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Computing Curriculum Statement 
 

Intent At Sandhills Primary School, we know that a high-quality Computing 
education equips pupils to use computational thinking and creativity to 
understand and change the world. 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. The skills developed here, such as breaking 
down problems into manageable chunks, are transferable into all 
elements of learning. 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, express themselves, and develop 
their ideas through information and communication technology – as active 
participants in a digital world. At Sandhills, we are particularly keen on 
preparing children to be respectful users of technology, with the tools to 
keep themselves safe online. To do this, we go beyond the requirements 
of the National Curriculum to best prepare children for the next stage of 
their education, as well as to support them and the wider school 
community to keep themselves safe online. 
We teach Computing through a broad range of activities and develop skills 

and knowledge through a carefully sequenced, cumulative curriculum. We 

are committed to inclusion and have high expectations of all children. 

Implementation Each class teaches a unit of Computing each term, covering 
Programming, Using Technology Purposefully (Creating Media), 
Computer Systems and Networks, and Digital Citizenship. 
These skills are also applied across the curriculum, whether it is by using 
computational thinking to break down a problem in maths or using their 
skills in search and creating media to research and present their findings 
in History. 
We also take part in Safer Internet Day each February alongside 
thousands of other schools across the country and the world. A Code Club 
is run in Y6 as a further extra-curricular activity which is always very 
popular. 

Impact As a result of our Computing curriculum, children at Sandhills Community 

Primary School will: 

• Understand the words: algorithm, sequence, input, output, 
variable, repeat, selection 

• Predict, run, investigate, modify, and make more complex 
programs.  

• Understand how computers use property values and parameters 
to store information about objects, such as speed and location. 

• Gain deeper understanding of variables, in different types (not just 
numbers), and look at how to combine variables with selection to 
create more useful outputs. 

• Reflect on the characteristics that make someone an upstanding 
digital citizen. 

• Begin to develop their own definition of a healthy media balance. 
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• Identify the reasons why people share information about 
themselves online. 

• Explain the difference between private and personal information. 

• Explain why it is risky to share private information online. 

• Define the term "digital footprint" and identify the online activities 
that contribute to it. 

• Identify ways they are -- and are not -- in control of their digital 
footprint. 

• Understand what responsibilities they have for the digital footprints 
of themselves and others. 

• Use strategies for avoiding clickbait. 

• Describe how gender stereotypes can lead to unfairness or bias. 

• Learn about things to watch out for when reading online news, such 
as sponsored content and adverts. 

• Describe the benefits and risks of online-only friendships. 

• Describe how to respond to an online-only friend if the friend asks 
something that makes them uncomfortable. 

• Recognize what cyberbullying is. 

• Recognize similarities and differences between in-person bullying, 
cyber-bullying, and being mean. 

• Empathize with the targets of cyberbullying. 

• Identify strategies for dealing with cyberbullying and ways they can 
be an upstander for those being bullied. 

• Be confident and competent when using a tablet, desktop or laptop 
computer independently. 

• Be confident and competent in using an even greater variety of 
software on tablets and desktop/laptop computers to achieve a 
specified goal (such as vector drawing, video editing, web page 
creation). 

• Use skills and knowledge they have developed previously when 
using new software/devices. 

• Decide what software and device to use to achieve a specified goal 

• Understand how parts of a system work together (inputs, outputs, 
processes), including in different parts of the country/world; and 
how this enables people to work collaboratively. 

• How search works (including how results are selected and ranked) 
and how to use it effectively. 

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 

• 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 

 



3 
 

Coverage  
and 

Progression 

EYFS pupils will be taught to: 

• know how to operate simple equipment, e.g. turns on CD player 
and uses remote control 

• show an interest in technological toys with knobs or pulleys, or real 
objects such as cameras or mobile phones 

• know that information can be retrieved from computers 

• be able to complete a simple program on a computer 

• use ICT hardware to interact with age-appropriate computer 
software 

Key Stage 1 pupils will 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 will 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 

Skills  
and  

Attitudes 

• We aim to develop skills relating to the computing skills in the National 
Curriculum, including listening, observing, questioning, reviewing, and 
evaluating 

• Through Computing, the qualities and attitudes we aim to develop 
include innovation, forward thinking, critical thinking and invention  
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Records  
and 

Assessment 

• Pupils’ experiences and achievements in Computing are recorded 
throughout each phase 

• Assessments are made through: 
o Observing 
o Listening 
o Questioning 

Inclusion • We are committed to inclusion 

• We aim to identify, understand and overcome barriers to participation 
and belonging 

• We provide equal opportunities for all learners regardless of age, 
gender, ethnicity, impairment, medical concerns, attainment or 
background 

Safety • All activities will take place with due regard to the health and safety of 
all participants 

• Risk Assessments are maintained and appropriate equipment is 
regularly checked 

• Pupils are specifically taught how to stay safe online through our 
Digital Citizenship strand of the curriculum 

Review • This curriculum statement will be reviewed regularly by the subject 
leader 

 


