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1. Roles and responsibilities
The subject leader is responsible for:

e Preparing policy documents, curriculum plans and schemes of work for the subject.

e Reviewing changes to the national curriculum and advising on their
implementation.

e Monitoring the learning and teaching of Computing, providing support for staff
where necessary.

e Ensuring the continuity and progression from year group to year group.

e Encouraging staff to provide effective learning opportunities for pupils.

e Helping to develop colleagues’ expertise in the subject.

e Liaising with teachers across all phases.

e Communicating developments in the subject to all teaching staff.

e Leading staff meetings and providing staff members with the appropriate training.

e Organising, providing and monitoring CPD opportunities in the subject.

e Ensuring common standards are met for recording and assessing pupil
performance.

e Advising on the contribution of computing to other curriculum areas, including
cross-curricular and extra-curricular activities.

The ICT Technician will be responsible for:
* Ensuring all school devices and networked equipment are maintained, updated and
in reliable working order.
* Responding promptly to reports of damaged, faulty or missing equipment.
e Implementing and monitoring the school’s Cyber Response and Recovery Plan.
* Conducting routine system and equipment checks each term to ensure reliability
and security.
* Managing user accounts, access rights and permissions to protect the school’s data,
information and network integrity.
* Monitoring network activity and reporting any inappropriate or concerning use to
the headteacher or designated safeguarding lead.
¢ Disabling user accounts where necessary, at the request of the headteacher,
following breaches of the school’s technology policies.
e Supporting staff with authorised access to hardware, software and digital platforms
when required.
e Advising the headteacher on matters involving system configuration, data
protection and network security.
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» Accessing user files or data only for the purpose of resolving technical issues or as
part of an authorised investigation.The classroom teacher is responsible for:

e Acting in accordance with this policy.

e Ensuring progression of pupils’ Computing skills, with due regard to the national
curriculum.

e Planning and delivering lessons effectively to cover the content of the national
curriculum.

e Liaising with the subject leader about key topics, resources and support for
individual pupils.

e Monitoring the progress of pupils in their class and reporting this on an annual basis
to parents.

e Reporting any concerns regarding the teaching of the subject to the subject leader
or a member of the SLT.

e Undertaking any training that is necessary in order to effectively teach the subject.

The SENCO is responsible for:

e Liaising with the subject leader in order to implement and develop Computing
throughout the school.

e Organising and providing training for staff regarding the Computing curriculum for
pupils with SEND.

e Advising staff how best to support pupils’ needs.

e Advising staff on the use of teaching assistants in order to meet pupils’ needs.

E-Safety Ambassadors are responsible for:
e Acting as positive digital role models across the school.
e Supporting younger pupils in understanding how to stay safe online.
* Helping to deliver key messages during Safer Internet Week and assemblies.
* Promoting responsible, respectful use of technology in line with the school’s
Acceptable Use Policy.

Pupils will be responsible for:
¢ Using school iPads and other technology safely, respectfully and for learning
purposes only, in line with the Acceptable Use Agreement.
* Following school expectations for the appropriate use of digital devices during
lessons and at home.
® Recognising how technology supports and enhances their learning across the
curriculum.
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2. Curriculum Intent

Washacre Primary School believes that nurturing a passion for learning in Computing is
vital. The aim of our Computing Curriculum is to teach each and every child how to be
Computational thinkers and, as a result, our children learn how to remove barriers for
themselves and develop into problem solvers who are both resilient and confident in their
knowledge and understanding. We achieve this by sparking curiosity and equipping
children with essential skills and knowledge, preparing them for what comes next. This
approach:

e Helps pupils grasp the increasing role of technology, setting them up for a future
full of opportunities (Information Technology)

e Equips them to think critically, back up their opinions with logic and evidence, and
engage in meaningful debates rather than simply accepting information
(Information Technology)

e Instils the understanding that technology evolves constantly, arming them with
the know-how to navigate new online challenges.

e Encourages appreciation for global diversity, aiding in the understanding of one's
own online identity (Digital Citizenship)

e Can understand and apply the fundamental principles and concepts of computer
science, including abstraction, logic, algorithms and data representation
(Computer science)

e Can analyse problems in computational terms, and have repeated practical
experience of writing computer programs in order to solve such problems
(Computer science)

e Cultivates lifelong learners who are adept, responsible, confident, and imaginative
in their use of technology (Digital Citizenship)

e Fosters the skills and mindset necessary for active participation and contribution
to modern British society (Information Technology)

The four strands of our curriculum (of which Computer Science is one) ensure that a clear
focus is also placed on the importance of being a respectful Digital Citizen and understand
their rights and responsibilities in this area. Emphasis is directed towards making
children’s experiences in this area both real world and practical. We use the “Education
for a Connected World” document to ensure that we have well-balanced and far reaching
discussions and activities that reflect and respond to the quickly changing issues that
children are regularly facing through technology. In this way, we are confident that
children are given the cultural capital* needed to be exceptionally well prepared to lead
happy and rewarding lives.
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The Digital Literacy and Information Technology strands of our Computing Curriculum
ensure that children develop a strong core set of key skills as well as to inspire in pupils a
fascination about technology and the world in which they live in. This can give rise to the
drive of aspiration in our children and their families. Armed with this growing
understanding of what technology is and how it works, pupils progress through their
school life deepening their understanding of the interaction between physical and
computational processes, and of the development and use of technology.

At our school we build very strong links between home and school and encourage these
links to provide a stable and secure Computing education for each and every pupil.

