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School Implementation Plan 
2014 Primary Computing Curriculum 

Introduction 

This is our two year implementation plan for the new Computing National Curriculum 

commencing in September 2013. This outlines the fundamental skills children need 

to enable them to transfer knowledge and gain a deeper conceptual understanding 

of how technology works. This includes a key strand of computational thinking.  

Computational Thinking 

Computational thinking is a way of looking at the world and a way of finding and 

solving problems. It involves ability in all of the following skills: 
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When tackling a problem using computational thinking, the thought processes would 

be as follows: 

PROBLEM 
(i.e. you are asked bake a wedding cake) 

 
 

DECOMPOSITION 
You would first decompose the elements of the problem. What ingredients will you 

need? What equipment? How much time?  
 
 

PATTERN RECOGNITION 
Is the basis for solving your problem. You need to recognise patterns in your 
decomposed elements. What can you do together? What elements will come 

first/last? 
 
 

ALGORITHM DESIGN 
Is the step-by-step strategy for solving a problem. It is based on the decomposition 

of a problem and the identification of patterns to help solve the problem. 
 

To be able to successfully achieve each of these stages when tackling a problem, 

learners will need analytical skills and the ability to reason logically.  

Computer science gets children to think in both abstract and concrete ways. The role 

of the computer scientist is usually to work with the theoretical side of technology 

focusing on software and programing using problem solving skills to design and 

create solutions to programing and coding issues. As the Next Generation report 

(http://www.nesta.org.uk/library/documents/NextGenv32.pdf) states there are a lack 

of highly skilled jobs for games programmers and other similar jobs. It makes note 

that the talent pipe line has dramatically reduced and it is now the role of the school 

to start helping children to gain the transferable skills needed at the very beginning of 

education and progressing steadily throughout. 

Where we are 

Due to the reform of the National Curriculum the next generation of learners are to 

be taught a new computing curriculum. This incorporates a range of key skills 

needed for today’s generation of learners to enhance their future. Currently being 

taught are the guidelines provided from the old National Curriculum within a thematic 

approach.  

The current resource audit shows the following technology in our school: 

 25 RM dual Core Laptops – 3 years old 

 8 staff Laptops Acer dual core Windows XP 

http://www.nesta.org.uk/library/documents/NextGenv32.pdf


Names: Samantha Curry, Holly Dytham, James Horne, Lucy Kitching  

 
 3 

 3 Bee-Bots 

 1 unopened Lego Mindstorms 

 15 iPads 

 8 SMART Boards, 6 years old 

 8 Projectors 2 years old 

As we are aware teaching staff and teaching assistants are not competent and 

confident in using technology to enhance learning across the curriculum. Therefore, 

training will be put into place to accommodate their skills for the computing 

curriculum to ensure children gain a great understanding. Having taken into 

consideration the teaching and learning policy of the school it states that a key aim is 

to enable teachers to teach as effectively as possible. We have taken this on board 

through our INSET introduction to computing, the training we have set up and 

through the slow release of expenditure.   

The teaching and learning policy states ‘tell me and I forget, show me and I 

remember, involve me and I understand’. We are taking this on board in terms of 

both our teachers and children ensuring that the teachers have a deep 

understanding and can therefore teach children effectively. Ensuring children are the 

masters of their technology rather than technology mastering them.  

Literature Review  

Having researched new computing curriculum there is a limited range of research 

and use into how to successfully implement it into the school environment.  

Lego Mindstorms 

 The abilities of problem solving and critical thinking are two widely considered 

important outcomes of education. The use of Lego Mindstorms promotes a 

student friendly environment that involves robotics 

(http://cybercamp.ca/Benefits_of_Robotics_files/critical2006.pdf). 

 Lego Education, Lego’s division that delivers hands-on creative thinking and 

problem-solving exercises to schools, has offered Mindstorms programs to 

teachers and educators for some time, but the new EV3 platform has been 

developed from the ground up with education specifically in mind 

(http://www.wired.com/geekdad/2013/01/new-lego-mindstorms-coming/).  

Raspberry Pi 

 Charlotte Latin School in North Carolina have used the Raspberry Pi to 

promote creativity and to explore the role of an engineer behind the problems 

being solved (http://www.raspberrypi.org/archives/2159).  

