
Ashmole Computing Curriculum 
 

Intent 
The Ashmole Computing Curriculum aims to foster a lifelong enjoyment of technology and its 

possibilities. We seek to develop competent, confident, and creative thinkers who understand 

both the opportunities and responsibilities that come with using digital technologies. 

Pupils at Ashmole are taught the essential knowledge, concepts, methods, processes, and 

applications of Computing, as outlined in the National Curriculum (2014). Our curriculum is 

designed to equip young people with the knowledge, skills, and understanding they need to 

thrive in an increasingly digital world — both today and in the future. 

Through a carefully sequenced programme of lessons, we intend to inspire pupils to develop a 

genuine love of the digital world and to apply their learning with confidence and purpose. 

Pupils will learn to be respectful, responsible, and safe users of technology, understanding the 

importance of online safety and knowing how to seek help or report concerns. 

Children are encouraged to connect their learning in Computing to the goals and articles of 

the UNCRC (United Nations Convention on the Rights of the Child). They learn to respect the 

work and privacy of others, value self-expression, and recognise the right to access information 

safely and responsibly. 
 

Implementation 
The Computing curriculum is structured around three key strands: 

• Computer Science – understanding how digital systems work and how to create 

programs. 

• Information Technology – using technology to create, organise, store, and analyse digital 

content. 

• Digital Literacy – developing the skills to use technology safely, respectfully, and 

effectively. 

These strands are delivered through the ‘Teach Computing’ scheme of work, which has been 

developed by subject experts and informed by the latest pedagogical research. This ensures 

clear progression across all year groups, with each unit building upon prior learning and 

experiences. 

Children are encouraged to develop their ideas through exploration and experimentation, 

learning from both success and mistakes. Lessons include opportunities for hands-on practice, 

class discussion, individual reflection, and offline activities that reinforce understanding. 

Online safety is explicitly taught through dedicated lessons and is also embedded across the 

wider curriculum. Teachers are supported with clear guidance, high-quality resources, and 

professional development, enabling them to teach computing with confidence and integrate 

digital skills across all subject areas. 
 

Impact 
Computing at Ashmole will be an enjoyable and valued part of school life. Teachers will 

demonstrate strong subject knowledge and confidence, setting high expectations for all 

learners. Evidence of learning will be showcased in a variety of forms, reflecting both creativity 

and technical proficiency. 

Pupils will use appropriate digital and technological vocabulary accurately, demonstrating 

progression in their computational thinking and technical skills. They will confidently use a range 

of hardware and software to produce purposeful, high-quality outcomes. 

Children will view the digital world as an integral part of their everyday lives. They will understand 

the choices they make online and act as responsible, respectful digital citizens. Pupils will be 

able to follow the SMART online safety rules, keep themselves safe, and know where to seek 

help if needed — empowering them to lead happy, healthy, and balanced digital lives. 
  



Ashmole Computing Curriculum 
 

Overview 

Year Group Term 1  Term 2 Term 3 Term 4 Term 5 Term 6 

Year 1 

Unit 1: Systems 

Technology 

around us/ 

Basic Skills 

Unit 2: Digital Media 

Digital painting 

Unit 3: Programming 

Moving a robot 

Unit 4: Data & Info 

Grouping data 

Unit 5: Digital Media 

Digital writing 
Unit 6: Programming 

Animations 

Year 2 

Unit 1: Systems 

Information 

technology 

around us 

Unit 2: Digital Media 

Digital 

photography 

Unit 3: Programming 

Robot algorithms 

Unit 4: Data & Info 

Pictograms 

Unit 5: Digital Media 

Making music 
Unit 6: Programming 

Quizzes 

Year 3 

Unit 1: Systems 

Connecting 

computers 

Unit 2: Digital Media 

Stop-frame 

animation 

Unit 3: Data & Info 

Branching 

databases 

Unit4: Digital Media 

Desktop 

publishing 

Coding: 

Sequencing  
Coding: 

Loops & Events  

Year 4 
Unit 1: Systems   

The internet 

Unit 2: Digital Media 

Audio Editing 

Podcasting 

Coding: 

Sequencing  

Coding: 

Loops & Events  

Unit 3: Data & Info 

Data logging 
Unit 4: Digital Media 

photo editing 

Year 5 
Coding: 

Sequencing  
Coding: 

Loops & Events  

Unit 1: Systems 

Sharing 

Information 

Unit 2: Digital Media 

Video Editing 
Unit 3: Data & Info 

Flat File Databases 
Unit 4: Data & Info 

Vector Drawing 

Year 6 
Unit 1: Systems 

Communication 

Unit 2: Digital Media 

Web page 

creation 

Unit 3: Programming 

Variables in 

games 

Unit 4:  Data & Info 

Spreadsheets 

Unit 5: Digital Media 

3D modelling 
Unit 6: Programming 

Micro bits 

 


