Wraysbury Primary School Curriculum Overview: Computing
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What a computer is.
identifying and learning

to stay safe online as well
developing touch typing

how to program them and
how they can be developed

a familiar story and an

animation of an animal,

devices with cameras

setting for teaching how
data is collected, used and




how inputs and outputs
work, how computers are
used in the wider world and
designing their own
computerised invention

skills. Important keyboard
shortcuts, as well as simple
editing tools within a word
processor including: bold,

italics, underline and font

to be more efficient,
introduction of loops

make their own musical
instrument by creating
buttons and recording
sounds and follow an
algorithm to record a joke

displayed as well as the
scientific learning of the
conditions needed for
plants and animals,
including humans, to

colour as well as how to survive.
import images.
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Introduction to the concept
of networks, learning how
devices communicate.
Identifying components,
learning how information is
shared and exploring
examples of real-world

computer-based application
called ‘Scratch’, learning to
use repetition or ‘loops’ and
building upon skills to
program; an animation, a
story and a game

Learning how to send
emails with attachments
and how to be a
responsible digital citizen
by thinking about the
contents of what is sent.

creating paper versions of
computers helps to
consolidate an
understanding of how a
computer works, as well as
identifying similarities and
differences between

Developing filming and
editing video skills through
the storyboarding and
creation of book trailers.

game, Top Trumps), to
understand what a
database is by learning the
meanings of records, fields
and data. Further
exploration will lead to the

Year 4

networks various models development of the ideas of
sorting and filtering
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Working collaboratively in a
responsible and
considerate way as well as
looking at a range of
collaborative tools.

Further coding
with Scratch

Using variables in coding.

Thinking
Plugged and unplugged
activities to develop the four
areas of computational
thinking

Weather

Researching and storing
data using spreadsheets;
designing a weather station
that gathers and records
data; learning how weather

research, word processing,
and collaborative working
skills whilst learning how
web pages and web sites
are created, exploring how
to change layouts, embed

Editing the HTML and CSS
of a web page to change
the layout of a website and
the text and images




forecasts are made and
using green screen
technology to present a
weather forecast.

images and videos and link
between pages.
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Using the programming
language of Python

Code breaking and
password hacking

RFID

how computers have
evolved and design a
computer of the future.

use a software program to
design their products;

create their own websites
and video adverts to

promote their inventions.
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