3. Curriculum Implementation

At Washacre Primary School, every pupil in Years 1 to 6 has access to their own 1:1 iPad.
These devices are taken home daily once both pupil and parent have signed the
Acceptable Use Policy. This shared responsibility supports our culture of respect,
accountability and digital citizenship. The iPads are used across the curriculum to enhance
learning, creativity and collaboration, ensuring pupils can apply computing knowledge
and skills in all subjects.

In our Computing curriculum, we Bolton SICT scheme of work. Learning in Computing
revolves around four primary themes: Digital Citizenship, Digital Literacy, Computer
Science, and Information Technology. These themes are integrated across all year groups,
demonstrating a structured development of skills and understanding. To maintain
consistency, all themes are taught concurrently throughout the school. The themes are
each presented as a series of iCan statements, which have been developed using
resources from the National Curriculum, Education for a Connected World, NAACE and
CAS.

We use a range of resources to support teaching and learning in Computing including,
unplugged activities, Purple Mash, Project Evolve, Scratch, BBC Bitesize and Beebots.
Computing is not just taught in stand-alone weekly Computing lessons but also integrated
into other areas of the curriculum, including PSHE, English, History, Geography and Art
and Design where possible.

Digital Citizenship

Children must understand the impacts of their online actions, both positive and negative.
When teaching Digital Citizenship, it's crucial to first instil the principles of online safety
before progressing to web content and interaction. Our E-Safety Ambassadors play a key
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role in promoting online safety and modelling responsible digital behaviour across the
school. Utilizing real-life examples ensures that learning is relatable to children's
experiences. We've integrated the Project Evolve (Education For A Connected World)
framework into our Digital Citizenship curriculum, offering clear learning objectives across
all primary Key Stages. This framework focuses on eight key areas of online education:

1. Self-image and Identity

2. Online relationships

3. Online reputation

4. Online bullying

5. Health, wellbeing, and lifestyle

Additionally, our Digital Citizenship curriculum includes a selection of stories featuring
moral dilemmas, chosen thoughtfully to address sensitive issues appropriate for various

Key Stages, ensuring reading is interwoven within the computing curriculum.

Digital Literacy

This unit focuses on developing pupils' digital literacy in using various software, including
the Internet. It encourages them to apply six core skills to achieve specific objectives, such
as collecting, analysing, evaluating, and presenting data and information.

1. Collaboration: Working effectively with others, demonstrating strong interpersonal and
teamwork skills.

2. Creativity: Assessing opportunities with an entrepreneurial mindset and asking
pertinent questions to generate innovative ideas.

3. Critical thinking: Evaluating information and arguments, recognizing patterns and
connections, and applying knowledge in practical contexts.

4. Citizenship: Considering complex issues and solving problems based on a deep
understanding of diverse values and perspectives.

5. Character: Developing traits like determination, perseverance, and resilience, alongside
a commitment to lifelong learning.

6. Communication: Effectively conveying ideas using various methods and tools to diverse

audiences.

Computer Science

Computer science education teaches pupils valuable skills like design, logical thinking,
problem-solving, and resilience, which are useful in many areas beyond the computer
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science classroom. What makes computer science unique is the focus on innovation and
adapting to new technologies, unlike digital literacy, which mainly involves using existing
tools like word processors and spreadsheets. To improve our lessons, we often borrow
STEM kits from Bolton Schools ICT, allowing students to work with the latest technology
and create programs using modern tools. In Washacre, we use the online platform
Experience CS to teach Computer science as the small step coding activities support our
less confident coders whilst equally allowing our more able pupils to fly and enhance their
skills.

Information Technology

This is how we interface with technology using existing hardware. We need to teach
children how to navigate around a variety of devices type save work and find move files.
In addition pupils need to understand the Internet and the web, use search engines,
understand networks and generally be efficient and independent users of range of
technologies. Project Evolve is used to teach the objectives under the headings of
managing online information, privacy and security, copyright and ownership.

EYFS

In the Early Years Foundation Stage (EYFS), Computing plays a vital role in achieving the
Understanding the World Early Learning Goal. Here, pupils are encouraged to recognize
the use of technology in various settings like homes and schools and to choose and use
technology for specific purposes. Our curriculum starts with a focus on Digital Citizenship,
where even our youngest learners express their feelings about using technology and
connect these experiences to real-life emotions. They also learn to empathise with others
and discuss ways to prevent unkind behaviour online. Understanding rules for using
technology at home and beyond and learning how to use the internet for communication
with familiar individuals are also emphasized. Additionally, children engage in discussions
by reading and sharing books that present moral dilemmas in child-friendly stories.

In the Early Years, children have hands-on experiences to enhance their technology skills,
including tasks on platforms like Purple Mash, introduction to programming with Beebots,
and learning basic algorithms through remote control toys. Work is evidenced on Seesaw
and in the topic floor book.

Key Stage 1
Moving into Key Stage 1 (KS1), Computing is taught weekly. We ensure that all pupils

establish and begin developing key technology skills, knowledge, and principles. Building
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on their Early Years experiences, KS1 children further learn how to use technology safely
and respectfully, including keeping personal information private and seeking help when
needed online. They gain proficiency in various software, such as basic Microsoft Word
skills and digital content organization. Computer Science in Year 1 focuses on algorithms,
starting with unplugged activities before progressing to Beebots. In Year 2, children
advance to understanding events and programs using 2Code in Computer Science. Privacy
online is discussed, covering usernames, passwords, and basic internet searching skills.

