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Vision for Computing
Our Computing curriculum addresses the challenges and opportunities offered by the technologically rich

world in which we live. We use computing to enrich our curriculum across the key stages and ensure

coverage of the national curriculum expectations. Following a clear progression of skills throughout the

school, there are opportunities for children to solve problems, create online games and create videos.

Our Computing Curriculum Will
Enable Pupils to:

Use and express and develop their ideas through, information and communication
technology

Create simple algorithms and programmes
Debug programming errors

Create, store, manipulate and retrieve digital content using a mixture of word
processing, paint packages, digital photography and video packages

Be aware of their responsibilities online and know what to do if they have any
concerns

Know how information is stored on computers and how it travels, connecting people
across the world through the use of the World Wide Web

Explain their thinking behind their programmes
Explore how search engines work

Consider how their online actions can impact on others
Know when and how to report an online concern

Create computer games
Use technology safely and respectfully

Use logical reasoning to predict the behaviour of simple programs
Identify where to go for help and support when they have concerns about content or

contact on the internet or other online technologies

Intent
The goal of the computing curriculum at St WIlfrid’s

Catholic Primary School is to provide our children with
vital skills that will follow them to their adult life. Our

aim is to help children become capable users of
technology. This entails providing them with the skillset

to use technology to aid their lives socially, in their
education, and – eventually – the workplace.

As well as our children becoming adept technology
users and becoming responsible digital citizens, we
want to encourage our children to understand that

computing involves far more than just computers. We
want them to understand that, through computational

thinking, they can develop their creativity, become
better at problem-solving through abstraction and

become critical thinkers.



Computing in the Early Years Foundation Stage
The foundations of our Computing curriculum begin in EYFS where our children explore and learn through a balance of pupil initiated investigation and adult

led learning. Our EYFS class focuses on high quality interactions and a language rich environment preparing every pupil for transition into Year 1 and the
National Curriculum. 

EYFS
Development Matters
3&4 Years will learn to:

Development Matters
Children in Reception will learn

to:

Statutory Framework Early
Learning Goals 

Personal, Social
and Emotional
Development

Remember rules without needing
an adult to remind them.

Show resilience and perseverance in the
face of a challenge. 

Know and talk about the different
factors that support their overall health

and wellbeing: -sensible amounts of
‘screen time’.

Be confident to try new activities and show
independence, resilience and perseverance

in the face of challenge.  
Explain the reasons for rules, know right

from wrong and try to behave accordingly.

Physical
Development

Match their developing physical skills
to tasks and activities in the setting.

Develop their small motor skills so
that they can use a range of tools

competently, safely and confidently.

Expressive Arts
and Design

Explore, use and refine a variety of
artistic effects to express their ideas

and feelings.

Safely use and explore a variety of
materials, tools and techniques,

experimenting with colour, design,
texture, form and function.

Understanding the
world

Explore how things work.

Topics

Autumn
Who is a good friend?

Once upon a time

Spring
What happens when we are

asleep?
Ready, Steady, Grow

Summer
Are we there yet?

Fun in the sun!



Key Stage 1 Key Stage 2

  Computer Science and
Programming 

  

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 
  

  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   

  Appreciate how [search] results are selected and ranked 
  

  Information Technology - Data
Handling, Databases and

Spreadsheets  
  

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

  

  Use search technologies effectively 
   

  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 
  

  Information Technology -
Collecting,

  Evaluating and 
  Presenting Information 

  

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

  

  Use search technologies effectively 
   

  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 
  

  Digital Literacy – 
  Education for a Connected 

  World framework and 
  Project Evolve Toolkit 

  

  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 
  

  Understand the opportunities [networks] offer for communication and collaboration 
   

  Be discerning in evaluating digital content 
   

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

about content and contact 
  

Computing and the National Curriculum



Information Technology -
Handling data, databases and

spreadsheets 

Information
Technology –

Collecting, evaluating
and presenting

information 

Programming and
Computer Science 

By the end of KS1 

Ask questions and collect data for a specific
purpose. 
Construct simple tally charts, tables, charts and
pictograms. 
Ask and answer simple questions from data
displayed in simple tally charts, tables, charts and
pictograms about totalling and comparing data. 

