
Our Approach to the Computing Curriculum 

Discover     Learn     Develop 

DISCOVER LEARN DEVELOP 

INTENT:  
Curriculum Design, Coverage and Appropriateness 

(Policy, Culture, Scope) 

IMPLEMENTATION:  
Curriculum delivery, Teaching and Assessment 

(Pedagogy, Components , Sequencing) 

IMPACT:  
Attainment and Progress 

(Memory, Assessment, Systems) 

Our aim at St Kew is to ensure pupils are equipped with the skills needed to thrive 
in a work with technology at its heart.  We recognise that Computing and the use 
of technology plays a fundamental role in how we live our lives. Our teaching of 
Computing and Technology aims to promote the skills pupils need to thrive in our 
ever changing world. 
All children, including the most disadvantaged pupils and pupils with SEND receive 
the same challenge within the same broad curriculum. 

At St Kew, we use the best elements of Barefoot in order teach Computing and 
Technology, alongside DARES.  Computing and Technology are taught in a subject 
specific way and also as part of other subjects, with pupils across the school being 
encouraged to use hardware and software, safely and with purpose. 
Every lesson builds on knowledge, skills and understanding from previous lessons 
and prior learning in earlier year groups. 
Lessons are taught in a logical progression, systematically and explicitly enough for 
all pupils to acquire the intended knowledge and skills. Lessons follow a 
recognisable sequence that is pertinent to the unit of learning or topic and moves 
learning forward. 
They use technology to handle data, record their work, further their learning and 
express themselves. In school, children have access to Bee-Bots, digital cameras, 
iPads and laptops. The children will use a range of progressive software aimed at 
developing skills and a fostering a passion for Computing and Technology. 
The promotion of E-Safety is recognised as incredibly important for all pupils, staff 
and parents. Dedicated assembly times in addition to teaching time is used to 
foster this area. 

By the end of Year 6, our children have developed their knowledge and skills in 
computing and they know how to be responsible global citizens and creative users 
of technology. 
There have been no reported online safety incidents at St Kew. 
 

LEARNING TO LEARN SKILLS 

At St Kew, we are passionate about active learning and believe that children learn and develop best by ‘doing’. Learning is a life-long experience and our ‘learning to learn skills’ help pupils to investigate and experience things, ‘have a go’, concentrate 
and keep on trying if they encounter difficulties, enjoy achievements, have and develop their own ideas, make links between these ideas, and develop strategies for doing things. This builds a foundation for igniting their curiosity and enthusiasm for 
learning.  In Computing, all Learning to Learn skills are used but the following skills are utilised in particular. 

READINESS RESPONSIBILITY RELATIONSHIPS RESILIENCE RESOURCEFULNESS REFLECTIVENESS 

I know my login details and password. 
I ensure I am safe when using a 
computer / electronic device. 

I treat others with respect when online. 
I can work out how to de-bug a 

program to make it better. 
I can use different hard and software. 

I can reflect on how technology can 
help me in life. 

 

Rolling Programme 

Newton  
(Year 1)  

Armstrong  
(Year 2, 3 & 4)  

Einstein  
(Year 4, 5 & 6)  

Cycle A  Cycle B  Cycle A  Cycle B  Cycle C  Cycle A  Cycle B  Cycle C  
Barefoot  

  
Algorithms  

(Me & My Family)  
  

 Programming & 
Debugging   

(Let’s Celebrate)  

Barefoot  
  

Patterns Unplugged 
(Superheroes)  

  
Bee-bots (Journeys)  

Barefoot Y2  Barefoot Y3  Barefoot Y4  Barefoot Y4  Barefoot Y5  Barefoot Y6  



                  

D.A.R.E.  
  

Y1 Programming:  
Animations in Scratch 

Jr.  
(Dinosaurs)  

D.A.R.E.  
  

Y1 Animation:  
Cartoon  

 (Storyland)  

D.A.R.E.  
Photo-Photoshopping  
(Magic and Mystery)  

D.A.R.E.  
Data Story graph (A 
Twist in the Tale)  

D.A.R.E.  
Video Adobe Spark 

(Diversity and Equality)  

D.A.R.E.   
Video Creation KS2  

Y5 – Greenscreen News 
Report  

D.A.R.E.   
Programming KS2  
Y4 - Makey, Makey 
Games Controller  

D.A.R.E.  
Data Handling KS2  

Y4 – Online 
Questionnaire 

                  

D.A.R.E.  
Y1 Data: Pictogram 

Diagram  
(Minibeasts)  

D.A.R.E.  
Y1 Video:  

Shadow Puppets  
(Just Imagine)  

  
D.A.R.E.  