Key Stage 2

In Key Stage 2 (KS2), Computing continues to be taught weekly. Children expand on their
KS1 experiences, becoming more responsible digital citizens and learning about social
networking, online gaming, and different types of attention through debates and
discussions. They explore various topics such as self-image, online relationships,
cyberbullying, and the impact of technology on health and lifestyle. Age-appropriate
books are used to facilitate discussions on Digital Citizenship and moral dilemmas. Pupils
will be taught to use a range of software to accomplish given goals, such as spreadsheets,
databases, moviemaker and garage band. In Computer Science, skills are progressive from
Year 3 to Year 6 focusing on one element in each year group; Year 3 — Sequence, Year 4 —
Repeats/Loops, Year 5 — Selection/Conditionals and Year 6 — Variables.

4. Curriculum Impact

At Washacre Primary School, we are committed to providing an exceptional Computing
education that adapts to the ever-changing technological landscape. Our goal is for every
student to become proficient and responsible users of information and communication

technology, equipped with confidence and creativity.

We value the cultural history of Computing and technology's evolution, ensuring that
pupils across all year groups learn about historical figures and engage in research projects
to deepen their understanding. We recognise the importance of progression in
Computing skills, challenging and supporting pupils to work rigorously as they advance
through the school. To facilitate this, we have designed an outcomes-driven curriculum
that focuses not only on what pupils should know and do but also on the intellectual
outcomes we intend them to achieve.
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Our pupils confidently discuss their learning in Computing using subject-specific
vocabulary, building on their skills over time. As they progress, we aim for the following

outcomes:

1. Full participation and contribution to modern British life through the demonstration of
necessary skills and attitudes.

2. Equipping pupils with the knowledge and skills to use technology safely, respectfully,
and responsibly, ensuring they are prepared to navigate the evolving digital landscape
and make ethical decisions.

3. Instilling an appreciation for quality literature in the Computing curriculum,
emphasizing digital citizenship as a cornerstone and recognizing the value of reading in
acquiring knowledge.

Through our comprehensive curriculum, we foster a passion for technology among our
pupils. They are inspired by their topics, eager to explore the online world, and develop a
lifelong love for Computing that motivates them to continually expand their knowledge.

5. Greater depth opportunities in computing

Challenging more able children in primary school computing is crucial for fostering their
critical thinking and problem-solving skills. By offering them opportunities to explore
advanced concepts, such as coding, algorithms, and data analysis, we help them stay
engaged and motivated. This not only deepens their understanding but also prepares
them for future technological challenges. Encouraging creativity and higher-order thinking
ensures that these children can reach their full potential, developing the skills they need
to become innovative and confident digital leaders.

Algorithmic thinking

Pupils are challenged to develop strong algorithmic thinking skills by solving complex
problems through step-by-step processes. This encourages logical reasoning and the
ability to break down larger tasks into smaller, manageable steps.

Programming Projects

Rather than just learning the basics of coding, pupils engage in more advanced
programming projects. These projects often involve designing and implementing their
own programs, fostering creativity and a deeper understanding of coding principles.

Critical analysis of software
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Pupils are encouraged to critically analyse existing software and applications. This
involves understanding the functionality, identifying potential improvements, and
even attempting to create their own versions with added features or enhancements.

Collaborative coding

Pupils are given opportunities to collaborate on coding projects. Working in pairs or
groups, they learn not only technical skills but also effective communication and
teamwork, mirroring real-world scenarios in the field of computing.

6. Assessment

Progress in Computing will be monitored through ongoing teacher assessment, supported
by discussion, mini-assessment checks within Project Evolve (for Digital Citizenship and
Information Technology), and regular reviews of pupils’ work in Experience CS.

Formative assessment will take place continuously during lessons, enabling teachers to
evaluate pupils’ understanding of specific objectives and outcomes. These assessments
are conducted informally through observation, questioning, and review of pupil work.

Summative assessment will be carried out at the end of each half term. Pupils’ overall
capabilities will be evaluated through open-ended tasks, allowing them to demonstrate
understanding and application of the knowledge and skills taught within each unit. Mini-
assessments on Project Evolve will be completed before and after teaching objectives to
measure progress in Digital Citizenship and Information Technology. In Computer Science,
pupil attainment will be assessed through review of Experience CS project overviews,
where pupils working at greater depth can be identified through the creative use of add-
ons and increasing confidence in coding.

7. Legal framework

This policy has due regard to statutory guidance including, but not limited to, the

following:

e DfE (2021) ‘National curriculum in England: Computing programmes of study’
e DfE (2021) ‘Statutory framework for the early years foundation stage’

This policy operates in conjunction with the following school policies:

e E-Safety Policy

e Al Policy

e Primary Curriculum Policy

e Equality Information and Objectives Policy
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e Pupil Equality, Equity, Diversity and Inclusion Policy
e Staff Equality, Equity, Diversity and inclusion Policy
e Primary Assessment Policy

8. The National Curriculum

Department
for Education

Computing programmes of study: key stages 1 and 2
National curriculum in England

Purpose of study

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.

Aims
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
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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.

Attainment targets

By the end of each key stage, pupils are expected to know, apply and understand the

matters, skills and processes specified in the relevant programme of study.

Subject content

Key stage 1

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 2

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
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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.
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9. Strands within the Computing Curriculum

D EEICH R vrat s Digtal iteracy?

Children need to examine the consequences of their online activity—both Digital Literacy is essentially how to use a whole host of different software. Having high levels of Digital Literacy enables us to decide which software we

good and bad. When teaching Digital Citizenship it is vital that we need to complete any given task, how to transfer skills and ultimately, be confident when using software.

thoroughly embed the principles of staying safe online and then move onto | The essential component of digital literacy when it comes to the field of pedagogy is deep learning; of which there are six core skills:
web content and how they interact with it. It isimportant to use real
world examples with our children to ensure that their learning is relevant
to their life experiences.

