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Intent

Our intent is for children to develop an understanding of key concepts within the
computing curriculum, whilst building a sense of enjoyment around using technology.
We want our pupils to grow a wealth of knowledge in computer programming,
information literacy, data handling and online safety. As a result of this pupils will
leave our school with confidence in encountering new technology and the initiative to
benefit their aims. Children will leave us equipped with the skills to explore new
technology, alongside the confidence to ‘tinker’ independently and pursue their
interests. We aim to grow responsible digital citizens, who recognise and understand
how appropriate online behaviour impacts the wider community. Children will be
exposed to a range of different online information, enabling them to be a make
sensible decisions that build a healthy use of technology. Pupils will be digitally
competent and have range of transferable skills to help them access the future
workplaces and the wider community.

Implementation

Computing will be taught in line with the Kapow Computing scheme to ensure that
children have a solid understanding of the three strands of computing; Computer
Science, Information Technology and Digital Literacy. We use a range of software
programs, applications, unplugged activities and physical devices to broaden and
bolster the well rounded computing experiences for all children. All three of the
computing curriculum strands will be taught through digital and hands-on activities to
ensure that children have a deep understanding of their yearly progression of
knowledge and skills.

Staff have strong subject knowledge, which enables them to deliver a highly effective
and robust computing curriculum. Staff are supported with ongoing coaching and
CPD from our subject specialist. This means that staff feel supported to deliver
lessons of a high standard that ensure pupil progression. Computing is either taught
in blocks or on a weekly basis depending on the year group. We have regular
coverage of online safety with modules in our PSHE curriculum, Mind Mate lessons,
assemblys, online safety week, regular online safety newsletters for parents and
esafety modules in our computing curriculum.

Impact

The impact of our computing curriculum is monitored constantly through formative
and summative assessment opportunities, scaffolded by the Kapow scheme. These
opportunities include, but are not limited to quizzes, knowledge catchers (at the start
and end of units), sticky knowledge quizzes, pupil voice, and class big book
reflection.

Upon leaving school, children will be equipped with the skills to succeed in their
secondary education and be active participants in the modern digital world. Children
will understand how to maintain a healthy relationship with technology to enhance
their lives by recognising how to appropraitely balance their use. They will have the


https://www.kapowprimary.com/subjects/computing/

digital literacy skills to enhance their work through collaborative teamwork using a
range of different software and hardware to achieve artistic and practical aims.
Children will understand how to keep themselves safe online, and recognise
dangers, or misinformation when it occurs. They will understand the impact
technology has on our diverse world and appreciate the achievements of computing
pioneers, like Alan Turing. Overall, we aim for children to leave with the important
skills they need for their working life and in their personal and social futures.

Subject delivery in Early Years

Computing is used to enhance creative thinking through drawing and fine motor skill
development, building towards the early learning goals. Giving children the
opportunity to develop their resilience, with the support of an adult if they require it.
Children have the opportunity to access devices like Chromebooks, iPads,
Code-a-pillars, and Beebots. Sensible screen time talk is vital in developing an
understanding of what a healthy relationship with technology looks like.

Physical coding devices like Code-a-pillars and Beebots are used to develop
positional language and giving instructions as an introduction to programming and
computer science.

Through play oppourtunities and adult led discussion, children develop an
understanding of how different professions use technology and explore this with role
play with devices. The use of technology is part of the early years curriculum and the
Understanding the world early learning goals.

SEN

We recognise that all children face barriers to their learning, especially those with
additional learning needs. As a school, we ensure that our curriculum is accessible
to all children, regardless of their ability or needs, through a wide range of diverse
opportunities to use technology and unplugged activities. We allow children with
additional needs to engage with activities in a variety of ways that suit their learning
style and empower them to achieve their full potential in line with the curriculum.
Pupils’ learning is scaffolded with adult support, when needed, as well as valuable
pre-learning opportunities before lessons to give children additional time to develop
the skills they need to achieve their aims.

Throughout school, we encourage children with additonal needs to use technology in
a way that assists their leanring in other subjects, like using dictation software and
digital writing tools like Clicker, and e-readers to engage with reading.
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