Data –Venn diagram 
(Urban Metropolis)  

D.A.R.E.  
360 Augmented Reality 

(Different Times, 
Different Lives)  

D.A.R.E.  
Presentation -posters 

(Invaders and Settlers)  

D.A.R.E.  
 Programming KS2  

Y4 - Crumble Powered 
Robot Orchestra 

D.A.R.E.   
AR and VR KS2  

Y5 - Creating an AR and 
VR Poster with Eyejack  

D.A.R.E.  
 Presentations   

Y6 – App prototype in 
Keynote 

Digital Literacy taught through weekly assemblies using Project Evolve  
 

Computing Skills Progression  

EYFS 

Computing in the EYFS doesn’t mean typing out a Word document or creating a code. In fact, teaching technology in the Early Years doesn’t have to involve computer work at all.  Computing learning for the EYFS is centred around play-based, unplugged (no computer) activities that focus on building children’s listening skills, curiosity and 
creativity and problem solving.  
 
Technology in the Early Years at St Kew involves: taking a photograph with a camera or tablet, searching for information on the internet, playing games on the interactive whiteboard, exploring an old typewriter or other mechanical toys, using a Bee-bot, watching a video clip and listening to music. Allowing children the opportunity to explore 
technology in this carefree and often child-led way, means that not only will they develop a familiarity with equipment and vocabulary but they will have a strong start in Key Stage 1 Computing and all that it demands. 

Year 1/2 

Area  Breakdown Covered through 

Computer 
Science 

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 

• recognise common uses of information 
technology beyond school 

For instance:  

• Y1 - Pupils learn to program a basic floor turtle such as a BeeBot to navigate increasingly complex routes and are able to debug their instructions when the turtle does not reach the intended destination  

• Y1 - Pupils learn to program an onscreen app such as BeeBot or Kodable to complete a set task and are able to debug their instructions when the turtle does not reach the intended destination 

• Y2 - Pupils use a more complex turtle with standard units to navigate increasingly complex routes, and are able to debug their instructions when the turtle does not reach the intended destination  

• Y2 - Pupils learn to use a simple graphical programming language such as Logo, Scratch or Turtle to navigate around the screen  

• Y2 - Pupils learn about some of the uses of the internet 
 

Digital 
Literacy 

Pupils should be taught to:  

• use technology safely and respectfully, 
keeping personal information private; 
identify where to go for help and support 
when they have concerns about content on 
the internet or other online technologies 

For instance: 

• Y1 - Pupils learn that the Internet is a great place to develop rewarding online relationships and learn to recognise websites that are good for them to visit; but they also learn to be cautious and to check with a 
trusted adult before sharing private information  

• Y1 - Pupils are introduced to the concept that real people send messages to one another on the Internet and learn how messages are sent and received.  

• Y2 - They recognise that it may be difficult to distinguish between someone who is real and someone who is not  

• Y2 - Pupils are introduced to the basics of online searching 

• Y2 - Pupils learn to explore websites and to say whether they like them or not and why 

ICT Pupils should be taught to: 

• use technology purposefully to create, 
organise, store, manipulate and retrieve 
digital content 

For instance:  

• Digital Publishing: Pupils learn to use basic word processing package and to write and illustrate a short story  

• Presentation: Pupils learn to make simple presentations  

• Graphics: Pupils learn to create a simple digital painting  

• Animations: Pupils learn to make a simple animation for instance in Puppet Pals  

• Media: Pupils learn to use digital cameras and microphones for a purpose  

• Working with data: Pupils learn to create and use a pictogram  

• Modelling: Pupils explore online simulations such as Charlie Chimp 

 

Year 3/4 



Area  Breakdown Covered through 

Computer 
Science 

Pupils should be taught to:  

• design write and debug programs that 
accomplish specific goals,…..solve 
problems by decomposing them in 
smaller parts  

• use sequence, selection and repetition 
in programs  

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

• recognise common uses of information 
technology beyond school 

For instance:  

• Y3 - Pupils learn to use graphical programming language, such as Scratch or Logo to draw regular 2D shapes.  

• Y3 - Pupils add loops or procedures to create a repeating pattern  

• Y4 - Pupils learn to sequence instructions, for instance to create an animation using Scratch, or by using the timing features in PowerPoint  

• Y3 - Pupils write a simple algorithm, for instance to create a basic traffic light sequence. They then use flowcharting software (such as Go or Flowgo) to create a simple program to control an onscreen icon  

• Y4 - Pupils create a simple game using a graphical language such as Kodu or Scratch 
 
 

Digital 
Literacy 

Pupils should be taught to:  

• Use technology safely, respectfully and 
responsibly; recognise acceptable/ 
unacceptable behaviour; identify a 
range of ways to report concerns about 
content and contact 

• use search technologies effectively, 
appreciate how results are selected 
and ranked and be discerning in 
evaluating digital content 

For instance:  

• Y3 - Pupils learn that the Internet is a great place to develop rewarding online relationships and learn to recognise websites that are good for them to visit; but they also learn to be cautious and to check with a 
trusted adult before sharing private information  

• Y3 - Pupils learn to make good passwords for their accounts, learn about spam and how to deal with it. They begin to understand the implications for the information that they share online and how some 
websites might use that information without their knowledge 

• Y3 - Pupils are introduced to their roles as digital citizens in an online community, where they reflect on how they are responsible not only for themselves but for others, in order to create a safe and 
comfortable environment  

