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What is Computing? 

 

 
Computing 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 an ever changing digital world.  
 

 

 
Intent in Computing: 

 

 
All children at St Margaret’s Academy have the right to have deep, rich learning experiences that balance all the 
skills of computing. With technology playing such a significant role in today’s society, we believe that 
‘Computational Thinking’ is a skill children must be taught if they are able to participate effectively and safely in 
this digital world.  
 
Our knowledge rich curriculum is balanced with the opportunity for pupils to use their skills and apply what they 
have learned creatively which will in turn help our pupils become skilful computer scientists. Where it is an 
enhancement to learning, we intend to embed computing across the whole curriculum to ensure that learning is 
accessible to all.  
 
By Upper Key Stage 2, we want our pupils to be fluent with a range of tools to best express their understanding 
and to feel confident in applying themselves independently. 
 

 

 
Best practice in teaching and learning computing 

 

 
At St Margaret’s Academy, we believe high-quality computing education equips pupils to use computational 
thinking and creativity to understand and change the world.  
 
Teachers and St Margaret’s Academy… 
 

 Are enthusiastic about computing. 

 Are facilitators (not dictators). 

 Encourage computational thinking. 

 Model and educate pupils on how to use technology positively, responsibly and safely. 

 Adapt the learning to meet children’s need. 

 Allow time to give bespoke individual feedback.  

 Have high expectations for all pupils. 

Learners at St Margaret’s Academy… 
 

 Are responsible, competent, confident and creative users of information and communication technology. 

 Are enthusiastic about computing and engaged in each learning task. 

 Know that their learning is purposeful. 

 Are able to use their computational thinking skills to solve problems. 

 Are equipped with the skills and knowledge to tackle the ever changing digital world. 

 



 
Our Computing Curriculum 

 

 
Our Computing curriculum focuses on a progression of skills in Digital Literacy, Computer Science, Information 
Technology and Online Safety to ensure that children become competent in safely using, as well as 
understanding, technology. These strands are revisited repeatedly through a range of themes during children’s 
time in school to ensure the learning is embedded and skills are successfully developed. 
 
Computing in Early years 
 
Computing and technology are still vitally important 
subjects to deliver to Reception children. We want 
our children to enter Year 1 with a strong foundation 
of knowledge and will also ensure that children 
develop listening skills, problem-solving abilities and 
thoughtful questioning.  
 
In the Early Years, we use the resources from 
‘Barefoot Computing’ based around computational 
thinking concepts and approaches. 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
Computing in KS1 and KS2 
 
In year 1-6, we follow the ‘Teach Computing’ programme of 
work. 
 
The Teach Computing curriculum is structured into units for each 
year group, and each unit is broken down into lessons. Units can 
generally be taught in any order, with the exception of 
programming, where concepts and skills rely on prior knowledge 
and experiences. Lessons must be taught in numerical order. 
 

 Computer systems and networks 

 Creating media 

 Data and information 

 Programming 
 
 



 
There are 6 units of work for each year group as shown on Whole School Overview below: 

 
 

 
 

 
Esafety 

 

 
Whilst ensuring they understand the advantages and disadvantages associated with online experiences, we want 
children to develop as respectful, responsible and confident users of technology, aware of measures that can be 
taken to keep themselves and others safe online. Our Online Safety Curriculum focuses on underpinning 
knowledge and behaviours that can help pupils to navigate the online world safely and confidently regardless of 
the device, platform or app.  
 
For this, we use ProjectEVOLVE resources 
based on UKCIS framework “Education for a 
Connected World” (EFACW) that covers 
knowledge, skills, behaviours and attitudes 
across eight strands of our online lives from 
early years to year 6. 
 
The eight strands are: 

 Self-Image and Identity 

 Online Relationships 

 Online Reputation 

 Online Bullying 

 Managing Online Information 

 Health, Well-being and Lifestyle 

 Privacy and Security 

 Copyright and Ownership 
 
Esafety is also weaved into some ‘Teach 
Computing’ units and some  JIGSAW PSHE 
lessons. 
 

 
 
 



 
Substantive and Disciplinary 

 

 

Substantive Knowledge in Computing 
 

 
 

Disciplinary Skills in Computing 
Below are the 10 the disciplinary skills that children will develop from year 1-6. As the children move up through the 

school, they will build on the skills learned previously. E.g. in UKS2 children will still continue to identify & use (KS1) and 
explain & recognise (LKS2), but will also demonstrate their ability to and evaluate and develop. You will find the key 

Disciplinary skills in bold on the assessment rubric sheets. 
 

 
 
 

 
 
 



 
Assessment in Computing 

 

 
Assessment in computing should be to determine whether children can remember what they were taught and if 
they can then apply that knowledge.  
 
Progress of our computing curriculum is demonstrated through formative assessments, regular conferencing with 
pupils, summative assessments and assessment rubrics. 
 
The way pupils showcase, share, celebrate and publish their work will best show the impact of our curriculum.  

Teachers can also access examples of ARE for computing and moderate final outcomes against this. 

 
 

 


