Our Lady of Peace Catholic Primary and Nursery School

‘With Christ in our hearts, together we grow.’

Computing at Our Lady of Peace Catholic Primary & Nursery School

Intent

We teach the computing curriculum through a high-quality, structured scheme of work known as the Teach Computing Curriculum (TCC). Teachers use
and adapt this scheme, provided by the National Centre for Computing Education (NCCE) programme, to fit the needs of our pupils, ensuring all children

receive a comprehensive and challenging computing education that prepares them for a rapidly changing digital world.

At the core of the curriculum is computer science, in which pupils are taught the principles of programming, how digital systems work, and the crucial
skills of computational thinking and creativity. These foundational concepts underpin key modern technologies, including the growing field of Artificial
Intelligence. We aim to equip children to be more than just users of technology; we empower them to become critical thinkers and creators. Our curriculum
ensures pupils develop digital literacy—the ability to use, express themselves, and develop their ideas through information and communication

technology—at a level suitable for the future workplace and as active, ethical participants in a digital world.

E-Safety and Responsible Use

We take the safety and well-being of our pupils online incredibly seriously. Online safety education is deeply embedded across the curriculum and is
explicitly taught through the Teach Computing Curriculum. Furthermore, these crucial lessons are reinforced through links to our wider RSHE
(Relationships, Sex and Health Education) provision, ensuring children understand how digital technology impacts their relationships, health, and well-

being.

We teach our pupils to be responsible digital citizens, a commitment rooted in the principles of Catholic Social Teaching (CST). This ensures our children
understand the moral and ethical responsibilities of using technology in a way that honours the Dignity of the Human Person, acting with respect towards

all others online, and contributing positively to the Common Good of our wider digital community.



Implementation

The computing curriculum leader provides a long-term plan for all year groups, which outlines key skills and knowledge, as well as useful resources and
support for teachers. The computing curriculum teaches computing skills in a carefully planned progression —skills being developed in learning blocks,
each block building on the previous one.

The Teach Computing Curriculum separates the computing curriculum into ten key strands which are taught in a carefully sequenced progression across

the key stages. These strands ensure comprehensive coverage in:

e Computer Science: Algorithms and Programming, Computer Systems and Networks, Data and Information, and Design and Development.

e Information Technology: Creating Media, Effective Use of Tools, and Testing, Evaluating, and Debugging.

e Digital Literacy: Impact of Technology, Safety and Security, and Understanding the World.

The children are introduced to each of these areas when developmentally appropriate, and the skills are built on, repeated, and built again through their
time at the school. Though computing is taught discretely, we also seek to use the knowledge across the curriculum through a range of presentation

programmes, supporting other areas of learning across the school.

Cross-Curricular Technology Use

To ensure adaptability, we utilise a mix of devices, including iPads and Chromebooks, across the curriculum. This prepares children to be flexible and

resourceful, as they must apply their computing knowledge across different operating systems and applications.

To foster a deeper passion and skill base in computing, we are excited to announce the launch of our Computing Club in 2026 for both Key Stage 1 and
Key Stage 2 pupils. This club will provide enrichment opportunities, placing a primary focus on coding and computer science application. Activities will
include advanced programming projects and robotics, utilising specialist equipment such as LEGO Education SPIKE Essential to give pupils hands-on

experience in bringing algorithms to life within a fun, collaborative environment.



Computing Overview

KS2ma

Teacher guide

Using the micro:bit
for primary
to secondary

transition Ezm 3D modelling

Variables
in games

Communication
and collaboration

KS3 computing Next 6 6 6 6
Sensi Introduction to Webpage Year
ensing
GCSE Computer Science movement spreadsheets creation 6
[N
| ___ % M .
Selection in @
f— quizzes
%
— Vector
graphics
4
. _______J .
Repetition Photo Video
- Audio in shapes editing production
productlon Year Flat-file
? ? 5 ; ? databases
Selection in
_o Data Repetition Systems and physical
e frsieamet logging in games searching computing
|
|
A
Year o
4 - A—
re “E—
Vv ‘ “—
/
Desktop Sequencing Connecting , e
p publishing sounds computers , "
v Programming
Events and d Year quizzes
actions in 3 / d
programs Ve
/s
Branching Stop-frame y p
databases animation y
/ Digital
s music
/ ‘ P Pictograms
KS1mA Robot
Teacher guide & algorithms
Information
technolo
Technology Moving a around ugsy
around us robot Digital writing q

) O 69 69"

Digital painting

Interactive version - Link here

Grouping data

Year

Programming
animations

d

Digital photography



https://teachcomputing.org/curriculum/files/primary-journey-progress-pdf
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Impact

Our curriculum is designed to ensure pupils leave our school as digitally literate and responsible global citizens. They will be proficient users of technology,
equipped with the essential skills and knowledge not only to utilise digital tools effectively for their own benefit, but critically, to use them safely and
ethically. The central impact is fostering a deep understanding of the consequences of online actions, empowering children to keep themselves secure
and know how to seek help. As their confidence in Computing grows, pupils will become independent, leveraging key life skills such as problem-solving,
logical thinking, and self-evaluation. Ultimately, we aim for all children to be versatile and proficient users of technology, capable of working both
independently and collaboratively to meet the challenges of the future.
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