• Y3 - Pupils learn that the Internet is a public space and then develop the skills to protect their privacy and respect the privacy of others 

• Y4 - Pupils explore how they interact with others and are introduced to the concept of cyberbullying. They also learn how to communicate to be a responsible member of a connected culture effectively in 
order to prevent miscommunication 

• Y4 - Pupils are introduced to the basics of online searching, including how to use effective keywords. They also learn to conduct searches that provide them with the most helpful and relevant information 

ICT Pupils should be taught 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, including 
collecting, analysing, evaluating and 
presenting data and information 

For instance:  

• Digital Publishing: Pupils learn how to use software to create an e-book, brochure or poster on a given subject  

• Presentations: Pupils learn to write and deliver a presentation on a given subject  

• Graphics: Pupils learn how to take, adapt or create images to enhance or further develop their work  

• Animations: Pupils learn how to develop a storyboard and then create a simple animation using for instance ‘Puppet Pals’ or ‘Stop Motions’ Animation’  

• Sound and video: Pupils record and edit media to create a short sequence  

• Working with data: Pupils learn to search, sort and graph information 

 

Year 5/6 

Area  Breakdown Covered through 

Computer 
Science 

Pupils should be taught to:  

• design, write and debug programs that 
accomplish specific goals; including 
controlling or simulating physical 
systems and solving 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 

For instance: 

• Y5 - Pupils write a simple algorithm, for instance to create a basic traffic light sequence. They then use flowcharting software (such as Go or Flowgo) to create a simple program to control an onscreen icon. 
They are able to explain how their program works  

• Y5 - Pupils create a computer game, using a graphical language such as Scratch or Kodu  

• Y5 - Pupils learn to use and program a ‘crumble robot’ to complete a basic task and implement these skills into a larger STEM project 

• Y6 - Pupils learn to collaborate electronically by blogging -mailing, and working on shared documents using the pupil sites of the DLG. This can be extended to working with other schools Pupils learn that 
connected devices exchange packets of data and this can convey a range of information from a text to a video call 

• Y6 - Pupils learn to collaborate electronically by blogging -mailing, and working on shared documents using the pupil sites of the DLG. This can be extended to working with other schools Pupils learn that 
connected devices exchange packets of data and this can convey a range of information from a text to a video call 

Digital 
Literacy 

Pupils should be taught to:  

• use technology safely, respectfully and 
responsibly; recognise acceptable/ 
unacceptable behaviour; identify a 
range of ways to report concerns about 
content and contact 

For instance:  

• Y5 - Pupils learn to create secure passwords for their accounts, learn about spam and how to deal with it, and decode website privacy policies, understanding the implications for the info that they share online  

• Y5 - Pupils explore their roles as digital citizens in an online community, where they reflect on their responsibilities and learn that good digital citizens are responsible and respectful in the digital world  

• Pupils begin to explore the nature of online audiences and permanency of information online. They begin to understand the significance of published information and personal information  

• Y5 - Pupils understand what it means to be a good digital citizen as they interact with others online by understanding how to prevent and respond to cyberbullying. They also learn how to communicate 
effectively to prevent miscommunication in order to be a responsible member of a connected culture 



• use search technologies effectively, 
appreciate how results are selected 
and ranked and be discerning in 
evaluating digital content 

• Y5 - Pupils learn the ‘do’s and don’ts’ of copying and pasting information to avoid plagiarism. They learn how to avoid plagiarism by putting information in their own words, putting excerpted information into 
quotes, and providing citations. They learn to show respect for other people’s creations by giving them credit 

• Y5 - Pupils explore issues relating to online searching, including how to use effective keywords, using directories and subject categories, and how to analyse the usefulness and relevancy of the results. They 
learn to conduct searches that provide them with the most helpful and relevant information  

• Y6 - Pupils learn that the internet is a great place where online relationships can be developed. They compare and contrast online friends and real life, face to face friends and learn how to respond if an online 
friend asks them a personal question  

• Y6 - Pupils begin to consider the impact of their online presence on their own self- image and the way others see them and explore how to construct a positive online profile  

• Y6 - Pupils develop skills for evaluating websites, online information and advertising by rating the trustworthiness and usefulness of websites, and learning to identify the different types of online advertising 

ICT Pupils should be taught 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, including collecting, 
analysing, evaluating and presenting 
data and information 

For instance:  

• Digital Publishing: Pupils learn how to use software to create an e-book, brochure or poster on a given subject, incorporating a range of media  

• Presentations: Pupils learn to write and deliver a presentation, incorporating a range of media  

• Graphics: Pupils learn how to take, adapt or create images to enhance or further develop their work and incorporate it in a wider project  

• Animations: Pupils learn how to develop a storyboard and then create a simple animation using for instance Puppet pals’ or ‘Stop Motions Animation’ - this may be extended by editing the final product in using 
video editing software  

• Sound and video: Pupils record and edit media to create a short sequence - extended by editing the final product in using video editing software  

• Working with data: Pupils learn to search, sort and graph information Modelling: Pupils learn how to use a spreadsheet to model data 

 


