Kodu Basic
coding

3 lessons

People in Computing:
Lesson 1:
Lesson 2:

Lesson 3:

>_
>
Lol
M)
<
O
<
>_
o
<
>
o
ol
Lol
—l
<
=
Z
O
|_
ol
>
<
L




=

Hampton Vale :
Primary Academy <
Year 4 =
Curriculum 5
=

<




ANIAVIV AdVINIdd FTVA NOLJIAVH

Year 4 (18 lessons)




Year 4

Strand 1: Digital Literacy

Area 1: Google sheets 6 lessons People in Computing: Ada Lovelace - ‘the first computer programmer’
QrOieCt Lesson 1: Collecting data with Google Forms

Introduce and explain what data is. Explain how we can collect data and who might collect data and why
Lesson 1 outcome: they would collect it. Explain that the pupils will be conducting and investigation to see if there is a

Create a Google Form and correlation between shoe size and running speed.

collect data Before children start collecting data, explain that we only need to be collecting relevant data. Ask children
what data they might need to collect for our investigation and some pieces of data we might not need e.g.
date of birth.

Investigating the impact of shoe size on running Tell the children that we will be collecting our data on Google Forms and then next week we will be
speed inputting our data onto Google Sheets in the following weeks and implementing some formulas and
Form description creating graphs.

Children to login to ipads to create their Google Form. Model how to
- Log in to Google and create a new Form.
Short answer text - How to change the name, headings and questions
- How to enter preview mode to enable children to fill out their forms
- How to view responses.

First name *

Shoe size *

1. Option1 Once children have completed their forms, head to the playground and children to work in groups of 3.
- 1 child to run
- 1 child to time the child running

Time * = 1 child with ipad to collect data

Short answer text Children to swap over roles while on the playground to ensure they can all have a go.

At the end of the lesson, ask children, when would it be useful to collect data using Google forms in the
wider world.
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Year 4

Strand 1: Digital Literacy

Area 1: Google sheets 6 lessons People in Computing: Ada Lovelace - ‘the first computer programmer’
QrOi ect Lesson 2: Processing data with Google sheets
Children to login to Google drive and create a new Google Sheet. Explain the fundamentals of Google
Lesson 2 outcome: sheets.
. - It is made up of cells
Children to create and - Each cell has its own name based on its position on the sheet
input data into a Google = Each column has a letter and each row has a number
Sheet Quick activity: say some cell names e.g. A7, Cé and children to find that box on their spreadsheets.

Teacher to have prepared whole class data for children to use.
Model inputting heading and some data and leave an example on the large monitor for children to refer to.

:ame Siege il (secondS; - Children to practice inputting data from the data sheet.
b 23
EXT: highlight these buttons to pupils:
c 6.5 21
d 40
e 45 36 -
- o7 Defaul... v | — + | B I < A
g 21
h 45 40
i 26
I

Remind them that they have used all of these buttons when using Google slides and allow them some time
to experiment with the different fonts, colours and font sizes to stylise their sheet.

31

Children to add a second sheet to their document, copy and paste their work into the new sheet and
experiment with the different features highlighted above. Does not need to be modelled as using the styling
features will be taught in detail in lesson 4

>_
>
Lol
O
<<
O
<
>_
o
<
>
-
ol
Lol
—l
<
=
Z
O
|_
ol
=
<
I




Y4 m e 9 8 a-
File Edit View Insert Format Data Tools Extensions Help Accessibility
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https://docs.google.com/file/d/19gzNTLg8jdeSdRc5ce3Std4GgDzW66HW/preview
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https://docs.google.com/file/d/1uB7-pP75uxl2AmtgjVKM2nVTWTXs5KOU/preview
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https://docs.google.com/file/d/1jAL_0wXLESVXr6_JZkHjKTK9vD-wfJKa/preview

Area 1: Google sheets 6 lessons
project

Lesson 6 outcome:
Pupils to take
screenshots of their
data and presentitin
Google Slides

Year 4

Strand 1: Digital Literacy

People in Computing: Ada Lovelace - ‘the first computer programmer’

Lesson 6: Presenting data in Google Slides

Children to use the graphs they have created to present the data in a brief powerpoint
document. Children to link their scientific knowledge of factors that help plants to grow to
explain their findings in the data.

Children to link their Google sheets doc into Google slides.
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Year 4

Strand 2: Multimedia

Area 1: Design a 6 lessons Recpiliic cnrpiting:
brochure about e—safety Lesson 1: What is a brochure? Show examples, create a list on the board of features of a brochure.
using Ca nva Lesson 2: Introducing and exploring Canva

(online software)

Lesson 3: Designing and adding text
Lesson 4: Designing and adding text
Lesson 5: Editing and finalising designs (focus on presentation and layout)

Lesson 6: Presenting Brochures (link to oracy) and evaluating work.
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Year 4

Strand 3: Computing

Area 1: Scratch project 6 lessons People in Computing:

Lesson 1:
Lesson 2:
Lesson 3:
Lesson 4:
Lesson 5:

Lesson 6:
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Year 5
Strand 1: Digital Literacy

Area 1: Google Sheets 6 lessons People in Computing: Jeff Bezos

QrOi ect Lesson 1: Introduce the task and inputting data
. Explain to the children that they are going imagine that they are incharge of budgeting for the school disco.
Budget| ng for the school Teacher to create a sheet with items for the school disco e.g.sweets, chocolate, crisps, drinks etc.
d ISCO Model inputting the headings for the table and then children to copy. Allow children to choose which items

they want to put into the first column.