 St Saviour’s School in Paddington in London (http://gotofdn.org/blog/gototech-

the-goto-foundations-first-event/) with 7-9 year olds learn how to program 

http://cybercamp.ca/Benefits_of_Robotics_files/critical2006.pdf
http://www.wired.com/geekdad/2013/01/new-lego-mindstorms-coming/
http://www.raspberrypi.org/archives/2159
http://gotofdn.org/blog/gototech-the-goto-foundations-first-event/
http://gotofdn.org/blog/gototech-the-goto-foundations-first-event/
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Python and to inspire children in computer science and this allows children to 

interact with their environment.  

 Miles Berry (http://milesberry.net/2012/04/raspberry-pi-interview/) indicates 

that the low cost of the Raspberry Pi removed the cost barrier and allows 

children to experiment and explore coding.  

Play-based learning 

 Steve Bunce (http://www.youtube.com/watch?v=XK3PdVprtMM) indicates that 

to learn computing and programming does not need to have a computer or 

digital device to carry this out. He explored the use of knitting across different 

school ages to develop the thinking skills necessary to program. These 

include: social skills, technology skills, sequencing, debugging, correct use of 

syntax, variables, expressions, input and outputs, dependencies, functions, 

methods and loops in general. Steve Bunce indicates that it support children 

with a fear of technology.  

 Miles Berry (http://www.youtube.com/watch?v=LjMWGnStP68) indicates that 

computing is best learnt through play, exploration and experiment. For 

example through making something through block building. Furthermore, he 

states that a lot of what computer scientists do is play and experimentation. 

Play-based learning can support problem solving such as design, create, 

explore.   

 Dr Tom Crick (http://drtomcrick.com/2012/10/12/programming-is-the-start-not-

the-end-lets-develop-computational-thinking-and-problem-solving-skills/) 

indicates that there needs to be a balance between practical programming 

skills and the deeper understanding of programming and it can be assumed 

that this can be carried out through play based learning.  

Scratch  

 Inexperienced seven year old children wrote simple computer games through 

Scratch including human control. This allowed children to have a good insight 

into programming and allows children to have a natural curiosity to technology  

(http://audioboo.fm/boos/822196-mberry-talking-about-teaching-scratch-to-7-

year-olds-at-gototech). 

 Mitch Resnick indicates that Scratch allows children to create and explore 

with new technologies. Children at the moment in terms of computing are like 

they can read but not write and allowing children to read  

(http://www.ted.com/talks/mitch_resnick_let_s_teach_kids_to_code.html). 

Kodu 

 Children of Elsternwick primary school have demonstrated that using Kodu 

allows them to take control of their own learning they are encouraged to trial 

and error different actions and discover what different buttons do.  They spent 

time designing and creating their games independently and had to present 

http://milesberry.net/2012/04/raspberry-pi-interview/
http://www.youtube.com/watch?v=XK3PdVprtMM
http://www.youtube.com/watch?v=LjMWGnStP68
http://drtomcrick.com/2012/10/12/programming-is-the-start-not-the-end-lets-develop-computational-thinking-and-problem-solving-skills/
http://drtomcrick.com/2012/10/12/programming-is-the-start-not-the-end-lets-develop-computational-thinking-and-problem-solving-skills/
http://audioboo.fm/boos/822196-mberry-talking-about-teaching-scratch-to-7-year-olds-at-gototech
http://audioboo.fm/boos/822196-mberry-talking-about-teaching-scratch-to-7-year-olds-at-gototech
http://www.ted.com/talks/mitch_resnick_let_s_teach_kids_to_code.html
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their completed games at the end      

(http://www.youtube.com/watch?v=2L7FsC8YXPo).  

 Miles Berry 

(https://docs.google.com/document/d/1UE5HtYVKQyqlJ65H11CHEgjQqtaPP

3mRVeaZrUDWaiI/edit?pli=1) mentions that through playing a computer 

game children are usually thinking about what will happen figuring out how the 

computer will respond to their actions. Therefore he believes that “You’re 

essentially trying to reverse engineer some aspects of the algorithm”  

 Michael Levine, (http://teensintech.com/blog/2013/03/microsoft-kodu-

challenge-kids) states that children gain a multitude of skills through using 

Kodu. Through using the programme children are experiencing a fun activity 

whilst developing their creativity skills as well as their technical skills.  

Lego We- Do 

 St Aiden’s Primary School used Lego We-Do to introduce students to 
robotics (http://www.s2l.org.uk/?p=916). Students made Lego models with 
working motors and sensors and programmed their models to complete pre-
defined tasks. They state that it allows children to explore a series of cross-
curricular, theme-based activities while developing their skills in science, 
technology, engineering, and mathematics as well as language and literacy. 

