
Tower Hill Computing Curriculum Statement

Intent At Tower Hill we aim to ensure that all pupils:
● can understand and apply the fundamental principles and concepts of computer

science, including abstraction, logic, algorithms and data representation
● can analyse problems in computational terms, and have repeated practical

experience of writing computer programs in order to solve such problems
● can evaluate and apply information technology, including new or unfamiliar

technologies, analytically to solve problems
● are responsible, competent, confident and creative users of information and

communication technology

Implementation All classes teach at least one high-quality, standalone computing lesson per half-term, with
at least one detailed unit of lessons to be delivered during one term throughout the course
of the year. In addition, computing lessons are timetabled as joint lessons with other
subjects to maximise teaching time.

Computing is an almost universally popular lesson with the children, so the aim is to
harness the students enthusiasm (and knowledge that they might bring from their own
experience).  In addition, computing lessons use a variety of techniques to further nurture
and encourage the children’s engagement:  online learning games, creative or artistic digital
tasks, and open-ended projects (like 3D game design on Purple Mash) where the children
enjoy significant autonomy.

Impact We aim to foster a creative, innovative attitude to computing, with a focus on invention and
problem-solving. Children will grow in confidence, building on their technical skills
year-on-year, and taking on increasingly challenging and stimulating projects. They will
progressively develop a deep understanding of how information is stored and retrieved from
computers, be able to create and debug increasingly complex programs that serve a
purpose, using precise and unambiguous logical language (algorithms). They will use
technology to interact with a range of age-appropriate software, including regular
opportunities for communication and collaboration via the school’s Google ecosystem
(Google Classroom & Google Drive), and other high-quality platforms like Purple Mash. The
children will also develop a strong understanding of how to use technology safely and
respectfully, knowing what to be wary of and how to report concerns.

Coverage
and Progression

In order to ensure thorough coverage, we use the Purple Mash scheme of work, which
breaks down the NC objectives into discrete, achievable projects for each year. Progression
between years is clear and unambiguous, and the list of learning objectives uses up-to-date
terminology.
Year-specific key vocabulary is introduced and resurfaced regularly in computing lessons,
and resources are deployed wherever appropriate to support all learners. Finally, regular
screen breaks are encouraged in computing lessons to focus on and recap key learning.

Records  and
Assessment

Pupils’ experiences and achievements in computing are recorded in a variety of ways,
including Padlet and on the Purple Mash platform. This will be both throughout, and at the
end of, each phase.

Inclusion We aim to identify, understand and overcome barriers to participation and belonging.
We provide equal opportunities for all learners regardless of age, gender, ethnicity,



impairment, medical concerns, attainment or background.

Also in the back of our minds is the gender disparity in computing  (and other STEM
industries), and so special attention is paid to encouraging and enabling girls to have high
aspirations in computing.

Safety All activities will take place with due regard to the health and safety of all participants.
Risk Assessments are maintained and appropriate equipment is regularly checked.
Pupils are taught explicitly and regularly about online safety (staying safe, using social
media, protecting privacy, etc) and online awareness (maintaining a healthy degree of
skepticism about information found online).

Appendix 1 - National Curriculum for Computing

EYFS pupils should:
● know how to operate simple equipment, e.g. turns on CD player and uses remote control
● shows an interest in technological toys with knobs or pulleys, or real objects such as cameras or mobile

phones
● know that information can be retrieved from computers
● be able to complete a simple program on a computer
● use ICT hardware to interact with age-appropriate computer software

Key Stage 1 pupils should be taught to:
● understand what algorithms are; how they are implemented as programs on digital devices; and that

programs execute by following precise and unambiguous instructions
● create and debug simple programs
● use logical reasoning to predict the behaviour of simple programs
● use technology purposefully to create, organise, store, manipulate and retrieve digital content
● recognise common uses of information technology beyond school
● use technology safely and respectfully, keeping personal information private; identify where to go for

help and support when they have concerns about content or contact on the internet or other online
technologies

Key Stage 2 pupils should be taught to:
● design, write and debug 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
● use logical reasoning to explain how some simple algorithms work 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
● use search technologies effectively, appreciate how results are selected and ranked, and be discerning

in evaluating digital content
● select, use and combine a variety of software (including internet services) on a range of digital devices

to design and create a range of programs, systems and content that accomplish given goals, including
collecting, analysing, evaluating and presenting data and information

● use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour;
identify a range of ways to report concerns about content and contact


