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1. Curriculum statement – Computing 

Intent 

At Eaves, our main Computing intent is to inspire outstanding digital citizens for the future. We aim for each child to 
become a responsible, and creative user of communication technology. Our focus is to develop their core skills 
essential for using hardware, including laptops, tablets, and digital media. As well as being able to use the internet in 
a safe and respectful manner. Additionally, we strive to provide them with a good understanding of all aspects of 
computing, which will lead them to become not only a better digital citizen but to prepare them for technology 
which has not been invented yet. Through exposure to various websites, apps, and programs, we aim to enhance 
their computer literacy in the main areas of Computer Science, Information Technology and Digital Literacy. At 
Eaves, we believe in using technology to enhance and extend children's learning across the curriculum. We integrate 
ICT (Information and Communication Technology) into various subjects, developing motivation and social skills. In 
addition to this, we provide weekly computing sessions that focus on key skills such as effective use of devices, 
programming, information processing, and online safety. Our school predominantly uses iLearn2 and National Online 
Safety as our schemes of work, which offers clear progression in skills and knowledge across all year groups. 

Implementation 

At Eaves, the use of information technology will enhance and extend children’s learning across the whole curriculum 
whilst developing motivation and social skills. The children will have weekly Computing sessions that will focus on 
the core foundations of Computer Science, Information Technology and Digital Literacy. As a school, we use iLearn2 
as our scheme of work which provides clear progression in skills and knowledge across the year groups. By using 
iLearn2 it helps pupils become independent, creative, safe, respectful and problem-solving digital citizens with a 
broad and transferrable skillset. iLearn2’s teaching sequence has been designed to make sure pupils learn computing 
skills from the three recognised aspects of computing (below) within each year of their education. This means that 
pupils will build upon skills and concepts they established from the previous year and develop them further in the 
current and subsequent year.  

 The three aspects are: 

• Computer Science  – this covers programming (both block-based and text-based), including computational 
thinking using web-based software such as Scratch. Pupils across Key Stage 1 and 2 will write code to 
program physical and on-screen objects, interactive games and use text-based language, such as HTML and 
Python by the end of Key Stage 2. 

• Information Technology – this covers the use of applications to create digital content, including document 
creation and editing, video making, digital art, graphic design, animation, 3D modelling and website 
building.  

• Digital Literacy – covers skills to find, evaluate, utilise and share using technologies and the Internet. This 
includes important e-safety and internet research skills, as well as an understanding of computer networks in 
Key Stage 2.  

For Digital Literacy, we also use the National Online Safety scheme which has a clear progression on knowledge from 
the eight focus areas of self-image and identity, online relationships, online reputation, online bullying, managing 
online information, health, well-being and lifestyle, privacy and security and copyright and ownership.   
 
We share our learning in school via Seesaw and send links to websites home for parents to support their children’s 
learning. We offer a number of after-school clubs throughout the year aimed at promoting a love for computing and 
associated skills as well as developing children’s skills in these areas. Our staff have access to CPD to enhance their 
own knowledge and capabilities in the subject. The staff are confident in using Computing across other areas of the 
curriculum in order to deepen children’s learning. 
 

 

 

 



 
 

Impact 

As Computing is an increasing part of life today, it is essential that all pupils gain the confidence and ability to 
prepare them for the rapidly developing technological world. As we enter the middle years of the 21st Century, 
being “Technologically Illiterate” will be a hindrance to our children’s lives in the future. As such, it is our duty to 
provide them with the best possible grounding in computing to take them through the rest of their lives. 
The children will learn how to use the Internet safely and understand the necessary precautions to take to stay safe 
and know where to seek help. They will be able to use hardware and software safely and effectively throughout the 
curriculum. 
 

2. Teaching and learning 

Organisation  

Within the academic year, children will study computing units linked to Computer Science, Information 

Technology and Digital Literacy as outlined in the Computing Curriculum Overview. This allows the children to 

enhance their computational thinking and develop knowledge and skills through focused weekly learning. 

Learning will be supported using the iLearn2 and National Online Safety scheme.  

iLearn2 provides computing activity packs to cover the Key Stage 1 and 2 Computing Curriculum. The packs 

include activities for a variety of software across multiple platforms, providing children with a wide range of 

skills. The activity packs are updated EVERY week, helping learn and teach the latest digital skills. ilearn2 

coverage ensures progression of Skills, which are mapped out from reception to year 6, providing full curriculum 

coverage. Digital Literacy is mapped in accordance with the Education for a Connected World (2020) 

Curriculum content 

Early Years 

Within the revised EYFS statutory framework, the Technology strand within Understanding the World has been 

removed. However, there are opportunities within each area of the framework to enable practitioners to 

effectively prepare children for studying the computing curriculum.  

