
Computing at St. Michaels: 

Our aim is to equip our children with the skills to use computational thinking and 

creativity to understand and change their world. We aim to deliver a curriculum 

which enables our children to become digitally literate at a level suitable for the 

future workplace and be active participants in an increasingly digital society. In 

addition to this, we cannot ignore the impact which social media and online 

gaming have on the lives of children and their families. As such, we aim to teach 

children appropriate behaviours and critical thinking which will enable them to be 

both safe and discerning when using the internet and related technologies, both 

in and outside of the school environment. 

 

Intent: 

Computer literacy is becoming increasingly relevant to our children in the society 

which they will become part of. The skills used for computational thinking can be 

applied across the curriculum and, in their future, the workplace. This includes 

problem-solving, creativity and resilience, as well as enabling children to apply 

their numeracy skills. At St. Michaels, we follow the National Curriculum and use 

respected sources, such as National Online Safety, to support and inform our 

curriculum planning. This gives our children opportunities to develop a wide range 

of skills through engaging and challenging lessons, utilising various practical 

resources and applications. 

 

Academic: 

Our computing curriculum is designed to teach children a range of skills which 

they can apply to technology in their further education and future lives. This 

includes: using technology safely and responsibly; having the ability to recognise 

acceptable and unacceptable behaviour; and identifying a range of ways to report 

concerns they may have. We aim to encompass a range of coding skills  

throughout our curriculum, from being able to assemble and debug basic blocks 

of code, beginning to explore written script, right through to combining a range of 

applications in a longer project. 

Our children have the opportunity to learn and explore using multiple types of 

firmware including laptops and tablets, Turing Tumbles, Codey Rocky robots and 

Crumble Controllers.  



 

Character: 

We recognise the importance of raising children as responsible, critical thinkers 

who can evaluate online content and reflect on their own behaviour online. 

Learning the importance of e-safety will enable our children to become discerning 

and effective individuals who understand the impact their online communications 

have upon others. Our children’s use of resources in the classroom further 

develop their understanding of the importance of respecting others and 

themselves. These skills are explored both in our computing and Life-skills 

curriculum. 

 

Behaviour: 

Our curriculum aims to teach children how to recognise both acceptable and 

unacceptable behaviours online, as well as equipping them with the skills they 

need to conduct themselves in a respectful and assertive manner online. 

 

Implementation: 

Our curriculum road-map for Computing is supported by the National Curriculum, 

as well as reflecting the needs of our pupils and allowing for them to build on 

their skills in key areas throughout their Key Stage two journey.  

For example, in Coding, our Year 3 pupils will explore basic sequencing and 

animation. As they progress into Year 4, they add to these skills by applying 

variables and repetition to their code. This is extended further in Year 5 with the 

addition of co-ordinates and number simulations. Finally, in Year 6, they begin to 

explore object properties and more complex variables. They will also have the 

opportunity to explore other types of code, such as Python and HTML in this final 

year. 

Teachers will specifically consider what knowledge and skills they want children to 

acquire within each unit taught. Throughout our curriculum, children have many 

opportunities to develop their capabilities using multiple Microsoft Office 

applications, including Word and PowerPoint. We recognise the importance of 

their efficiency using these programs for their future school career and beyond. 

 



Impact: 

By the end of Key Stage 2, children will have acquired a rich understanding of 

technology, developed effective computational thinking and be able to apply this 

to a range of coding and output devices. In addition to this, they will have a firm 

grasp of issues surrounding e-safety and how to respond positively to situations 

that concern them online.  

Assessment at the end of each unit reflects the content taught. Teachers are able 

to assess through videos, coding scripts and final projects, as well as informal 

quizzes and discussions. 

Monitoring by the subject leader includes curriculum walks, regular tracking of 

pupil progress against whole-school objectives and lesson observations. This 

process informs the next steps for computing planning and professional 

development. 

We measure our impact based on pupil’s engagement and ability to apply skills 

independently to their own projects and applications. Children’s progress in 

understanding the importance of online safety will be reflected by their behaviour 

both in school and at home. 

We aspire for children to leave St. Michaels with the ability to apply what they 

have learnt to new software and learning experiences. In this way, we prepare 

our learners fully for transition to secondary school. 

 

 

 

 