 Girad College in Philadelphia, America 
(http://www.girardcollege.edu/page.cfm?p=1519) use the Lego We-Dos to 
allow students to construct models from both blueprints and in ‘free-build’ 
mode. Their focus is on the programming language used within Lego We-Do 
to promote an interest in science and computing. 

 On Eileen Malick’s blog she examines the use of Lego We-Do in conjunction 
with Scratch (http://blog.discoveryeducation.com/emalick/2012/05/09/scratch-
ing-the-lego-wedo/). She creates commands through Scratch, getting a Lego 
We-Do model to carry them out. There is transferability between the motors 
and sensors available in We-Do and the programming language of Scratch. 

MaKey MaKey 

 Jay Silver and colleagues created MaKey MaKey, ‘an invention kit for 
everyone’. It consists of a simple circuit boards, alligator clips and USB cable 
and is defined as an ‘invention kit’. Users can create interfaces for interacting 
with programs, keyboards out of conductive materials, anything that 
communicates with your computer 
(http://www.kickstarter.com/projects/joylabs/makey-makey-an-invention-kit-
for-everyone). 

 This video demonstrates one idea using the MaKey MaKey, a musical 
painting (http://www.youtube.com/watch?v=uqPys4opLn8), this allows 
children to be creative with not only their paintings, but their programming. 

 This video also demonstrates the way in which children can utilise MaKey 
MaKey, using their peers as a musical instrument 
(http://www.youtube.com/watch?v=Ph9defF9loc).  

 This blog by Vinnie Vrotny (http://vvrotny.org/2012/11/27/playing-with-a-
makey-makey/) highlights the accessibility of MaKey MaKey and how it can 

http://www.youtube.com/watch?v=2L7FsC8YXPo
http://www.facebook.com/l.php?u=https%3A%2F%2Fdocs.google.com%2Fdocument%2Fd%2F1UE5HtYVKQyqlJ65H11CHEgjQqtaPP3mRVeaZrUDWaiI%2Fedit%3Fpli%3D1&h=aAQGPlSUC
http://www.facebook.com/l.php?u=https%3A%2F%2Fdocs.google.com%2Fdocument%2Fd%2F1UE5HtYVKQyqlJ65H11CHEgjQqtaPP3mRVeaZrUDWaiI%2Fedit%3Fpli%3D1&h=aAQGPlSUC
http://teensintech.com/blog/2013/03/microsoft-kodu-challenge-kids
http://teensintech.com/blog/2013/03/microsoft-kodu-challenge-kids
http://www.s2l.org.uk/?p=916
http://www.girardcollege.edu/page.cfm?p=1519
http://blog.discoveryeducation.com/emalick/2012/05/09/scratch-ing-the-lego-wedo/
http://blog.discoveryeducation.com/emalick/2012/05/09/scratch-ing-the-lego-wedo/
http://www.kickstarter.com/projects/joylabs/makey-makey-an-invention-kit-for-everyone
http://www.kickstarter.com/projects/joylabs/makey-makey-an-invention-kit-for-everyone
http://www.youtube.com/watch?v=uqPys4opLn8
http://www.youtube.com/watch?v=Ph9defF9loc
http://vvrotny.org/2012/11/27/playing-with-a-makey-makey/
http://vvrotny.org/2012/11/27/playing-with-a-makey-makey/
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support the use of other software and hardware such as Raspberry Pi and 
Scratch.  

iPad apps 

 The use of iPads in education is well documented and successes have 
already been identified as can be seen by the investment already made by the 
school. The use of apps to support computing (i.e. coding and programming) 
has been investigated by this website 
(http://www.ipadineducation.co.uk/iPad_in_Education/Welcome.html).  

 This research conducted by Naace 
(http://www.naace.co.uk/publications/longfieldipadresearch) investigated the 
use of iPads in UK schools and found that while early on in research, the 
indications suggest that the use iPads successfully promotes skills in logical 
thinking, pattern recognition and decomposition, all skills conducive to 
computational thinking. 

 This article by Lauren Goode (http://allthingsd.com/20130416/hopscotch-for-
ipad-makes-coding-kid-friendly/) highlights the app Hopscotch’s ability to 
make coding child-friendly. It notes the accessibility of the app and its 
particular focus on interesting girls. 

Aims and Objectives  

Our implementation plan is in two parts. The first year aims to provide children in 

every year with the basic computational skills which the old ICT curriculum does not 

provide, ensuring that each child can begin to develop their computing skills no 

matter the stage of their schooling. Therefore the first term will have a great 

emphasis on play- based learning, providing children with a range of environments 

and scenarios in which to develop these key skills. 

