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At Blackrod Primary School we provide an ambitious, broad and balanced curriculum that is designed to meet

the needs of all children. Our curriculum provides our children with meaningful experiences and opportunities with

the knowledge and skills they need for life beyond Blackrod Primary School.

Our curriculum is organised and sequenced in a way that ensures the end points the children are working towards

are clear. Our children acquire the knowledge and skills they need to accomplish the end points by building on

what they have already learned.

Through our ‘Built for Blackrod’ curriculum we are driven to create a positive school culture where diversity and

equality is at the core. Social, Moral, Spiritual and Cultural development opportunities are woven throughout the

curriculum and assemblies which incorporate the Rights of a Child, Fundamental British Values, Safety and the

Equality Act 2010.

Our ambition is to develop the ‘whole child’, nurturing children’s talents and celebrating their achievements and

successes. Our values alongside our vision of ‘A joy in learning and life’ underpin all that we do at Blackrod Primary

School.

Our Curriculum
Built for… 

Bravery     Learning    Aspiration    Citizenship   Kindness   Respect    Optimism   Determination
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Computing Intent 

Our curriculum is ‘Built for Blackrod’, designed with our children, parents, staff and community in mind; enabling our 

children to develop the skills and knowledge to prepare them for life within and beyond school. Our curriculum is 

designed around how children learn best.

At our school, we want pupils to be masters of technology and not slaves to it. Technology is everywhere and will play a 

pivotal part in pupils' lives. Therefore, we want to model and educate our pupils on how to use technology positively, 

responsibly and safely. We want our pupils to be creators not consumers and our broad curriculum encompassing 

computer science, information technology and digital literacy reflects this. We want our pupils to understand that there 

is always a choice with using technology and as a school we utilise technology to model positive use. We recognise that 

the best prevention for a lot of issues we currently see with technology/social media is through education.

We recognise that technology can allow pupils to share their learning in creative ways. We also understand the 

accessibility opportunities technology can provide for our pupils. Our curriculum that has been built for Blackrod has to 

be balanced with the opportunity for pupils to apply their knowledge creatively which will in turn help our pupils 

become skilful computer scientists, as we believe that our children should be well informed on a wide range of career 

prospects and for them to aspire to both local, national and international opportunities.

We encourage staff to try and embed computing across the whole curriculum to make learning creative and 

accessible. We want our pupils to be fluent with a range of tools to best express their understanding and hope by Upper 

Key Stage 2, children have the independence and confidence to choose the best tool to fulfil the task and challenge 

set by teachers.
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Computing Progression 



Computing Subject Journey
Computing Journey 2022 23.pdf

WIP – not finalised

file://///pri126dcfw/Allstaff/CURRICULUM%20DESIGN/Subject%20Journeys/Journeys%202022%2023/Computing%20Journey%202022%2023.pdf
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Computing Curriculum adapted 
from Kapow Primary 



Computing Curriculum adapted 
from Kapow Primary 



Knowledge Builders 
• Support children’s understanding and retrieval of 

knowledge 
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Cultural Capital Computing

What is Cultural Capital at Blackrod for Computing? 

At Blackrod, Cultural Capital is seen in the way we incorporate our drivers of 
Possibilities, Environment, Community & Citizenship and Well-Being, into all of 
our areas of learning and by striving to provide the children the opportunities to 
experience and develop understanding of different cultural genres which may 
not be readily accessible to them outside of School. Throughout Early Years 
there are opportunities for children to become more culturally aware using the 
immediate environment of home, school and local area. Expectations, around 
pupils becoming effective communicators, are enhanced in school in 
partnership with increasing parental engagement. Children will be able to 
explore technology in a safe and often child-led way developing a familiarity 
with equipment and vocabulary allowing them to have a strong start in Key 
Stage 1 computing and all that it demands. 

