
Computing 

Intent, Implementation and Impact 

Cotherstone Primary School 

Intent 

• To provide a relevant, challenging and enjoyable curriculum for 
Computing for all pupils. 

• Meet the requirements of the National Curriculum programmes of 
study for Computing. 

• To respond to new developments in technology. 
• To develop a wide range of fundamental skills, knowledge and 

understanding needed in modern day life.  
• To become confident global citizens.  
• To develop ‘Computational thinking’, a skill that enables effective 

participation in the digital world. 
• To enable pupils to understand and apply the most important 

principles and concepts of computer science. 
• To equip children to use information technology to create programs, 

systems and a range of content. 
• To ensure pupils become digitally literate. 
• To enable pupils to use technology effectively, and express 

themselves and develop their ideas through, information and 
communication technology and as active participants in a digital 
world. 

• To develop the understanding of responsible use of the Internet and 
of the potential dangers of using the Internet and measures they can 
take to keep themselves safe in school and in the wider world 

Implementation 

The National Curriculum defines three clear aspects of computing: 

Computer Science (CS), Information Technology (IT) and Digital Literacy 

(DL). Across our 2 year Long Term Planning cycle, Computing lessons 

will cover the content for each of these strands. Learning is sequenced to 

build knowledge, skills and vocabulary. Throughout units of work teachers 

will make links and encourage children to make links between past 

learning and new content. We recognise prior learning and build on it with 

memorable learning experiences with targeted support where necessary.  



Each unit meets the needs of the National Curriculum and is broken down 

to cover every element of each of the three strands of Computing. Due to 

mixed age groups planning is on a 2-year rolling cycle.  

Alongside our Computing advisor we have created a comprehensive 

progression document for staff to follow to best embed and cover every 

element of the computing curriculum. The progression of knowledge and 

skills statements build year on year to deepen and challenge our learners.  

Within the Digital Literacy strand we use Common Sense Media, Google 

Be Internet Legends, Think U Know, Child Net and a variety of age-

appropriate Internet Safety Books.  We use Project Evolve to ensure 

coverage of the new Education for a Connected World document.  

Pupils develop their Computer Science knowledge and skills sequentially 

throughout their time at Cotherstone. In Key Stage One they begin 

programming through use of Bee Bots (EYFS and KS1) and through using 

Turtle Logo and Scratch Jr. In Lower Key Stage Two they continue to 

broaden their knowledge and skills using Turtle Logo and Scratch and 

begin to use Hour of Code. In Upper Key Stage Two they use Scratch, 

Hour of Code, Flowol and Kodu. Each year children build upon the 

knowledge and skills in Computer Science across a wide variety of 

programs.  

Our Information Technology strand is split into a variety of areas. Key 

Stage One begin both of their yearly cycles with a Key Computer Skills 

unit so that our youngest learners are equipped with the basic skills of 

turning a computer on, using a mouse and keyboard and saving their own 

work. They then learn how to use Microsoft Word and PowerPoint and 

how to use Paint software. In Lower Key Stage Two they build on these 

skills by broadening their knowledge of Word, PowerPoint and Publisher. 

They begin to explore Animation and use a Book Creator App on iPads. 

Upper Key Stage Two develop skills using PowerPoint, Word and Excel, 

Create Films, create websites and use software to Edit Photos. Each year 

learning is sequential to build on previous knowledge and skills.  

In line with our whole-school curriculum intent, Computing will be taught 

both discretely as a core subject once per week as well as being used 

daily across other aspects of our school curriculum, with one example 

being the use of Times Tables Rockstar’s during Maths lessons.  

Where appropriate, Computing will be linked to class topics.  



Whole- school Internet Safety days are timetabled within the school year. 

Parents are updated via the newsletter/School Facebook page of Internet 

Safety updates and guidance.  

Computing work is saved electronically in the children’s own network area; 

which can be accessed by Staff.  

Whole class floor books are used to evidence computing work, and allow 

children to reflect on their learning throughout the year.  

Impact 

The impact of our Computing curriculum is that children build on the 

knowledge and skills from previous learning. We ensure that every child 

can become a confident user of technology, while being able to use it to 

accomplish a wide variety of goals, both at home and in school. Children 

will have a secure and comprehensive knowledge of how technology 

works in the world around them and will develop their understanding of 

how to deal with online situations safely. Children will become confident 

global citizens.  