Lesson 1 outcome: Children to also copy prices into the next column 3 and then choose how much they will need of each item
PU pI|S tosetu p Google in column 4. Tell the children not to worry about how much this will all come to as we will be using Google

; Sheets to calculate our costs.
sheets and input data

EXT: if children have finished inputting their data, allow them some time to stylise their sheets, retrieving
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(items, costs and : :
) the skills from previous years lessons. Hampton Vale
quantity) Primary Academy
School Disco order form 2023
Ttem Cost
Item Cost £ Quantity needed| Total cost Water 02
Frutt shoot £035
Dorritos 1 100 CapriSun 7050
Walkers crisps 0.5 100 .

Harbaasks Example sheet for costs/ items Farbo S i o
(small) 0.2 100 Haribo Tangfastic £0.20
- . Haribo Super mix 020
Fruit shoots 0.5 100 Fredds bar 7075
Capri sons 0.75 100 Cadbury’s Dairy Milk (smalD £0.40
Dorttos £0.60
Walkers crisps £0.50
L] Pringles can (smalD £0.60
Budget £200
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https://docs.google.com/file/d/15AB39UnoBfaJxvOEiG_dmeJerNQmBQqQ/preview
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https://docs.google.com/file/d/1JPeGvfgWJ1_MMPTsR1tDZNdZuMZu_nlh/preview
https://docs.google.com/file/d/1x0syV8tuE4kfS8hfFRUKMsNOVsxuNQBe/preview

Area 1: Google Sheets 6 lessons
project

Budgeting for the school
disco

Lesson 3 outcome:
Remaining budget cell
to change colour
depending on spending

Budget 500
Remaining budget 205
Budget 500

Remaining budget

Year 5

Strand 1: Digital Literacy

People in Computing: Jeff Bezos
Lesson 3: Calculating costs and conditional formatting.

Conditional formatting
Children to use conditional formatting to change the colour of the Remaining budget cell from green (if they
remain within their budget) to red (if they exceed their budget).

Explain that conditional formatting is very similar to coding as we are creating an algorithm for the cell to
follow. We are saying that if the cell has a value that is greater than or equal to O, remain green. The second
instruction for the cell is if the cell has a value that is less than O, turn red.

B LR

Qases

Ask the children to check that their conditional formatting has work by changing the quantity of certain
items so that their spending exceeds their budget. Once the children have seen that it works, change the
values back so that they have not outspent their budget.

EXT: challenge pupils to have as close to an even amount of items as possible while using up as much of
their budget as possible.
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https://docs.google.com/file/d/14JhX2-K09ru-frgEQPhpjiy1GqyYSDsl/preview

Dorritos
Walkers crisps

Harribo packs
(small)

Fruit shoots

E

Budget ~
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Year 5
Strand 1: Digital Literacy

Area 1: Google Sheets 6 lessons ReeniEliic HIRRNG ST
project Lesson 5: Creating pie charts for spending and for profits

Consider other graphs we could use, what the the pros and cons of using different charts?
Budgeting for the school
disco

Lesson 6:
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Year 5




Year 5

Strand 3: Computing

Area 1:Text based 6 lessons People in Computing: Alan Turing (Summer) - Solved the enigma code, basis for first
e computer, early Al work
coding

Lesson 1:

(Building fundamental Lesson 2:
skil |S) Lesson 3:

Lesson 4:

Lesson 5:

Lesson 6:
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Year 6
Strand 1: Digital Literacy

Area 1: Collaborative 6 lessons People in Computing: Mark Zuckerberg
Google slides project Lesson 1: Introduce roles and planning slides

Explain to the class that in many different professions and industries, working collaboratively is essential.
Lesson 1 outcome: Explain how the internet plays a vital role in helping to do this and that it can be achieved through sharing

. documents on Google Drive.
Children to... &

Explain that over the next few weeks, pupils will be working collaboratively to create a Google slides
document about e-safety. Very clearly explain the different roles each pupil within the team will play
Project manager:

- responsible for ensuring communication between editors and researchers.

- Support with research and design were needed within the team.

- Adding notes for changes onto slides to support team members
Researchers:

- Based on ipads in separate part of the hubble, away from creators.

- Responsible for finding key information for different parts of the presentation on e-safety
Creators:

- Designing slides

- Adding images, video

- Links to other websites

Planning
- Children to plan out what different slides they will need as a team in preparation for the
following lesson in which they will split up in the hubble and begin collaboratively planning their
slides.

Practising working as a team

Researchers have two halves of a picture

Creators have to draw the picture without looking at what the researchers have in front of them
No PM for this task.
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Year 6

Strand 3: Computing

Area 1: Text based 6 lessons People in Computing: Elon Musk
Coding Lesson 1:

Lesson 2:

Creating a ‘maze game’
( g g ) Lesson 3:
Lesson 4:

Lesson 5:

Lesson 6:
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