The second year plan will then form the schools continued computing scheme, this 

aims to build upon the key skills that the children have learnt from their first year of 

computing. We have decided that Year 6 will have a term that concentrates on their 

computing with the use of an in depth project using App Shed with the final product 

being their own apps. 

Digital literacy has been integrated throughout the year at the discretion of the 

teachers, ensuring that fundamental skills that featured in the old ICT curriculum are 

continuing to be taught. 

With the implementation of new technology, we have endeavoured to slowly release 

funds and ensure the suitability of the technology by buying some of the technology 

at a decreased rate in the first year. For example, as we do not yet know the success 

of the Raspberry Pi’s, we have suggested that in the first year the school invests in 

only 5 devices, reviewing their success and potentially investing in a further 10 

devices enabling paired work. 

One of our aims over the two years is to implement the curriculum in this manner 

which will continue to successfully support learning. 

http://www.ipadineducation.co.uk/iPad_in_Education/Welcome.html
http://www.naace.co.uk/publications/longfieldipadresearch
http://allthingsd.com/20130416/hopscotch-for-ipad-makes-coding-kid-friendly/
http://allthingsd.com/20130416/hopscotch-for-ipad-makes-coding-kid-friendly/
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By the end of the two years our aim is to give the children coming into the school 

transferrable computational thinking skills and a deeper conceptual understanding of 

computing and programming. 

One of our long term aims is to see children to progress from year 1 to year 6 to gain 

the skills needed so that when they join secondary school they are able to cope with 

the demands of the KS3 curriculum. 

First Year Plans 

Expenditures 

Type of expenditure  Cost 

Training and Supply (see  breakdown 
below) 

£729.80 

Raspberry Pi x 5 
Memory card 4GB 
USB power supply 
Raspberry Pi model B 
Clear cases 

£50.65 each 
Total: £253.25 

MaKey MaKey x 8 £39.99 each 
Total:£323.87 

Webcams (8 megapixel) USB PC 
camera with microphone x 15 

£7.95 
Total: £66.60 

Lego Mindstorms x 4 £187.88 each 
Total: £751.52 

Total: £2125.00 

All these prices above include postage and packaging.  

All expenditure foreseen in first year of implementation. Remaining total of 

£875.00 to be allocated to second year training and peripherals as and 

when needed based on yearly review.  

Training  

Date Course/Couse content/ 
Staff Attending 

Cost 

Year 1, Term 1, 
September  

E-safety course 
 
ICT Coordinator and Head 
Teacher/Safeguarding 
Officer. 
One supply teacher 
needed.  

£49.80 
 
 
 
 
£120 

Year 1, Term 1, 
September  

INSET Day  
 
Guest Speaker- Head 
Teacher from Broadclyst 

Guest Speaker: £100 expenses  
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Community Primary 
school- used to inspire and 
boost confidence of 
teaching staff.  
 

 E-safety 
 Introduction to new 

curriculum 
 Setting up displays 

in schools for 
children and staff 

 Syntax dictionary 
and various 
activities, play-
based learning and 
KS1 technology to 
get staff motivated 
and confident to 
teach computing.  

Year 1, Term 1, 
October  

After school hours. CAS 
Teachers Hub meeting - 
Plymouth: Learning to 
Program? Where to start! 
Computing At School 
 
ICT Coordinator and any 
staff that wish to attend   
 

Free 

Year 1, Term 2, 
November  

Scratch training- SWGFL- 
Exeter  
 
ICT Coordinator and Key 
Stage 1 coordinator  
Two supply teachers 
needed.  

£120 
 
 
£240 

Year 1, Term 2, 
December  

After school: Staff Meeting 
to introduce Scratch to the 
staff.  

Free 

Year 1, Term 3, 
January/February 

Staff Resource Pack.  Free 

Year 1, Term 4, 
March 

Staff Review to ensure staff 
are confident and skilled 
with the technology.  

Free 

Year 1, Term 5, 
May 

Staff observations to focus 
on the teaching and 
learning of computing. 
 
Observations of ICT 
Coordinator of good 

Free 

http://www.eventbrite.co.uk/org/1208493651?s=12594718
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practice.  

Year 1, Term 6,  
June 

Staff twilight session.  
Review of the year. 
Looking forward to next 
year.  