Computing in EYFS is centred around play-based, unplugged activities that 
focus on building pupils’ listening skills, curiosity, creativity and problem solving. 
Pupils will be able to take a photograph with a camera or tablet, play games 
on the interactive whiteboard or on iPads, use a BeeBot, watch video clips and 
listen to music.
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Cultural Capital Computing
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Throughout Key Stage 1 there are opportunities for pupils to identify technology and how its 
responsible use improves our world in school and beyond. Through creating media, our pupils can 
digitally paint, write and format text, capture and change digital photographs and create 
musical compositions. Pupils will also be able to create and debug programs using logical 
reasoning along with designing algorithms and programs. Pupils will be able to group and label 
data and represent information using simple pictograms. 

Throughout Key Stage 2 pupils’ life skills are further developed to show an understanding and 
demonstration of the attitudes needed to recognise their own and others, social, emotional and 
mental wellbeing. The varied and rich enhancements offered to pupils develop their range of 
vocabulary and debating skills around current affairs. Understand the interrelated networks within 
computers, including the World Wide Web and how the Internet can be used to communicate 
and be searched to find information. Pupils will develop the skills to create and develop stop-
frame animations, edit photos, audio and videos, create vector drawings and 3D models and be 
able to design their own webpages. Programming skills will be further developed through 
selection, variables in games and sensing.

Pupils will develop their data and information skills further through their creation and use of flat-file 
databases and spreadsheets. By the end of primary school, pupils are confident and clear 
communicators who are able to articulate their views and opinions, in a range of situations, thus 
enabling them to become responsible citizens who enhance the community they live in. By giving 
the children the opportunity to lead their learning, alongside accessing enhancements such as 
educational visits, speakers, workshops etc. whilst engaging with the local community and their 
environment on targeted projects, they are able to develop a stronger sense of identity and 
become educated citizens who learn from the events, people, ideas they study. 

Cultural 
capital 

in 
Computing
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Computing Assessment
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Summative assessment

Children have end of term, 

endpoint quizzes and skills 

catchers to support 

teacher project judgement 

across the year.

Formative assessment

Each lesson contains the 

‘Assessing progress and 

understanding’ section 

which helps teachers to 

identify those children who 

are secure.



Adaptive Teaching and Assessment 
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Depth of Learning
Progress Descriptors

Cognitive Challenge Predominant 

teaching 

method 

Types of 

success 

criteria

Nature of 

Progress

Support Typically children will…

Emerging Low level cognitive 

demand. Involves 

following instructions.

Modelling

Explaining

Instructional 

(e.g. steps to 

success)

Acquiring High Name, describe, follow instructions or 

methods, complete tasks, recall 

information, ask basic questions, use, 

match, report, measure and list, illustrate, 

label, recognise, tell, repeat, arrange, 

define, memorise.

Embedded High level of 

cognitive demand. 

Involves mental 

processing beyond 

recall. Requires 

some degree of 

decision making.

Reminding

Guiding

Guidance 

(e.g. 

remember to 

include)

Practising Medium Apply skills to solve problems, explain 

methods, classify, infer, categorise, identify 

patterns, organise, modify, predict, 

interpret, summarise, make observations, 

estimate, compare.

Secure Cognitive demands 

are complex and 

abstract. Involves 

problems with multi-

steps or more than 

one possible answer. 

Requires justification 

of answers.

Coaching

Mentoring

Learner 

generated

Deepening 

understanding

Low Solve non-routine problems, appraise, 

explain concepts, hypothesise, investigate, 

cite evidence, design, create, and prove.



Early Years Computing

• Children in the Early Years learn best through play and 
practical application of skills. Our computing scheme has 
been designed to align with cutting-edge Early Years 
pedagogy to ensure that not only are children accessing 
relevant areas of the curriculum but that they remain highly 
involved and engaged while doing so. Our lessons involve a 
blend of teacher-led activities, enhanced provision 
provocations, active games and independent tasks. The age 
appropriate sessions ensure that children are seamlessly 
moved from one activity to the next, without time to 
disengage from learning.

16



9/3/20XX Presentation Title 17



Curriculum 
Examples 



KS1 Examples 
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KS1 Examples 
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KS1 Examples 
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KS1 Examples 
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LKS2 Examples 
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LKS2 Examples 
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LKS2 Examples 
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LKS2 Examples 
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