
 
 
 

 
 

   
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
  
 
 
 
 
 
 
 

Computing	Learning	Journey	



 

	
Learning	for	life	with	Jesus	

	
Intent 

All	areas	of	our	curriculum	are	underpinned	by	our	Gospel	values	and	we	ensure	that	our	curriculum	
makes	links	to	these	values.	At	the	heart	of	each	subject	is	a	set	of	core	skills	which	form	a	subject	
learning	journey,	this	journey	is	built	from	EYFS	through	to	year	6	and	the	skills	progressive	as	you	
move	through	the	school.	Knowledge	is	communicated	to	ensure	coverage	of	National	curriculum	and	
it	is	through	this	knowledge	that	children	apply	their	skills.		

Children	at	St	Thomas’	leave	with	a	secure	knowledge	of	both	the	academic	knowledge	and	skills	
needed	for	the	next	stage	of	their	education.	They	will	have	developed	a	clear	set	Christian	and	moral	
values	which	they	can	apply	in	all	areas	of	their	lives	and	will	have	taken	part	in	real-life	experiences	
which	will	have	raised	their	aspirations	and	given	them	a	thirst	for	wisdom	and	knowledge.		

 
The	intention	of	the	St	Thomas’	Computing	learning	journey	is	first	and	foremost	to	provide	children	
with	the	skills	and	knowledge	they	need	to	embrace	new	technologies	and	flourish,	both	responsibly	
and	safely,	in	an	increasingly	digital	world.	To	achieve	this,	we	focus	on	developing	the	skills,	
knowledge	and	understanding	that	children	need	in	order	to	become	autonomous,	independent	users	
of	computing	technologies,	and	gain	confidence	through	active	learning	and	enjoyable	activities.			

	

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Intent,	Implementation	and	
Impact	



Implementation	
	
St	Thomas’	Computing	Learning	Journey	follows	the	Kapow	scheme	of	learning.	In	line	with	the	
National	Curriculum,	the	learning	journey	identifies	five	key	areas,	which	stem	from	the	key	strands	of	
computing:	Computer	Science,	Information	Technology	and	Digital	Literacy.		These	key	areas	are	
woven	together	to	create	an	engaging	and	enriching	learning	experience.		
	

- Computer	systems	and	networks	
- Programming	
- Creating	media	
- Data	handling	
- Online	safety	

 
 

These	areas	create	a	cyclical	route	via	a	spiral	curriculum	model,	through	which	pupils	can	develop	
their	computing	knowledge	and	skills	by	revisiting	and	building	on	previous	learning.		
	
The	implementation	of	this	curriculum	ensures	a	broad	and	balanced	coverage	of	National	Curriculum	
requirements,	and	our	‘Skills	Showcase’	units	provide	pupils	with	the	opportunity	to	learn	and	apply	
transferable	skills.	Where	appropriate,	units	have	been	created	to	link	to	other	subjects,	such	as	art,	
science	and	music	to	enable	the	development	of	further	transferable	skills,	and	genuine	cross-
curricular	learning.	
	
Computing	is	taught	for	1	hour	each	week	or	2	hours	every	two	weeks	depending	on	the	unit	and	year	
group	being	taught.	Each	new	unit	of	learning	Is	introduced	through	an	‘explore’	activity	which	
summarises	previous	knowledge	and	skills	shared	by	the	children.	Children	are	then	introduced	to	the	
key	knowledge	and	vocabulary	which	will	be	shared	during	the	unit	in	the	form	of	a	knowledge	
organiser.	The	knowledge	organiser	will	be	shared	at	the	start	and	end	of	each	lesson	with	key	
knowledge	for	each	lesson	highlighted.	During	the	lesson	activities	are	differentiated	where	
appropriate	and	assessment	and	feedback	will	focus	on	misconceptions	and	next	steps	for	learning.	At	
the	end	of	each	unit	of	learning	children	will	complete	an	end	of	unit	‘review’	which	will	feed	into	
future	planning.		
	
Online	Safety	is	taught	for	1	hour	per	half	term,		and	follows	the	same	lesson	and	learning	journey	
outlined	above.	
	
	
	
	
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

In	Computing,	work	is	recorded	in	a	class	floor	book,	and	on	the	network’s	Pupil	Share	channel	in	year	
group	folders	for	monitoring	and	sharing	purposes.	
	
	
	
 



EYFS	
 
 
 

	
	
	
	
	
	
	
	
	
	
	
	
Impact	
	
In	addition	to	the	outcomes	shown	on	our	curriculum	tree,	the	specific	impact	of	the	St	Thomas’	
Computing	Learning	Journey	is	that	children	will:	
	

	
	
	
	
Formative	assessment	takes	part	in	each	lesson	and	misconception	and	next	steps	of	the	focus	for	
feedback.	Summative	assessment	is	completed	for	each	child	at	the	end	of	each	unit	of	teaching	using	
the	assessment	framework	at	the	end	of	this	documents.	A	best	fit	approach	to	statements		
achieved	results	in	an	end	of	year	summative	grade.	
	
	
	
	
 
 
 



 

 

 

	
Online	Safety	

	
In	addition	to	our	PSHE	curriculum	which	covers	all	aspects	of	E-Safety,	teachers	use	the	assigned	units	
in	this	scheme	of	work,	and	their	own	planning,	to	teach	one	specific	Online	Safety	lesson	every	half	
term.	
	