Free 

 

Teaching and Equipment  

Key Stage One 

Pupils should be taught to:  

understand what algorithms are, how they are implemented as programs on 
digital devices, and that programs execute by following a sequence of instructions  

write and test simple programs  

use logical reasoning to predict the behaviour of simple programs  

organise, store, manipulate and retrieve data in a range of digital formats  

communicate safely and respectfully online, keeping personal information private, 
and recognise common uses of information technology beyond school.  

 

Year Group Term Computing 
Activities 

Strand 

1 1 
 
 
 
 
 
2 
 
 
3 
 
 
4 
 
5 
 
6 

Class blog 
introduced 
throughout the 
year. 
Play-based 
learning. 
Sandwich Bot & 
play-based 
learning. 
E-safety Day 
Bee-Bot and iPad 
Bee-Bot app. 
Sketch Nation iPad 
game design app 
‘Problem Finders’ 
term.  
Digital literacy  

1, 5 
 
 
 
 
 
1, 3 
 
 
 
2, 3, 5 
 
1, 2, 3 
 
1-4 based on 
success criteria   
6 

2 1 
 
 
 
 
 
2 
 
3 

Class blog 
introduced 
throughout the 
year. 
Play-based 
learning.  
Bee-Bots and iPad 
Bee-Bot app. 
E-safety day & 

1, 5 
 
 
 
 
 
2, 3, 5 
 
1, 5. 
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4 
 
 
5 
 
6 

Sandwich Bot. 
Daisy the Dino 
iPad app and 
animation project.  
Sketch Nation iPad 
game design app. 
Digital literacy.  

 
1, 2, 4 
 
 
1, 2, 3 
 
6 

 

Key Stage Two 

Pupils should be taught to:  

design and write programs that accomplish specific goals, including controlling or 
simulating physical systems; solve problems by decomposing them into smaller 
parts  

use sequence, selection, and repetition in programs; work with variables and 
various forms of input and output; generate appropriate inputs and predicted 
outputs to test programs  

use logical reasoning to explain how a simple algorithm works and to detect and 
correct errors in algorithms and programs  

understand computer networks including the internet; how they can provide 
multiple services, such as the world-wide web; and the opportunities they offer for 
communication and collaboration  

describe how internet search engines find and store data; use search engines 
effectively; be discerning in evaluating digital content; respect individuals and 
intellectual property; use technology responsibly, securely and safely  

select, use and combine a variety of software (including internet services) on a 
range of digital devices to accomplish given goals, including collecting, analysing, 
evaluating and presenting data and information. 

 

Year Group Term Computing 
Activities 

Strand 

3 1 
 
 
 
 
 
2 
 
3 
 
5 
6 

Class blog 
introduced 
throughout the 
year. 
Play-based 
learning. 
Hopscotch iPad 
app. 
E-safety day & 
Scratch project. 
Lego Mindstorms 
project. 
Digital literacy.  

1, 2, 5 
 
 
 
 
 
1, 2 
 
1, 2, 4, 5 
 
1, 2 
 
6 

4 1 
 
 

Class blog 
introduced 
throughout the 

1, 2 
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2 
3 
 
 
4/5 
 
6 

year. 
Play-based 
learning. 
Animation project. 
E-safety day & 
Hackasarus 
project. 
Scratch & Makey 
Makey project. 
Digital literacy.  

 
 
 
6 
1, 4, 5 
 
 
1, 2, 6 
 
6 

5 1 
 
 
 
 
 
2 
 
3/4 
 
5 
 
6 

Class blog 
introduced 
throughout the 
year. 
Play-based 
learning.  
Lego Mindstorms 
project.  
E-safety day & 
Kodu. 
Code Academy & 
Raspberry Pi. 
Digital literacy.  

1, 2 
 
 
 
 
 
2, 3, 4, 5 
 
 
 
 
6 

6  1 
 
 
 
 
2 
3 
 
5 
 
6  

Class blog 
introduced 
throughout the year 
Play-based 
learning. 
Code Academy.  
E-safety day & 
Hackasarus. 
Sketch Nation iPad 
app. 
Digital literacy. 
Devonport High 
School selected 
boys to come into 
school to explain 
what computer 
science is like in 
secondary school 
and to motivate 
learners.   

1, 2.  
 
 
 
 
2 
4, 5 
 
4, 5 
 
6 
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Second Year Plans 

Training 

Remaining total of £875.00 to be allocated to second year training and peripherals 

as and when needed based on yearly review. 