Our Computing lessons are largely cross-curricular with strong links to communication and language, 

mathematics, physical development, and the characteristics of effective learning. We are required to ensure 

children’s ‘school readiness’ and ‘give them a broad range of knowledge and skills that provide the right 

foundation for good future progress through school and life’ - Statutory Framework for EYFS March 2017. 

Computational Thinking is at the heart of the computing curriculum and children will only be ready for this 

subject if we provide them with foundational experiences. The problem solving of Computational Thinking 

closely aligns with the Characteristics of Effective Learning.  

 

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 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 Two 

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.  

 

Supporting all learners  

At Eaves, all our lessons and activities are planned with to a broad, balanced curriculum in mind. Pupil’s differing 

abilities are suitably planned for linked to the learning outcome. Teaching staff use a variety of teaching and 

learning styles in computing lessons. Our principal aim is to develop the children’s knowledge, skills and 

understanding in computing. We ensure that learning is accessible through different devices and adaptions to 

software are made to help visual, auditory and kinaesthetic learners. Pupils are given the opportunity within 

iLearn2 sessions to work on their own and to collaborate with others. Pupils also can watch iLearn2 skills videos 

to help recap and build on learning.  

Progression 

In order to plan our computing lessons effectively, teaching staff can consult our computing progression 

document and overview. The progression document identifies the skills required for each aspect of computing 

from Nursery to Year 6. This enables teachers to have a full understanding of the prior learning required to 

access each lesson; it also demonstrates what the pupils must be able to know and understand to fully access 

their next year group’s curriculum. 

Making Computing relevant 

The National Curriculum states ‘A high-quality computing education equips pupils to use computational thinking 
and creativity to understand and change the world. Computing has deep links with mathematics, science and 
design and technology, and provides insights into both natural and artificial systems. The core of computing is 
computer science, in which pupils are taught the principles of information and computation, how digital systems 
work and how to put this knowledge to use through programming. Building on this knowledge and 
understanding, pupils are equipped to use information technology to create programs, systems and a range of 
content. Computing also ensures that pupils become digitally literate – able to use, and express themselves and 
develop their ideas through, information and communication technology – at a level suitable for the future 
workplace and as active participants in a digital world.’ (National Curriculum 2014) 

      The national curriculum for computing aims 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 

 

Cross-curricular links 

Computing has links to many areas of the curriculum allowing for cross curricular teaching. Some examples of 

this include using digital photographs and videos to present and share information or stories. Use of ebooks can 

promote research of secondary sources and creatively presenting work using audio, images and text. Data 

loggers can be used to record, collect and interpret data which then can be presented digitally in tables and 

graphs. Use of stop animation and Scratch can promote creativity and problem solving. Computing is the 

forefront of education with many leading to enhancing different digital careers.  

Enhancements 

At Eaves, we aim to provide children with rich and exciting Computing experiences. As a school, we are looking 

at ways of promoting digital citizens for all children. We also offer some opportunities for children to engage in 

Computing beyond the classroom. Children can develop relevant skills through after school clubs such as 

Computing Club, Photography Club, Animation Club and using equipment through other clubs to find out 

research, record findings or creative using apps. 

Health and safety 

The safety of our children at Eaves is paramount and there are many different actions we undertake to ensure 

this:  

• Pupils will be advised on the correct use of computing equipment, such as: Computers should be stored 

safely in the classrooms so that their cables are not easily accessible or hanging dangerously  

• Children will not be allowed to use the main electrical socket connected to computers and interactive 

screens 

• Interactive screens should be placed at an appropriate height for the year/group using them, or where 

this is not the case a specially designed box/step should be used 

• Pupils are encouraged to consider their own safety, as well as the safety of others during the lesson 

• Teachers will carry out informal risk assessment during both planning and during the lesson 

• Formal risk assessment are carried out for any out of school visits, using the agreed school form 

• The Computing co-ordinator and St Helens Schools IT Service will check the quality of equipment 

throughout the year 

• Staff will report to St Helens Schools IT Service with software or hardware issues 

• St Helens Schools IT Service will update filtering and monitoring systems 

• Staff, pupils and shareholders will all have their own username and passwords which must not be shared 

• Computing equipment is stored safely within class or within the allocated computing trolleys 

• DBS checks and supervision of visitors/volunteers into school  

• First aid equipment is available at all times, including an on-site defibrillator, and many members of staff 

are trained in what action to take should an issue occur 

Safe practice must be promoted at all times. Computing lessons must be planned and taught in line with health and 

safety regulations. Teachers must also take into account the school’s Health and Safety policy. 