There are five key aspects of online education, adopted and incorporated

from the Education for a Connected World framework, focalised within the

teaching of Digital Citizenship at Washacre. These are:
* Collaboration: The ability to work collaboratively with others, with strong interpersonal and team-related skills.
® Self-image and

Identity Creativity: Being able to weigh up opportunities in an entrepreneurial manner and ask the right questions to generate new ideas.

® Online
relationships

Critical thinking: Being able to evaluate information and arguments, identify patterns and connections, and construct meaningful knowledge
and apply it in the real world.

° Online

reputation * Citizenship: The ability to consider issues and solve complex problems based on a deep understanding of diverse values and a worldview.
° Online bullying * Character: Traits such as grit, tenacity, perseverance, and resilience; alongside a desire to make learning an integral part of living.
° Health, wellbeing and lifestyle .

Communication: Being able to communicate effectively through a variety of methods and tools to a range of different audiences.

What is Computer Science? What is Information Technology?

Computer science has been deemed as important to the school curriculum because of This is how we interface with technology using existing hardware. We need to teach children how to navigate

its potential to teach children Computational Thinking or how to think. Computational around a variety of devices, type, save work, find and move files. In addition, they need to understand the internet
Thinking can teach pupils how to be successful with design, logical reasoning, problem and the web, use search engines, understand networks and generally be efficient and independent users of a range
solving and resilience - all valuable well beyond the computer science classroom. The of technologies.

ability to create and adapt new technologies distinguishes computer science from
computer literacy. There are three key aspects of online education, adopted and incorporated from the Education for a Connected
World framework, focalised within the teaching of Information Technology at Washacre. These are: ® Managing

online information

®  Privacy and security

®  Copyright and ownership
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The National Computing curriculum has three focused strands: Computer Science, Digital Literacy and Information Technology.
Bolton SICT development team have raised the profile of online safety and have expanded the strands to include a fourth strand Digital Citizenship. Bolton
SICT have adopted and incorporated the Education for a Connected World framework into the teaching of Digital Citizenship and PHSE across all year groups.

It should be noted that this the Washacre Computing Curriculum defines digital literacy and information technology differently to OFSTED, refer to the
infogram below.

Scope Ofsted
S S Bolto
Tha ke Databases SchoolsT
Hardware & Software Netwariing

3D modelling
Word processing
Presentation Spreadsheets |
Use of the WWW /
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10.Computing Progression

Early Years Foundation Stage

DIGITAL LITERAC

Objectives:

®  DC.EYFS.1 | can talk about my digital footprint
Self-image and identity

® DC.EYFS.2 | can recognise, online or offline, that anyone can say ‘no’ /
‘please stop’ / ‘I'll tell’ / ‘I'll ask’ to somebody who makes them feel sad,
uncomfortable, embarrassed or upset

Online Relationships

®  DC.EYFS.3 | can recognise some ways in which the internet can be used to
communicate

®  DC.EYFS.4 | can give examples of how | (might) use technology to
communicate with people | know

Online Reputation

®  DC.EYFS.5 | can identify ways that | can put information on the internet
Online Bullying

®  DC.EYFS.6 | can describe ways that some people can be unkind online

®  DC.EYFS.7 | can offer examples of how this can make others feel
Health, wellbeing and lifestyle

®*  DC.EYFS.8 | can identify rules that help keep us safe and healthy in and
beyond the home when using technology

®  DC.EYFS.9 | can give some simple examples of these rules

SPRING TERM — COMPUTER SCIENCE AND DIGITAL
LITERACY

Objectives:

®  CS.EYFS.11can name items we control in the everyday
environment

®  CS.EYFS.2 | can use every day technology

®  CS.EYFS.3 | can explore on screen activities — by
clicking (cause and effect)

®  CS.EYFS.4 | know that an algorithm is a set of
instruction that can solve a problem

®  CS.EYFS.5 create a simple algorithm for a
BeeBot/Blue-Bots or remote control toy

Objectives:
Managing online information

®  IT.EYFS.1 1 can talk about how to use the internet as a
way of finding information online

® IT.EYFS.2 | can identify devices | could use to access
information on the internet
Privacy and Security

® IT.EYFS.3 | can identify some simple examples of my
personal information (e.g. name, address, birthday, age,
location)

®  IT.EYFS.4 | can describe who would be trustworthy to
share this information with; | can explain why they are
trusted Copyright and ownership:

® IT.EYFS.5 | know that work | create belongs to me

®  IT.EYFS.6 | can name my work so that others know it
belongs to me

NON-NEGOTIABLES FOR ASSESSMENT
including pupils with SEND

| can identify rules that help keep us safe and healthy in and beyond the home
when using technology

| can name items we control in the everyday environment

| can identify devices | could use to access information on the
internet
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YEAR 1

YEAR 2

YEAR 3

YEAR 4

YEAR 5

YEAR 6

Objectives:

. DC1.1 | can talk about
my digital footprint

Self-image and identity

. DC1.2 | can recognise
that there may be
people online who could
make me feel sad,
embarrassed or upset

. DC1.3 If something
happens that makes me
feel sad, worried,
uncomfortable or
frightened | can give
examples of when and
how to speak to an
adult I can trust.

Online relationships

. DC1.4 | can give
examples of when |
should ask permission
to do something online
and explain why this is
important.

. DC1.5 | can explain why
it is important to be
considerate and kind to
people online and to
respect their choices

Online reputation

+  DC1.6 | recognise that
information can stay

Objectives:

DC2.1 | can talk about my
digital footprint

Self-image and identity

DC2.2 | can explain how other
people may look and act
differently online and offline
DC2.3 | can give examples of
issues online that might make
me feel sad, worried,
uncomfortable or frightened; |
can give examples of how |
might get help.

