
 

 

 

 

 

 

 

 

BURFORD PRIMARY & NURSERY  

SUBJECT: COMPUTING 

LEADER: AARON RUBRA 

IMPLEMENTATION 
By the end of our learners’ time at Burford, they 

should be able to communicate, code and create 

using information technology. Our three 

curriculum strands are ‘Computer science’, 

‘Information technology’ and ‘Digital literacy’. We 

aim to provide learners with an awareness of the 

technology that is available to them, and build an 

understanding of how different results can be 

achieved by using different technology.  

We know that using software and online platforms 

safely and sensibly is a priority, so we ensure that 

e-Safety is embedded throughout our curriculum. 

We provide children with advice and guidance for 

accessing the internet, as well as tools children can 

use if they have come across something that 

concerns them. E-Safety is our first unit of the 

year, and is revisited throughout either in lessons, 

collective worships or themed events and days. 

Our curriculum is progressive: children’s skills build 

on each other throughout and between year 

groups. This allows for retrieval of previous skills, 

building children’s confidence with technology. 

Knowing that our learners will use digital 

technology an increasing amount in the future, we 

take every effort to ensure our learners can 

achieve success in computing and understand that 

they can aspire to careers which involve 

communicating, coding and creating with digital 

technology. 

INTENT 
 

At Burford, we aim to deliver a computing curriculum 

which enriches our learners’ lives, providing them with 

technology-driven experiences that they may not be able 

to access elsewhere. We understand that our children 

may be preparing for career paths that do not yet exist; 

our curriculum, therefore, is based on skills with 

information technology and positive attitudes towards 

I.T. and the internet. By developing these skills in tandem 

with our e-Safety curriculum, we aim to ensure our 

learners become ‘digital citizens’.  

As much as possible, we make meaningful links between 

children’s developing computing skills and the real world. 

This ensures our learning has purpose and interest for 

our learners. In some cases, we link our computing 

curriculum to other areas of our curriculum, but only 

when it is desirable and meaningful. 



 
Computer science 

Information 
technology 

Digital Literacy 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Y1 
e-Safety: The SMART 

crew rules; online and 
offline. 

Moving a robot: Sphero 
Indis 

Technology around us Digital artwork Digital Writing: Pages 
Programming animations: 

Scratch Jr 

Y2 
e-Safety: The SMART 

crew rules; technology 
and relationships. 

Robot algorithms: Sphero 
Indis 

IT around us Digital photography 
Digital music: 
GarageBand 

Programming quizzes: 
ScratchJr 

Y3 
e-Safety: Think before 

you share 
Sequencing: Lego WeDos Connecting computers Stop-frame animation Creating media: Canva 

Branching databases: 
j2Data 

Y4 
e-Safety: Respect each 

other 
Repetition in shapes: 

Turtle Academy 
The Internet Audio production 

Loops and repetition: 
Lego WeDos 

Data logging: Arduino 
Science Journal 

Y5 
e-Safety: When in doubt, 

discuss 
Selection in programs: 

Sphero bolts 
Systems and searching 

Introduction to Vector 
Graphics: Google 

Drawings 
Video production Data handling: Micro-bits 

Y6 
e-Safety: Check it’s for 

real 
Variables in games: 

Scratch 

Communication and 
collaboration with Sphero 

Bolts 
Web page creation 3D modelling: Tinker CAD 

Sensing movement: 
Micro-bits 

 COMPUTING CURRICULUM COVERAGE MAP 



LINKS TO LEARNING IN EYFS 

F1 
Children show an interest in technological toys with knobs or pulleys or real objects such as cameras or iPads. They show skills in making 
toys work by pressing parts or lifting flaps to achieve effects such as sound, movements or new images. They know that information can be 
retrieved from computers.  

F2 
Foundation Children recognise that a range of technology is used in places such as homes and schools. They select and use technology for 
particular purposes. They complete a simple program on a computer and use ICT to interact with an age-appropriate computer 



 

 



 



 



 



 



 