Teaching and Equipment  

Key Stage One 

Year Group Term Computing 
Activities 

Strand 

1 1 
 
 
 
 
 
2 
 
 
3 
 
 
4 
 
5 
 
6 

Class blog 
introduced 
throughout the 
year. 
Play-based 
learning. 
Sandwich Bot & 
play-based 
learning. 
E-safety Day 
Bee-Bot and iPad 
Bee-Bot app. 
Sketch Nation iPad 
game design app 
‘Problem Finders’ 
term.  
Digital literacy  

1, 5 
 
 
 
 
 
1, 3 
 
 
 
2, 3, 5 
 
1, 2, 3 
 
1-4 based on 
success criteria   
6 

2 1 
 
 
 
 
 
2 
 
 
3 
 
4 
 
5 
 
6 

Class blog 
introduced 
throughout the 
year. 
Play-based 
learning. 
Hopscotch and 
Daisy Dino iPad 
app. 
E-safety day & 
Animation project. 
Makey Makey 
project. 
‘Problem finders’ 
term.  
Digital literacy 

1, 5 
 
 
 
 
 
1,2 
 
 
4,5 
 
2 
 
1-4 based on 
success criteria  
6 
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Key Stage Two 

Year Group Term Computing 
Activities 

Strand 

3 1 
 
 
 
 
 
2 
3/4 
 
 
5 
 
6 

Class blog 
introduced 
throughout the 
year. 
Play-based 
learning activities.  
Scratch 
E-safety day & 
Game Salad 
project. 
‘Problem finders’ 
term.  
Digital literacy.  

1, 5 
 
 
 
 
 
1, 2 
1, 2, 5 
 
 
1-4 based on 
success criteria.  
6 

4 1 
 
 
2 
 
 
3/4 
 
5 
 
6 

Class blog created 
& animation 
project. 
Mozilla 
Hackasaurus 
project. 
E-safety day and 
Kodu project.  
‘Problem finders’ 
term.  
Digital literacy 

4, 6 
 
 
1, 4, 5 
 
 
2, 3, 5 
 
1-4 based on 
success criteria  
6 

5 1/2 
 
 
 
3 
 
4 
5 
 
6 

Class blog created. 
Raspberry Pi & 
Makey Makey 
project. 
E-safety day & 
Mindstorms  
Mozilla Thimble 
‘Problem finders’ 
term.  
Digital literacy 

1, 2, 6 
 
 
 
4, 5 
 
1, 2 
1-4 based on 
success criteria  
6 

6 1 
3 
5 
 
6 (computing 
week) 
 
 
 
 
 
 

Class blog created. 
E-safety day.  
‘Problem finders’ 
term.  
AppShed- create 
app.  
Devonport High 
School selected 
boys to come into 
school support 
learners design the 
apps. 

4 
5 
1-4 based on 
success criteria  
1, 2, 3, 6 
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1-6 

Hakitzu iPad app 
Digital literacy 

 
6 

 

Measure the Impact  

We will assess the implementation of the new curriculum in three ways.   

Hardware and Software.  

We will measure the impact of the new hardware and software bought by conducting 
verbal and paper surveys into teacher’s own experiences of the suitability and 
capabilities of the hardware and software. Based on this we will invest more money if 
deemed suitable. Types of questions asked will include:  

‘Has the hardware/software been easily accessible by all children and adults in your 
class?’  

‘Have you found the equipment suitable for both the projects you have planned and 
the curriculum strands it meets?’  

Children’s Learning.  

The impact on children’s learning is ultimately our main objective. The impact the 
implementation of new curriculum has on their understanding, attainment and 
progress must be assessed regularly and in a variety of ways. These will include:  

Formative – A new APP proforma will be designed by the coordinator before the start 
of the new curriculum based on findings from the first year of implementation. This 
will be made up of dissected strands from the new curriculum and organised by 
level. By the end of 2013, it can be assumed that example documentation for 
assessing pupils’ progress will have been produced allowing us to develop ours 
through consultation.  

Formative – Alongside the more formal APP, regular in-lesson assessment will take 
place, through both self, peer and teacher-led assessment. This will be consistent 
throughout the school in line with the teaching and learning policy. This aims to 
determine immediate achievement and attainment alongside the suitability of the 
hardware and software itself.  

Teacher Competence.  

It is important we measure the impact teacher competence and confidence has on 
the implementation of the new computing curriculum. This will directly affect the 
children’s ability to progress. We will measure the impact these factors have by 
conducting regular lesson observations and inviting members of staff to observe 
good practice. Views and ideas can then be shared between staff members at staff 
meetings and INSET days.  
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First year review  

Review iPads (are they still suitable). 
Review Laptops (are they still supporting software). 
Review all new technology hardware and software 
Review e-safety policy and practices 

  

Long-term goals 

Role and name of ICT Coordinator.  
Carousel of activities when technology it is integrated. 
Mozilla badges use of assessment.  
 