Online relationships

.

DL2.4 | can give examples of
how someone might use
technology to communicate
with others they don’t also
know offline and explain why
this might be risky. (e.g. email,
online gaming, a pen-pal in
another school / country)
DL2.5 | can explain why | have a
right to say ‘no’ or ‘I will have
to ask someone’.

DL2.6 | can explain why | should
always ask a trusted adult
before clicking ‘yes’, ‘agree’ or
‘accept’ online

Online reputation

Objectives:

. DC3.1 | can talk about
my digital footprint

Self-image and identity

. DC3.2 | can explain what
is meant by the term
‘identity’

. DC3.3 | can explain how
people can represent
themselves in different
ways online

Online relationships

. DC3.4 | can explain what
is meant by ‘trusting
someone online’, why
this is different from
‘liking someone online’,
and why it is important
to be careful about who
to trust online including
what information and
content they are trusted
with

*  DC3.51 can explain how
someone’s feelings can
be hurt by what is said
or written online

Online reputation

. DC3.6 | can give
examples of what
anyone may or may not

Objectives:

. DC4.1 | can talk about my
digital footprint

Self-image and identity

. DC4.2 | can explain how
my online identity can be
different to my offline
identity

. DC4.3 | can explain that
others online can pretend
to be someone else,
including my friends, and
can suggest reasons why
they might do this

Online relationships

. DC4.4 | can give examples
of how to be respectful to
others online and
describe how to
recognise healthy and
unhealthy online
behaviours

. DC4.5 | can explain how
content shared online
may feel unimportant to
one person but may be
important to other
people’s thoughts
feelings and beliefs

Online reputation

. DC4.6 | can describe how
to find out information

Objectives:

. DC5.1 | can talk about my
digital footprint

Self-image and identity

. DC5.2 | can demonstrate
responsible choices about
my online identity,
depending on context

. DC5.3 | can explain how
identity online can be
copied, modified or
altered

Online relationships

. DC5.4 | can explain how
someone can get help if
they are having problems
and identify when to tell a
trusted adult

Online reputation

. DC5.5 | can describe ways
that information about
anyone online can be used
by others to make
judgments about an
individual and why these
may be incorrect

Online bullying

. DC5.6 | can recognise
online bullying can be
different to bullying in the
physical world and can

Objectives:

DC6.1 | can talk about my
digital footprint

Self-image and identity

DC6.2 | can talk about the
importance of asking until |
get the help needed

DC6.3 | can describe issues
online that could make
anyone feel sad, worried,
uncomfortable or frightened
and explain how to get help if
this happens.

DC6.4 | can identify and
critically evaluate online
content relating to gender,
race, religion, disability,
culture and other groups,
and explain why it is
important to challenge and
reject inappropriate
representations online.

Online relationships

DC6.5 | can explain how
sharing something online
may have an impact either
positively or negatively
DC6.6 | can describe how to
be kind and show respect for
others online including the
importance of respecting
boundaries regarding what is
shared about them online
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online and could be
copied

Online bullying

. DC1.7 | can describe
how to behave online in
ways that do not upset
others and can give
examples

Health, wellbeing and

lifestyle

. DC1.8 | can explain rules
to keep us safe when we
are using technology
both in and beyond the
home

. DL2.7 | can explain how
information put online about
me can last for a long time

Online bullying

. DL2.8 | can explain what
bullying is, how people may
bully others and how bullying
can make someone feel

. DL2.9 | can give examples of
bullying behaviour and how it
could look online

Health, wellbeing and lifestyle

DL2.10 | can explain simple guidance
for using technology in
different environments and
settings, e.g. accessing online
technologies in public places
and the home environment.

be willing to share about
themselves online

. DC3.7 | can explain the
need to be careful
before sharing anything
personal

Online bullying

. DC3.8 | can describe
appropriate ways to
behave towards other
people online and why
this is important.

. DC3.9 | can give
examples of how
bullying behaviour could
appear online and how
someone can get
support.

Health, wellbeing and

lifestyle
. DC3.10 | can explain

why spending too much
time using technology
can sometimes have a
negative impact on
anyone, e.g. mood,
sleep, body,
relationships.

about others by searching
online

Online bullying

. DC4.7 | can describe ways
people can be bullied
through a range of media
(e.g. image, video, text,
chat)

. DC4.8 | can explain why
people need to think
carefully about how
content they post might
affect others, their
feelings and how it may
affect how others feel
about them (their
reputation)

Health, wellbeing and lifestyle

DC4.9 | can explain how using
technology can be a
distraction from other
things, in both a positive
and negative way

describe some of those
differences

. DC5.7 | can describe the
helpline services which
can help people
experiencing bullying, and
how to access them (e.g.
Childline/CEOP/ The Mix)

Health, wellbeing and lifestyle

and how to support them if
others do not

Online reputation

. DC6.7 | can explain strategies
anyone can use to protect
their ‘digital personality’ and
online reputation, including
degrees of anonymity

Online bullying

. DC5.8 | can describe ways
technology can affect
health and well-being
both positively

(e.g. mindfulness apps) and
negatively

. DC5.9 | can describe some
strategies, tips or advice
to promote health and
well-being with regards to
technology

DC5.10 | recognise the benefits
and risks of accessing
information about health
and wellbeing online and
how we should balance
this with talking to trusted
adults and professionals

. DC6.8 | can describe how to
capture bullying content as
evidence (e.g. screen-grab,
URL, profile) to share with
others who can help me

Health, wellbeing and lifestyle

. DC6.9 | can describe common
systems that regulate age-
related content (e.g. PEGI,
BBFC, parental warnings) and
describe their purpose

