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‘Through God’s love, we are the rich soil where roots grow and seeds flourish.’  Luke 8: 4-15

Intent

When planning and teaching computing at Staindrop Primary School, we believe that it is an essential part of the 
curriculum; a subject that not only stands alone but is woven and should be an integral part of all 
learning. Computing, in general, is a significant part of everyone’s daily life and children should be at the forefront 
of new technology, with a thirst for learning what is out there. Computing within schools can therefore provide a 
wealth of learning opportunities and transferrable skills explicitly within the Computing lesson and across other 
curriculum subjects.

Through the study of Computing, children will be able to develop a wide range of fundamental skills, knowledge and 
understanding that will actually equip them for the rest of their life. Computers and technology are such a part of 
everyday life that our children would be at a disadvantage would they not be exposed to a thorough and robust 
Computing curriculum. Children must be taught in the art form of ‘Computational Thinking’ in order to provide 
them essential knowledge that will enable them to participate effectively and safely in the digital world beyond our 
gates.

‘





§ To understand what algorithms are, how they are implemented as programs on digital devices and that programs execute by following precise and clear instructions. 

§ To use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs.

§ To create, design, write and debug programs to accomplish specific goals, including controlling or simulating physical systems and use logical reasoning to predict the 
behaviour of simple programs. 

§ To use a range of technology to create, organise, store and retrieve digital content as well as recognise common uses of information technology beyond school. 

§ To use sequence, selection, and repetition in programs and work with variables and various forms of input and output 

§ To 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.  

§ To use search technologies effectively, appreciate how results are selected and ranked, and be selective in evaluating digital content 

§ To 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

§ To use technology safely and respectfully, keeping personal information private.

§ To recognise acceptable/unacceptable behaviour and to know where to go for help and support when they have concerns about content or contact on the Internet. 

§ To use technology to connect and consult with people using systems such as Microsoft teams and zoom. 

§ To use a digital reading record and be familiar with online reading programs. 

CURRICULUM AIM:
Love of  Reading

CURRICULUM AIM:
Know more, Do more & 

Remember more

CURRICULUM AIM:
Meet people, go places & 

make things happen

"Through God's love, we are the rich are the rich soil where roots grow and seeds flourish"



Supporting pupils with SEND in 
Computing 

To create a positive and inclusive 
environment for all learners…

• Inspire and engage  children through use of a 
range of pedagogical approaches e.g. modelling

• Partner talk, discussions and feedback (reasoning, 
TTYP, non-verbal feedback)

• Growth mindset approach

To ensure all pupils have access to HQT

• Mastery Approach (concepts taught in small 
steps, guided àindependent practice, 

examples/non-examples)

• Concept frames breakdown learning and 
scaffold thinking

• Vocabulary (explicitly taught, pre-teaching 
if necessary, visual aids, celebrated)

• Metacognitive strategies (questioning, 
paired thinking/reasoning and problem solving 

aloud)

To deploy support staff 
effectively

• TA models high-level 
vocabulary/supports and 

encourage rich historical 
discussion

• TA focus on understanding 
rather than task completion

To assess and implement targeted 
intervention

• Regular marking, AFL strategies/diagnostic
assessment used to identify gaps in learning

• Access to high-quality intervention 
/additional support



THE THREE STRANDS OF THE COMPUTING CURRICULUM 

COMPUTER SCIENCE (CS)

HOW COMPUTERS AND COMPUTER SYSTEMS WORK AND HOW THEY ARE DESIGNED AND PROGRAMMED.

INFORMATION TECHNOLOGY (IT)

THE PURPOSEFUL USE OF EXISTING PROGRAMS TO DEVELOP PRODUCTS AND SOLUTIONS.

DIGITAL LITERACY (DL)

THE SKILLS KNOWLEDGE AND UNDERSTANDING NEEDED IN ORDER TO PARTICIPATE FULLY AND SAFELY IN AN 
INCREASINGLY DIGITAL WORLD.

https://www.kapowprimary.com/featured_documents/computing-long-term-plan-standard/




Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Autumn Getting started –
Computing systems 

and networks. 

What is a computer? -
Computing systems 

and networks. 

Journey inside a 
computer - Computing
systems and networks. 

Collaborative learning –
Computing systems and 

networks. 
Mars Rover 1  
Data handling 

Micro:bit -
Programming 

Spring 
1 

Programming 
Beebots –

Programming 

Programming Scratch Jr
– Programming 

Networks and the 
internet - Computing

systems and networks. 

Website design –
Creating Media Mars Rover  2 -

showcasing skill
Big Data 1  - Data 

handling

Spring 
2 

Digital Imagery  -
Creating Media 

Algorithms and 
debugging/ Bluebots –

Programming 

Programming Scratch 
and Probots -
Programming

HTML – Showcase Skills 
Scratch Programming 
Music - programming

Summer 
1 

Introduction to data 
– Data handling

International Space
Station  - Data handling Video trailers - Creating 

Media
Programming games –

Programming 

Search Engines -
Computing systems 

and networks. 

History of 
computers –

Creating media

Summer 
2 

Rocket to the moon 
– Skill Showcase

Stop Motion – Creating 
Media

Comparison Cards 
Database – Data 

handling 

Investigating weather –
Data Handling 

Micro:bit –
Programming 

Bletchley park -
Computing systems 

and networks. 



2022-2023 – Online safety

Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Autumn 
1

How can I use the 
internet safely?

What happens when I 
post online?

What is the difference 
between beliefs, 

opinions and facts on 
the internet? 

What happens when I 
search online? 

How can I alter 
permissions?

How can I overcome 
negativity online? 

Autumn 
2

How can using the 
internet affect my 

emotions? 

How do I keep my 
things safe online? 

What can I do when
being online makes me 

upset?

How do companies 
encourage us to buy 

things?

How can I use 
technology safely, 
respectfully and 

responsibly? 

What are the 
consequences of 
sharing online?

Spring 
1 

How can I be kind and 
considerate online? 

Who should I ask 
before sharing 

information online? 

What are privacy 
settings? 

How can I create my 
own judgements about 

what I read online? 
Is information online 

always fact? 

How can I create a 
positive online 

reputation?

Spring 
2 

What is okay to post
and share online? 

Can I deny 
permissions? 

What are the rules of 
social media platforms? What is a bot? 

What is the difference 
between online and 

offline bullying? 

How can I capture
evidence?

Summer 
1 

When should I ask for 
help? 

Is everything I see 
online true? 

Are online friends the 
same as offline friends? 

What is too much 
screen time?

Is technology good for 
my health? 

What makes a strong
password?

Summer 
2 

How can I use the 
internet safely to 

speak to family and 
friends?

What can I do if I feel 
sad online? 

Why are age restrictions 
important?

How can I be a good
friend online? 

How can I keep my 
accounts secure? 

How can I spot
scams? 



Progression of Skills in 
Computing 



Computer 
Science 

(Hardware) 



Computer 
Science 

(Networks 
and data 

represent
ations)



Computer 
Science 

(Computational 
Thinking)



Computer Science

(Programming)



Information 
Technology

(Using 
Software)



Information 
Technology

(Using email 
and the 

internet) 



Information 
Technology

(Using Data)



Information 
Technology

(Wider use of 
Technology)



Digital Literacy