On-going Reviews 

Laptops 
Teacher lessons 
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Appendices 

Appendix A 

Glossary of Terms- Computing  

Algorithm: A process or set of rules to be followed in calculations or other problem-
solving operations, esp. by a computer. 

 

Computational Thinking: a way of solving problems, designing systems, and 
understanding human behaviour by drawing on the concepts fundamental to 
computer science. 
 

Computer Network: A computer network is a telecommunications network that 
connects a collection of computers to allow communication and data exchange 
between systems, software applications, and users. 

 

Debugging: Identify and remove errors. 

 

Decomposition: The breaking down of a problem into smaller parts.  

 
Input: A signal sent to a control box usually from a sensor. This might be caused by 
a change in temperature, sound, light or other measureable amount. 
 
Output: Signal or power sent from a control box to a connected device, e.g., a 
motor, bulb, buzzer. 
 
Procedure: A set of commands, grouped together and named, which are carried out 
each time that name is used in a program. 
 
Program: A sequence of commands written to perform a task. 
 
Programming Syntax: is the set of rules that defines the combinations of symbols 
that are considered to be correctly structured programs in that language. 
 
Python: is a programming language that lets you work more quickly and integrate 
your systems more effectively. 
 
Search Engine: A program for the retrieval of data, files, or documents from a 
database or network, esp. the Internet. E.g. Google.  
 
Sequencing: Arrange in a particular order. 
 
Simulation: A computer simulation is a program which imitates a real-life situation or 
process. They are often used to predict what may happen under specified, defined 
conditions. 
 
 

https://en.wikipedia.org/wiki/Telecommunications_network
https://en.wikipedia.org/wiki/Computers
http://en.wikipedia.org/wiki/Computer_program
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Appendix B 

Play-Based Learning Activities 

These play based learning activities have been devised to equip children with the 

computational thinking skills that they require to progress through the new computing 

curriculum.  

These activities promote the development of social skills, problem solving skills and 

a range of technological skills which need to be developed at a young age to allow 

for progression. All of the activities outlined below provide children with the setting to 

develop their critical thinking skills and problem solving skills which are outlined by 

Dr Thomas Crick as being transferable to computing. This includes trial and error 

and problem solving where children must think logically to seek the errors in their 

methods to create a greater solution. 

Tetris: Provide the children with ‘tetris’ like shapes and they must organise them so 

that they make a complete rectangle. This can be differentiated for age groups as 

appropriate by adapting the difficulty through the quantity of shapes that they must 

organise in order to complete the rectangle. 

Bridge building: Provide the children with newspaper and give them the task to 

build the strongest bridge. 

Tower building: Provide the children with spaghetti and marshmallows, they must 

make the tallest tower that will stay erect. 

Obstacle Course/ Blind Navigation: The children must lead each other around this 

can be either around an obstacle course or simple navigating someone around. In 

terms of the obstacle course the children will create their own obstacle courses 

where they must blind fold one person and guide them around the obstacles. This 

enables children to develop their sequencing skills and promotes thought of 

outcomes.  

Sandwich Bot: The children have to ‘programme’ their teacher to make a sandwich. 

It is important that children break it down into each step, ensuring that they sequence 

logically, paying attention to how the outcome is affected if they miss a step in the 

sequence. 

Instructions based activities leading on from Sandwich Bot: The children must 

create instructions for a variety of scenarios building upon the Sandwich Bot activity 

of ‘programming’ their teacher, this could include the creation of a dance sequence, 

brushing your teeth, this can be linked to the theme of that term if appropriate. 

Treasure Hunt: Provide the children with a sequence of clues and riddles, they must 

use logical thinking to determine where the clues can be found following the 

instructions to reach the treasure. 
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Forest Schools: Forest schools allow children the ability to create a range of 

structures using the natural world around them. Children can be provided with a task 

such as building a den, they must break down the requirements and determine the 

logical way of meeting the task. 

Problem Solving: This is usually based upon group bonding activities, children will 

be provided with a range of resources and problem which they must overcome. An 

example of this will be providing a group of children with two blanks of wood, some 

string and the task of crossing a ‘river’, they must work logically to determine the best 

course of action for overcoming the problem as a team. This will normally involve a 

range of trial and error, encouraging children to approach it in a variety of ways 

seeking the problems with their approaches in order to create a better solution. 