DC6.10 | can assess and action
different strategies to limit
the impact of technology on
health (e.g. night-shift mode,
regular breaks, correct
posture, sleep, diet and
exercise)

NON-NEGOTIABLE

S FOR ASSESSMENT

including pupils with SEND

| can explain rules to keep us
safe when we are using
technology both in and
beyond the home

| can explain simple guidance for
using technology in different
environments and settings, e.g.
accessing online technologies in
public places and the home
environment.

| can explain why spending
too much time using
technology can sometimes
have a negative impact on
anyone, e.g. mood, sleep,
body, relationships.

| can explain how using
technology can be a
distraction from other things,
in both a positive and negative
way

| recognise the benefits and
risks of accessing information
about health and wellbeing
online and how we should
balance this with talking to
trusted adults and
professionals

| can assess and action different
strategies to limit the impact of
technology on health (e.g. night-
shift mode, regular breaks, correct
posture, sleep, diet and exercise)
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DIGITAL LITERACY

YEAR 1

YEAR 2

YEAR 3

YEAR 4

YEAR 5

YEAR 6

Objectives:

DL1.1 | can input text and
images using a simple
publishing program

DL1.2 | can type a simple
sentence on the screen,
making use of a word bank
DL1.3 | can format my
typing in a number of ways
(size, colour, font)

DL1.4 | know the main
keys for typing e.g. shift,
space bar, full stop

DL1.5 | can type simple
sentences using the
correct format ( Capital
letters, space and full stop)
DL1.6 | know how to make
text bold/ italics / text
alignment etc.

DL1.7 | can use simple
keyboard shortcuts (Ctrl +
B, I, U to edit my text style)
DL1.8 | can move to
different places in the text
using the arrow keys or
mouse

DL1.9 | can use the ‘undo’ icon

to fix a mistake

Objectives:

DL2.1 | can use
spell checker to
check my work
DL2.2 | can use
the return/enter
key to insert
relevant line
breaks

DL2.3 | can save
an image from
the internet
rather than using
copy & paste
DL2.4|canadd a
page border
DL2.5 | can insert
a basic table
DL2.6 | can
select the page
orientation that
would best suit
my work. e.g.
portrait to
landscape

DL2.7 | can
transfer these
skills into
PowerPoint

Objectives:

DL3.1 | can type a number of
sentences using the keyboard

DL3.2 | can use tab to indent
paragraphs

DL3.3 | can use cut, copy and paste
to reorder text

DL3.4 | can use keyboard shortcuts
e.g. Ctrl +V, X, C to re-order text.
DL3.5 | can use bullet points, speech
bubbles, auto shapes and text boxes
DL3.6 | can format wrapping/layout
of text boxes and images in word
DL3.7 | can format images - move,
rotate and re-size shapes

DL3.8 | can use the format tab to
alter word art to enhance my work
DL3.9 | can use a variety of table
tools (merge cells, fill, columns etc.)
DL3.10 | can explain the difference
between save and save as

DL3.11 | can create a folder to save
my work

in

DL3.12 | can give a file a name to
identify it

DL3.13 | can transfer these skills into
PowerPoint

Objectives:

DL4.1 | can transfer my
word processing skills into
other multimedia packages
e.g. PowerPoint

DL4.2 | can include
importing images,
hyperlinks and the use of
sounds recorded

DL4.3 | can enter a basic
mathematical formula into
Excel

DL4.4 | can add basic
mathematical formulas
DL4.5 | can use SUM to
calculate the total of a set of
numbers in a range of cells
DL4.6 | can change the look
of a spreadsheet by using
different formats e.g. text
styles, colour, number
format inc, currency and
date, row and column
heights

DL4.7 | can insert and delete
columns and rows in a
spreadsheet

DL4.8 | can use
spreadsheets to create a
graph

DL4.9 | can decide on the
most appropriate form of
graph for a data set and give
reasons for my choice

DL4.10 | can interpret graphs of

data collected from sensors

Objectives:

DL5.1 | can select
appropriate tools to add
emphasis and effect to
my work

DL5.2 | can explain why |
have chosen my layout
and formatting

DL5.3 | can review and
edit my work and talk
about the changes | made
DL5.4 | can explain why
my work is suitable for
the audience

DL5.5 | can create a
database structure of my
own and enter the data
DL5.6 | can prepare a
data collection form and
collect quality
information

DL5.7 | can use databases
to create a graph

DL5.8 | can select the
most appropriate form of
graph for a data set giving
reasons for my choice
DL5.9 | can interpret
graphs of data collected
from a variety of sources

Objectives:

I can use skills | have learnt

across multiple application

programs, including:

. DL6.1 | can choose, select
and use a combination of
software to present my
work

. DL6.2 | can select
appropriate tools to add
emphasis and effect to my
work

. DL6.3 | can explain why |
have chosen my layout and
formatting

. DL6.4 | can review and edit
my work and talk about
the changes | made

. DL6.5 | can consider
whether my work is
suitable for the audience

. DL6.6 | can draft and
redraft my work by
deleting, inserting and
replacing text

. DL6.7 | can interpret
graphs of data collected
from a variety of sources
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NON-NEGOTIABLES FOR ASSESSMENT
including pupils with SEND

| can type a simple sentence on
the screen, making use of a
word bank.

