Computing Curriculum

At The Olive School, Hackney, our Computing curriculum equips pupils with the knowledge, skills and
understanding they need to thrive in the digital world of today and the future, through computer
science, information technology and digital literacy.

In doing so, our children will be fully prepared for their next stage of education and equipped with
these skills and knowledge for the rest of their lives. Computing is an increasingly significant part of
both professional and personal daily life and we believe that our children should be at the forefront
of new technology, with a thirst for digital learning. We will deliver a knowledge-rich curriculum that:

e Systematically develops an understanding of programming, including algorithms.

e Teaches children how computer systems, devices and the internet works.

e Ensures a sequential and structured focus on all important aspects of online safety.

e Provides broad and deep experiences of a range of software applications and applies them
across the curriculum.

In Key Stage 1, children are practically introduced to the fundamentals of algorithms, take a first
journey through the world of IT and begin to develop the skills to use MS Word. Themes are
broadened and developed throughout Key Stage 2. The four essential programming strands of
sequencing, repetition, selection and variables are developed so that children can design and debug
their own programs. Children also learn about computer networks, as well as broadening their
mastery of common computer applications, to ensure readiness for secondary school.

We ensure that this learning is undertaken in unison with a systematic development of all aspects of
online safety because at The Olive School, Small Heath, we want to ensure that our children are fully
equipped to negotiate the ever-changing digital world, both safely and responsibly. Here, we focus
on themes such as privacy, online bullying and healthy relationships, developing and revisiting
important aspects of online safety throughout the years, as per the computing progression map
below.

Our knowledge-rich Computing curriculum is taught according to the following whole school long
term plan for computing:
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The three main strands in the National Curriculum for Computing are computer science, information

technology and digital literacy. These are carefully mapped out in our computing progression map,
accessible below.

Our children are given motivating and inspiring cross-curricular opportunities and special experiences
to embed essential learning. This enrichment is an essential element of our computing curriculum
offer. For example:

e Visits from the local community police to support cyber awareness.
e Digital artwork to explore influential artists.
e Coding Clubs (Star Futures)

Related documentation:

e Computing Curriculum Plan
e Computing Learning Journey



https://eur01.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwww.olivehackney.com%2Fwp-content%2Fuploads%2F2023%2F11%2FComputing-Curriculum-Plan-2023-2024.pdf&data=05%7C01%7Csummaiyah.mukadam%40olivehackney.staracademies.org%7C4f18bdc6720248a5755408dbdee2a972%7Cad91cba8ab0a41f6ab6243cf47f82197%7C0%7C0%7C638348837311310472%7CUnknown%7CTWFpbGZsb3d8eyJWIjoiMC4wLjAwMDAiLCJQIjoiV2luMzIiLCJBTiI6Ik1haWwiLCJXVCI6Mn0%3D%7C3000%7C%7C%7C&sdata=iGPj6wNZ6Jsi%2BB23ezp5n8w3Muu1oQkJUImQvlf2K6U%3D&reserved=0
https://eur01.safelinks.protection.outlook.com/?url=https%3A%2F%2Fwww.olivehackney.com%2Fwp-content%2Fuploads%2F2023%2F11%2FComputing-Roadmap-years-R-6-2023-2024.pdf&data=05%7C01%7Csummaiyah.mukadam%40olivehackney.staracademies.org%7C4f18bdc6720248a5755408dbdee2a972%7Cad91cba8ab0a41f6ab6243cf47f82197%7C0%7C0%7C638348837311154217%7CUnknown%7CTWFpbGZsb3d8eyJWIjoiMC4wLjAwMDAiLCJQIjoiV2luMzIiLCJBTiI6Ik1haWwiLCJXVCI6Mn0%3D%7C3000%7C%7C%7C&sdata=ccBP7DRXfO1AhzlO0AvjVekpYSgTWB1o898RsJpP3Do%3D&reserved=0