 



 
 

Maintenance  

In order to keep maintenance to a minimum any faults should be reported to the St Helens portal via the desktop icon 

(St Helens Team IT portal) as soon as the problem arises to log a reactive call. All equipment should be shut down 

when finished with to avoid overheating and crossing computer log ins. Programmes should be closed correctly, and 

computers should be shut down in a controlled manner 

 

Planning and resources 

Our curriculum overview and progression document give details of each unit of work for each term. These 

documents define what we will teach and ensure an appropriate balance of skills and knowledge across each 

term. Teaching staff plan sequential activities so that they build upon the prior learning of the children. We give 

children of all abilities the opportunity to develop their problem-solving computational skills and knowledge and 

understanding. Planned progression in our units ensures that the children are increasingly challenged as they 

move through the school. Children regularly and safely use a wide range of programs, apps, and websites to 

build their digital skills. Resources are audited with support of St Helens Schools IT service and are accessible on 

different devices.  

 

3. Assessment and monitoring 

Our Curriculum overview, progression document, assessment statements and knowledge organisers provide 

detail of the key learning, vocabulary, skills and knowledge three aspects of computing that children need to 

acquire.  

We assess the pupil’s work in computing while observing them working during sessions. Computing is assessed 

in accordance with the school’s assessment policy. This enables the teacher to make an annual assessment of 

progress for each child, as part of the child’s annual report to parents. We pass this information on to the next 

teacher at the end of each year.  

Assessment of computing as its own subject will follow the sequences provided in connection with the 

Computing Curriculum Map and through a combination of ilearn2 and National Online Safety. Assessment 

should be built into computing lessons at the planning stage, e.g. teachers should have a clear idea of what and 

who (individuals, pairs or groups) they want to assess, and what their focus will be. Each activity planned is 

linked to a specific ‘skill’ taken from the sticky knowledge on the computing curriculum map and then assessed 

after the activity has taken place.  

Computing should be assessed in a variety of ways:  

• Observation of a child or group during a task  

• Discussion with children about their activity  

• Assessment of saved work in their SeeSaw journal or electronic pupil file  

• Children’s own evaluation of their work  

• Highlighting of objectives through summative assessments  

These assessments should then be used to inform future planning and provide information about individuals and 

groups, as well as provide information for parents. The assessments should be undertaken throughout the Key 

Stages and are the responsibility of the class teacher. Teachers should also carry out evaluations to form the basis for 

future planning, both long and short term.  

CPD: Staff have recently completed four free CPD training sessions with MAKO Education. Training was linked to 

using film to promote film making, raising standards in literacy, wellbeing, and mindfulness. Staff have used this CPD 

to promote film in other curricular areas to capture the voice of the child and promote creativity. The Computing 



 
 

Lead attends termly Subject Leader Briefings with local network schools and engages with training each year. Also, 

iLearn2 offer skills support videos to help with implementation of skills within sessions. 

 

4. Equal Opportunities 

At Eaves Primary School we are committed to providing a teaching environment which ensures all children are 

provided with the same learning opportunities regardless of gender, social class, culture, race, special 

educational need or disability. Teachers use a range of strategies to ensure inclusion and also to maintain a 

positive ethos where children demonstrate positive attitudes towards each other. 

Support for specific individuals is well considered and planned for, with consideration given to how greater 

depth and further challenge can be provided for.  

 

5. Inclusion 

All pupils are entitled to access the computing curriculum at a level appropriate to their needs. 

To ensure inclusion, teachers use a range of strategies in line with the school’s Special Educational Needs and 

Disability Policy. Independent tasks, as well as teaching, are well-adapted to ensure full accessibility, as well as to 

provide appropriate challenge to different groups of learners. The school makes full use of additional adults who 

are deployed effectively to ensure that identified children are able to make progress in each curriculum area. 

Through a carefully planned curriculum, one that includes opportunities for enrichment, we ensure a fully 

inclusive and engaging computing curriculum for all pupils.  

 

6. Role of the subject leader 

The subject leader responsibilities are; 

To ensure a high profile of the subject 

To ensure a full range of relevant and effective resources are available to enhance and support learning. 

To model the teaching of computing. 

To ensure progression of the key knowledge and skills identified within each unit of work and that these are 

integral to the programme of study. 

To monitor digital outcomes and ensure that key knowledge is evidenced in outcomes, alongside and as 

supported by SLT. 

To monitor planning and oversee the teaching of computing. 

To lead further improvement in and development of the subject as informed by effective subject oversight. 

To ensure the computing curriculum takes account of the school’s context, promotes children’s pride in the local 

area and provides access to positive role models from the local area to enhance the computing curriculum. 

To ensure the computing curriculum has a positive effect on all pupils, including those who are disadvantaged or 

have low attainment.  

To ensure that approaches are informed by and in line with current identified good practice and pedagogy.  

 



 
 

7. Appendices (please include curriculum overview, assessment statements, vocabulary example, knowledge 

organiser example) 

 

 



 
 

 

 

Y1 – Y6 Knowledge Organiser

 

 