I can log on with adult support

| can use the
return/enter key to
insert relevant line
breaks

| can log on with
minimal adult
support

| can format images - move, rotate and re-
size shapes

| can log on independently

| can transfer my word
processing skills into other
multimedia packages e.g.
PowerPoint

| can review and edit my work
and talk about the changes |
made

| can draft and redraft my work
by deleting, inserting and
replacing text
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COMPUTER SCIENCE

YEAR 1

YEAR 2

YEAR 3

YEAR 4

YEAR 5

YEAR 6

Focus: Algorithms

Objectives:

+  CS1.1lcantell you what
an algorithm is

. CS1.2 | can plan a simple
algorithm

. CS1.3 | can give and follow
commands, which include
straight / turning
commands —one at a time

. CS1.4 | can debug a simple
algorithm that is causing
an unexpected outcome.

. CS1.5 | can break an
algorithm down into
smaller parts
(decomposing / chunking)

. CS1.6 | can predict if a
simple algorithm will work

Focus: Programs and Events

Objectives:

+  CS2.1lcantell youwhata
program is

. CS2.2 | can tell you what an event
is

. CS2.3 | know programs need an
event to begin

. CS2.4 | can give and follow
instructions, which include
direction and turning command —
several in order

. CS2.5 | know that computers need
precise instructions

*  €S2.6 1 can plan use logical
reasoning to predict outcomes

. CS2.7 | can create a program that
contains several commands for a
device or software program

*  (€S2.81can debug a program
independently that has caused an
unexpected outcome

. CS2.9 | can use different events to
start my programs — timing / on
click / on button press

Focus: Sequence

Objectives:

CS3.1 | know that a sequence
is a list of instructionsin a
particular order

CS3.2 | know that if | change
the sequence | may change
the outcome of the program
CS3.3 | can sequence a simple
program on Logo to produce a
line drawing of a 2D shape
CS3.4 | can solve problems by
decomposing them into
smaller parts

CS3.5 | can detect and debug
errors in my sequence

CS3.6 | can use and edit a pre-
written program to achieve a
specific outcome

CS3.7 | can use logical
reasoning to explain what will
happen next

€S3.8 | can predict how a
change in a sequence may
impact on the outcome of a
program

Focus: Repeats and loops

Objectives:
. CS4.1 | know what a
repeat is

. CS4.2 | know that a
repeat is used to repeat
a set of instructions

. CS4.3 | can use repeats
in programs confidently

. CS4.4 1 can
independently select
repeat and sequence
code to make my own
program

. CS4.5 | can detect and
debug errors in
algorithms and
programs.

+  (CS4.6 | can transfer my
coding skills between
software

. CS4.7 | can explain why
it is important to use the
repeat functionin a
particular place in my
sequence

Focus:
Conditional/Selection

Objectives:

. CS5.1 | can tell you
what a conditional /
selection is

» CS5.21canplan
algorithm and the
write a program
using the following:
commands,
sequence, repetition
and selection /
condition (‘if...then’)

*  CS5.3|can detect
and debug errors in
more complex
algorithms and
programs

. CS5.4 | can use
selection to create
games in which the
user must make a
choice

*  CS5.5canuse my
skills and
understanding of
conditional /
selection in more

than 2 programs

Focus: Variable

Objectives:

*  €S6.11 can explain what
a variable is

«  (€S6.2 | can confidently
use events, repeats,
selection and variables

. CS6.3 | canuse a
variable in a variety of
programming software

. CS6.4 | can confidently
decompose a problem
and methodically create
a program to solve it,
testing and adapting as |
go

. CS6.5 | can evaluate the
effectiveness of my
programming and
suggest improvements

. CS6.6 | confidently use
the Blockly
programming language
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NON-NEGOTIABLES FOR ASSESSMENT
for all pupils including those with SEND

| can tell you what an algorithm
is and plan my own simple
algorithm either verbally or
recorded.

| can tell you what a program is and
create a simple program.

| can explain that a sequence is a
list of instructions in a particular
order and can detect and debug at
least one error in my sequence.

| can explain or show what a
repeat is and use this in at
least one piece of work.

| can tell you what a
conditional / selection is
and plan an algorithm
including this.

| can explain what a variable
is and confidently use this in
at least two different
programming software
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INFORMATION TECHNOLOGY

YEAR 1

YEAR 2

YEAR 3

YEAR 4

YEAR 5

YEAR 6

Focus: Using the Internet
Computing Pioneer: Jack
Kilby and Robert Noyce

Objectives:
Managing online information

Focus: Effective Searching
Computing Pioneer: Tim
Berners-Lee

Objectives:
Managing online

. IT1.1 | can give simple
examples of how to find
information (e.g. search
engine, browsers, voice
activated searching)

. IT1.2 | know how to get
help from a trusted adult
if we see content that
makes us feel sad,
uncomfortable worried
or frightened.

Privacy and security

. IT1.3 | can explain how
passwords can be used
to protect information
and devices

. IT1.4 | can recognise
more detailed examples
of information that is
personal to someone
(e.g. where | live, my
family’s names, where |
go to school)

. IT1.5 | can explain why it
is important to always
ask a trusted adult

before sharing any

information

. IT2.1 | can use simple
keywords in search
engines

. IT2.2 | can
demonstrate how to
navigate a simple
webpage to get to
information I need
(e.g. home, forward,
back buttons; links,
tabs and sections)

. IT2.3 | can explain the
difference between
things that are
imaginary, ‘made up’
or ‘make believe’ and
things that are ‘true’
or ‘real’

Privacy and security

. 1T2.4 | can explain
how passwords can
be used to protect
information, accounts
and devices

. IT2.5 | can explain
and give examples of

Focus: Online
Communication
Computing Pioneer: Ada
Lovelace and Charles
Babbage

Objectives:

Managing online
information

. IT3.1 | can demonstrate
how to use key phrases
in search engines to
gather accurate
information online