	
	

 
 
 
 
 
 
 
 
 
 

  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Computing	Overview	



 

 

 
Year 1, 2 

and 3 
Year A 

Computing 
systems and 
networks 1 

Programming 
1 

Computer 
systems and 
networks 2 

Programming 
2 

Creating 
media 

Data Handling Online Safety 

 
Improving mouse 

skills (Yr 1) 

Algorithms 
Unlugged 

(yr 2) 

Rocket to the 
moon 
(Yr 1) 

Programming 
Scratch Jr 

(Yr 2) 

Video Trailers 
Using I-Pads  

(Yr 3) 

International 
Space Station 

(Yr 2) 

Online Safety 
(Yr 2) 

Year 1, 2 
and 3 

Year B 

Computing 
systems and 
networks 1 

Programming 
1 

Computer 
systems and 
networks 2 

Programming 
2 

Creating 
media 

Data Handling Online Safety 

Networks and the 
internet (Yr 3) 

 
 

Algorithms 
(Yr 1) 

Word 
Processing 
Option 1: 
Google 

Option 2: 
Microsoft Word 

Programming 
Bee Bots 

(Yr 1) 

Stop Motion 
Using Tablets 

(Yr 2) 

Comparisons 
cards databases 

(Yr 3) 

Online Safety 
(Yr1) 

Year 1, 2 
and 3 

Year C 

Computing 
systems and 
networks 1 

Programming 
1 

Computer 
systems and 
networks 2 

Computer 
systems and 
networks 3 

Creating 
media 

Data Handling Online Safety 

 
What is a 

computer (Yr 2) 
 
 

Programming 
Scratch 
(yr 3) 

Emailing Journey inside 
a computer 

(Year 3) 

Digital Imagery 
(Yr 1) 

Intro to data 
(Yr 1) 

Online Safety 
(Yr3) 

  

Long	Term	Plan	

OS: Y3 L1 OS: Y3 L2 OS: Y3 L3 
OS: Y3 L4 

OS: Y4 L1 OS: Y4 L4 OS: Y4 L2

 
	 OS: Y4 L4 

OS: Y4 L3

 	 OS: Y4 L4 

OS: Y4 L5

 	 OS: Y4 L4 



 
	
	
	 	 Skills	and	Knowledge	

Progression	
	



	
	
	
	
	
	
	
	
	
	
	
	 	



	
	 	



	 EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Using 
Software 

Using a simple 
online paint tool 
to create digital 
art.  

 

Using a basic range of 
tools within graphic 
editing software. Taking 
and editing photographs. 
Developing control of 
the mouse through 
dragging, clicking and 
resizing of images to 
create different effects. 
Developing 
understanding of 
different software tools.  

Developing word 
processing skills, including 
altering text, copying and 
pasting and using 
keyboard shortcuts. Using 
word processing software 
to type and reformat text. 
Using software (and 
unplugged means) to 
create story animations. 
Creating and labelling 
images.  

Taking photographs 
and recording video to 
tell a story.  
Using software to edit 
and enhance their 
video adding music, 
sounds and text on 
screen with transitions.  

 

Use online software 
for documents, 
presentations, forms 
and spreadsheets. 
Using software to 
work collaboratively 
with others.  

 

Using logical thinking to explore 
software more independently, 
making predictions based on 
their previous experience. 
Using software programme 
Sonic Pi/Scratch to create 
music.  
Using the video editing 
software to animate.  
Identify ways to improve and 
edit programs, videos, images 
etc. Independently learning 
how to use 3D design software 
package TinkerCAD.  

Using logical thinking 
to explore software 
independently, 
iterating ideas and 
testing continuously. 
Using search and 
word processing skills 
to create a 
presentation.  

 

Using 
email and 
internet 

searches 

N/A Recognising devices 
that are connected to 
the internet. 
Understanding that we 
are connected to others 
when using the internet.  

 

Searching for appropriate 
images to use in a 
document.  

 

N/A Understanding why 
some results come 
before others when 
searching. 
Understanding that 
information found by 
searching the 
internet is not all 
grounded in fact.  
Searching the 
internet for data.  

Developing searching skills to 
help find relevant information 
on the internet.  

 

Understanding how 
search engines work.  

 

Using data Representing 
data through 
sorting and 
categorising 
objects in 
unplugged 
scenarios. 
Exploring branch 
databases 
through physical 
games.  

N/A Collecting and inputting 
data into a spreadsheet. 
Interpreting data from a 
spreadsheet.  

N/A Understanding that 
data is used to 
forecast weather. 
Recording data in a 
spreadsheet 
independently. 
Sorting data in a 
spreadsheet to 
compare using the 
‘sort by...’ option. 
Designing a device 
which gathers and 
records sensor data.  

Understanding how data is 
collected in remote or 
dangerous places. 
Understanding how data might 
be used to tell us about a 
location.  

 

Understanding how 
barcodes, QR codes 
and RFID work. 
Gathering and 
analysing data in real 
time.  
Creating formulas and 
sorting data within 
spreadsheets.  

 

Wider use 
of 

technology 

N/A Recognising common 
uses of information 
technology, including 
beyond school. 
Understanding some of 
the ways we can use the 
internet.  

Learning how computers 
are used in the wider 
world.  

 

Recognising how 
social media platforms 
are used to interact.  

 

Understanding that 
software can be 
used collaboratively 
online to work as a 
team.  

 

Learn about different forms of 
communication that have 
developed with the use of 
technology.  

 

Learning how ’big 
data’ can be used to 
solve a problem or 
improve efficiency.  

 



	 	



	
	
	 	



	
	 	



	 	



	 	



	

	
	
	 	



	

	 	



	
	
	

	
	
	

	



	

	



	
	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	



	
	

	



	

	
	
	
	



	
	



	
	 	