Exploration of a piece of art: Provide the children with a piece of abstract art from 

a famous artist, the children must create their own interpretation of this piece of work 

using the appropriate art resources. 

Role Play: It is recommended that each classroom has a role play area, providing 

the children with an appropriate area for development of play based learning 

computational skills. 

Weaving: Children are provided with strips of paper, the simple instructions for 

weaving, children will not be supported but must use their problem solving skills to 

overcome errors that they make. 
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Appendix C 

Downloads onto Laptops 

 Kodu 

 Scratch 

 Microsoft Office 

 Windows Movie Maker 

 Hackasaurus of browser 

 Game salad 

 

Websites used 

 Mozilla Thimble  

 Infographics 

 App Shed 

 http://csunplugged.org/activities (can be used for play-based 

learning activities) 

 http://drgraeme.net/DrGraeme-free-NXT-G-tutorials/ChV4.htm lego 

mindstorm activities  

 

Apps for Download onto iPads  

 Daisy the Dinosaur  

 Bee-Bot  

 Sketch Nation 

 Hopscotch  

  

http://csunplugged.org/activities
http://drgraeme.net/DrGraeme-free-NXT-G-tutorials/ChV4.htm
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iPad App List  

Bee Bot App: The Bee Bot App allows children to experiment with controlling the 
robot using simple instructions to make the robot move. This app will be used in 
conjunction with the actual robots to allow the children to experiment before using 
the actual robot.  

Cargo Bot App: Cargo Bot gives children the opportunity to programme in a 
sequence using arrows to control a crane. This app would be a good progressive 
app on from Bee Bot.  

Daisy Dinosaur App: This app allows children to get to grips with the very basics of 
programming using simple instructions to make the character move.   

Hop Scotch App: Hop Scotch is an app that progresses on well from Daisy Dino 
that allows children to experiment more with programing using a sequence of 
instructions.   

Sketch Nation App: This app allows children to design and control their own 
games. It is simple and easy to use and allows children to create games of varying 
difficulty.   

Hakitzu App: This app allows children to get to grips with coding to create their own 
robot warriors. It is quite an advanced game used in KS2 that would allow children to 
really understand java script in a fun and exciting way.   
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Risk Register 

Change of curriculum  

With the 2014 curriculum yet to be implemented and still in the draft stages, it is 

subject to change. Alongside this, the next general election in the UK will take place 

in May 2015, leaving any statutory documentation up for inquiry and adaptation. This 

may have implications on any computing implementation we make as we cannot 

foresee the future and have to make changes based on up-to-date documentation. 

Teacher’s competence, confidence and creativity in the implementation of the new 

curriculum 

A potential risk to our implementation of the computing is both teacher attitude and a 

lack of confidence, creativity and competence among staff. These factors may affect 

how successfully new technology is integrated and used throughout the school 

therefore affecting the attainment and progress of children. Possible solutions 

include the increase of support given by an ICT technician, future INSET days 

dedicated to computing and extra training and staff support given by the coordinator. 

We have tried to implement the software and hardware slowly so as not to 

overwhelm but we understand stigmas may still arise. 

Staff turnaround   

Schools are ever changing environments, with staff turnaround being a potential 

implication on both the integration of technology and the provision of training. If for 

example, 2-3 staff members leave one year in to implementation new staff will need 

to be brought up-to-date in both their understanding and training. 

Suitability of software and hardware 

Whilst we have endeavoured to make every effort to research and invest in 

appropriate new technology, we understand that as it is a new curriculum it has not 

be fully tested against the new strands. Therefore, the software and hardware may 

not be inappropriate; we have costed a limited number before investing fully to 

enable us to conduct a review after the first year of implementation. 

Theft and breakages   

While small, the risk of theft and breakages are an on-going risk, particularly after a 

large investment. Therefore we will endeavour to security mark all equipment and 

create an on-going document detailing the allocation and location of hardware at all 

times. 

Accidental expenditure - iPads 

As we have already identified, in game spending is a major risk when using the 

iPads in class. Alongside this, the purchase of new apps is also a risk. Passwords 
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have already been established. These should continue to be only shared with 

teachers and teachers should ensure that children are never able to see the input of 

a password. Any new software required by teacher’s that incurs a cost will need to 

be agreed with the Head teacher and coordinator to ensure suitability. Any free apps 

can be downloaded by the teacher but must be checked before allowing children to 

access. 

 

 

 