*  IT3.21can explain the
difference between a
‘belief’, an ‘opinion’
and a ‘fact. and can
give examples of how
and where they might
be shared online, e.g.
in videos, memes,
posts, news stories

Privacy and security

. 1T3.3 | can describe
simple strategies for

creating and keeping
passwords private

. IT3.4 | can give reasons
why someone should
only share information
with people they
choose to and can trust

Focus: Computer Networks

Computing Pioneer: Hedy Lamarr
and Radia
Perlman

Objectives:
Managing online information

. IT4.1 | can analyse information
to make a judgement about
probable accuracy and |
understand why it is
important to make my own
decisions regarding content
and that my decisions are
respected by others

. IT4.2 | can describe how to
search for information within
a wide group of technologies
and make a judgement about
the probable accuracy (e.g.
social media, image sites,
video sites)

. IT4.3 | can explain what is
meant by fake news e.g. why
some people will create
stories or alter photographs
and put them online to
pretend something is true
when it isn’t

Privacy and security

. IT4.4 | can describe strategies
for keeping personal

Focus: Evaluation

Computing Pioneer: Bill Gates,
Grace Hopper and
Steve Wozniak

Objectives:

. IT5.1 | know what an
operating system is and
why it important

. IT5.2 | can identify the key
internal parts of a
computer — RAM, memory,
processor and motherboard
and describe what each
part does

Managing online information

. IT5.3 | can explain what is
meant by ‘being sceptical’; |
can give examples of when
and why it is important to
be ‘sceptical’

. IT5.4 | can evaluate digital
content and can explain
how to make choices about
what is trustworthy e.g.
differentiating between
adverts and search results

. IT5.5 | can explain key
concepts including:
information, reviews, fact,
opinion, belief, validity,
reliability and evidence

Privacy and security

Focus: History and the future of
Computing

Computing Pioneers: Alan Turing and
Elon Musk

Objectives:

Managing online information

.

IT6.1 | can explain how search
engines work and how results are
selected and ranked

IT6.2 | can explain how to use
search technologies effectively
IT6.3 | can explain how and why
some people may present
‘opinions’ as ‘facts’; why the
popularity of an opinion or the
personalities of those promoting
it does not necessarily make it
true, fair or perhaps even legal
IT6.4 | can describe how some
online information can be opinion
and can offer examples

IT6.5 | can define the terms
‘influence’, ‘manipulation’ and
‘persuasion’ and explain how
someone might encounter these
online (e.g. advertising and ‘ad
targeting’ and targeting for fake
news)

Privacy and security

.

IT6.6 | can describe how and why
people should keep their
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personal information

online, belonging to

myself or others
Copyright and ownership

. IT1.6 | can explain why
work | create using
technology belongs to
me (e.g. ‘itis my idea’ or
‘I designed it’)

. IT1.7 | can save my work

under a suitable name so

that others know it
belongs to me

filename, name on

content)

(e.g.

what is meant by
‘private’ and ‘keeping
things private’

. IT2.6 | can explain
how some people
may have devices in
their homes
connected to the
internet and give
examples (e.g. lights,
fridges, toys,
televisions)

Copyright and ownership

IT2.7 | can recognise that
content on the
internet may belong
to other people

. IT3.5 | can explain that
if they are not sure or
feel pressured then
they should tell a
trusted adult.

Copyright and ownership

IT3.6 | can explain why
copying someone
else’s work from the
internet without
permission isn’t fair
and can explain what
problems this might
cause

information private,
depending on context

. IT4.5 | know what the digital
age of consent is and the
impact this has on online
services asking for consent

Copyright and ownership

. IT4.6 When searching on the
internet for content to use, |

can explain why | need to
consider who owns it and
whether | have the right to
reuse it.

. IT4.7 | can give some simple
examples of content which |
must not use without
permission from the owner,
e.g. videos, music, images.

IT4.8 | can explain a range of
internet standards (e.g. HTTP,

URL)

. IT5.6 | can explain what a
strong password is and
demonstrate how to create
one

. IT5.7 | can explain what app
permissions are and can
give some examples

Copyright and ownership

. IT5.8 | can assess and justify
when it is acceptable to use
the work of others

. IT5.9 | can give examples of
content that is permitted to
be reused and know how
this content can be found
online

software and apps up to date,
e.g. auto updates

. IT6.7 | can describe simple ways
to increase privacy on apps and
services that provide privacy
settings

. IT6.8 | can describe ways in which
some online content targets
people to gain money or
information illegally; | can
describe strategies to help me
identify such content
(e.g. scams, phishing)

Copyright and ownership

IT6.9 | can demonstrate how to make
references to and acknowledge
sources | have used from the
internet

NON-NE

GOTIABLES FOR ASSESSMENT

including pupils with SEND

| can give simple examples of
how to find information (e.g.
search engine, browsers,
voice activated searching)

| can demonstrate how to
navigate a simple webpage
to get to information |
need (e.g. home, forward,
back buttons; links, tabs
and sections)

| can demonstrate how to
use key phrases in search
engines to gather accurate
information online

| can describe how to search for
information within a wide group of
technologies and make a
judgement about the probable
accuracy (e.g. social media, image
sites, video sites)

| can evaluate digital content
and can explain how to make
choices about what is
trustworthy e.g. differentiating
between adverts and search
results

| can describe ways in which some
online content targets people to gain
money or information illegally; | can
describe strategies to help me identify
such content

(e.g. scams, phishing)
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11. Monitoring and review

This policy will be reviewed annually by the Computing subject leader and headteacher.
Any changes made to this policy will be communicated to all members of staff.

All members of staff directly involved with the teaching of Computing will be required to familiarise themselves with this policy.
The next scheduled review date for this policy is Autumn term 2026.
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