Create a range of digital content
using software under the control of
the teacher that includes word
processing, creating pictures using a
paint package, taking and
manipulating digital photographs
and video, including animation. 
Store, organise and retrieve digital
content – save a file, know where the
file is saved and open it, organise
files in a workspace. 
Combine content from different
sources (word processing, paint,
photos/video/animation and 
charts) to create a digital portfolio
(J2Mix) Recognise common uses of
technology beyond school

Use logical reasoning to predict
the behaviour of simple programs
using route-based programming. 
Know what an algorithm is. Write
and debug simple programs
showing an understanding of
sequencing, with help from the
teacher, using simple movements
for a floor turtle and an onscreen
turtle/sprite. 

Expected End Points in Computing



Information Technology -
Handling data, databases

and spreadsheets 

Information Technology –
Collecting, evaluating and
presenting information 

Programming and
Computer Science 

By the end of LKS2

Ask questions to organise and sort data
into groups or to classify things. 
Gather, record and present data in a
simple database to help in answering
questions. 
Use sort and search techniques to locate
data in a simple database based on
specific criteria. 
Interpret and present discrete and
continuous data in charts and graphs. 

Create a range of digital content using
software with increasing independence
that includes word processing, creating
pictures using a paint package,
animation, multimedia including sound,
video and hyperlinks to present content. 
Store, organise and retrieve digital
content – save a file, know where the file
is saved and open it, organise files in a
workspace. 

Begin to use logical reasoning to explain
how simple algorithms and programs
work. 
Independently detect errors in
algorithms and programs using block-
based programming and correct errors
with support. 
Know the difference between an
algorithm and a program. 
Write new or modify algorithms and
programs with increasing independence,
showing an awareness of sequencing,
inputs, outputs, and repetition.
Identify patterns in instructions to begin
using repetition for count controlled
loops and indefinite loops including
nested loops. Begin to use selection ‘if…
then’ and repetition using condition
loops. 
Begin to show an awareness of how data
is stored in a computer’s memory as a bit
using either a 1 or 0 symbol. 
Know how RAM is used by the CPU to
process data. 
Know that 8 bits makes a byte and
decode bytes using ASCII Code. 
Create binary images. 

Expected Endpoints in Computing



Information Technology -
Handling data, databases

and spreadsheets 

Information Technology –
Collecting, evaluating and
presenting information 

Programming and
Computer Science 

By the end of UKS2 

Complete, read and interpret information
in spreadsheets. 
Use data presented in spreadsheets
through constructing formulae to solve
problems or model outcomes to ask and
explore ‘what if’ questions. 
Interpret and present discrete and
continuous data using appropriate
graphical methods, including bar charts
and time graphs

Create a range of digital content using
software with increasing independence
that includes word processing,
animation, multimedia including sound,
video and hyperlinks to present content. 
Show an awareness of audience and
purpose when presenting content
through careful choice of layout, colours,
images, sound and overall content to
convey appropriate meanings and styles. 
Use a range of digital technologies to
communicate and collaborate with one
another in real time, understanding that
different technologies work with
different-sized groups and know when
one method is more appropriate to use
compared to another. 
Are aware that terms and conditions of
services do apply to them and recognise
acceptable and unacceptable behaviour. 
Show an awareness of being discerning
in evaluating digital content. 
Show an awareness of their own digital
footprint and how data is collected and
used by companies online. 
Show an awareness of the implications
and capabilities of artificial intelligence
and machine learning technology. 
Know how Big Data, the Internet of
Things and Artificial Intelligence
technologies gather data from connected
devices. This data is used by businesses
within their key processes and daily
tasks, assisting new developments in
technology moving towards a ‘smart’ and
more efficient society. 

Use logical reasoning to explain how
simple algorithms and programs work. 
Independently detect and correct errors
in algorithms and programs using block-
based programming. Use decomposition
to solve complex problems. 
Know that there is more than one way to
solve a problem through programming
and effectively select the most efficient
method. Use sequence, repetition, and
selection with increasing 
confidence. Developing selection from
‘if…then’ to ‘if…then…else’ and integrate
into loops and nested loops where
appropriate. Understand and use
variables in code.Know when to use a
placeholder variable or a variable to
store and change numbers in code. 
Understand what the internet is, how it
provides a variety of services to
networked computers and how data
travels as packets from one computer to
another. 
Show an awareness of how search
engines work in relation to page ranking
and algorithms. 
Be discerning in evaluating digital
content with an awareness of fake news

Expected Endpoints in Computing



Progression for Coding



Progression for Handling Data



 Progression for Digital Literacy and Computer
Technology


