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Intent  

Technology is becoming an everyday part of life. At Herringthorpe Infant School, we hope to 

prepare our children for a future in an environment which is shaped by technology. 

Therefore, we want to model and educate our children on how to use technology positively, 

responsibly and safely. We aim to encourage our pupils to be creators not consumers and 

our curriculum encompassing computer science, information technology and digital literacy 

reflects this. We want our pupils to understand that with technology comes choices, as a 

school we want to model and support these positive choices and highlight the risks that may 

possibly come by making incorrect ones.  

We encourage staff to try and embed computing across the whole curriculum to make 

learning creative and accessible for all children. We want children to become fluent with a 

range of tools to best express their understanding. We want children to feel comfortable and 

confident with using and exploring these tools independently. 

 Implementation  

The computing curriculum at Herringthorpe Infants aims to equip children with the 

knowledge, skills and understand they need to thrive in the digital world they will be a part of 

both today and in the future. The curriculum can be broken down into three strands: 

computer science, information technology and digital literacy. 

Foundation Stage –  

Despite computing not being explicitly mentioned within the Early Years Foundation Stage 

(EYFS) statutory framework, we will ensure that children in EYFS are exposed to a wide 

range of play-based experiences that support the teaching of computing.  

KS1 – Pupils will be taught to:  

• Understand what algorithms are, and how they are implemented.  

• Create and debug simple programs.  

• Predict the behaviour of simple programs.  

• Create, organise, store, manipulate and retrieve digital content.  

• Recognise common uses of ICT beyond school.  

• Use technology safely and respectfully, keeping personal information private, and to 

identify where to go for help and support when they have concerns online.  

NCCE – Computer Science and Information Technology  

At Herringthorpe Infant School, our scheme of work for computing is the ‘Teach Computing’ 

Curriculum and covers all aspects of the National Curriculum. This scheme was chosen as it 

has been created by subject experts and based on the latest pedagogical research. It 

provides an innovative progression framework where computing content (concepts, 

knowledge, skills and objectives) has been organized into interconnected networks called 

learning graphs.  



Project Evolve – Digital Literacy  

A key part of the computing curriculum is ensuring that children are accessing technology 

safely and responsibly. Children have a right to enjoy childhood online, to access safe online 

spaces and to benefit from all the opportunities that a connected world can bring them, 

appropriate to their age and stage. 

Children develop this awareness and responsibility through the use of the ‘Project Evolve – 

Education for a Connected World’ framework. The framework aims to support and broaden 

the provision of online safety education, so that it is empowering, builds confidence and 

creates a positive online environment.  

Within each year group topics include: 

 • Self-Image and Identity - This strand explores the differences between online and offline 

identity beginning with self-awareness, shaping online identities and media influence in 

propagating stereotypes. It identifies effective routes for reporting and support and explores 

the impact of online technologies on self-image and behaviour.  

• Online Relationships - This strand explores how technology shapes communication 

styles and identifies strategies for positive relationships in online communities. It offers 

opportunities to discuss relationships, respecting, giving and denying consent and 

behaviours that may lead to harm and how positive online interaction can empower and 

amplify voice. 

 • Online Reputation - This strand explores the concept of reputation and how others may 

use online information to make judgements. It offers opportunities to develop strategies to 

manage personal digital content effectively and capitalise on technology’s capacity to create 

effective positive profiles. 

 • Online Bullying - This strand explores bullying and other online aggression and how 

technology impacts those issues. It offers strategies for effective reporting and intervention 

and considers how bullying and other aggressive behaviour relates to legislation.  

• Managing Online information - This strand explores how online information is found, 

viewed and interpreted. It offers strategies for effective searching, critical evaluation of data, 

the recognition of risks and the management of online threats and challenges. It explores 

how online threats can pose risks to our physical safety as well as online safety. It also 

covers learning relevant to ethical publishing. 

 • Health Well-being and Lifestyle - This strand explores the impact that technology has on 

health, well-being and lifestyle e.g. mood, sleep, body health and relationships. It also 

includes understanding negative behaviours and issues amplified and sustained by online 

technologies and the strategies for dealing with them.  

• Privacy and Security - This strand explores how personal online information can be used, 

stored, processed and shared. It offers both behavioural and technical strategies to limit 

impact on privacy and protect data and systems against compromise.  

• Copyright and Ownership - This strand explores the concept of ownership of online 

content. It explores strategies for protecting personal content and crediting the rights of 



others as well as addressing potential consequences of illegal access, download and 

distribution. 

Computing is taught every week, either as a stand-alone lesson or embedded into the wider 

curriculum. This is dependent on the area of focus for that specific half term. Children have 

access to a range of hardware: computers, laptops, tablets, programmable equipment 

(spheroes, beetbots, codipillars) and software that they need to develop knowledge and 

skills of digit systems and the applications.  

Impact  

We encourage our children to enjoy and value the curriculum we deliver. We want children 

to discuss, reflect and appreciate the impact computing has on their learning, development 

and well-being. Much of the subject-specific knowledge developed from our computing 

curriculum equip pupils with experiences which will benefit them in their future education and 

future workplaces. We want children to be confident using technology, but also recognise the 

impact and implications it can have if used inappropriately.  

Assessment  

Pupils’ knowledge and understanding of the primary computing curriculum will be assessed 

according to the provisions outlines in our Assessment policy. Ongoing formative 

assessment monitors pupil performance and progress during learning; the outcomes of 

which we will use to ensure that work matches the individual needs and abilities of pupils. 

Summative assessment reviews pupils’ progress and abilities and will be undertaken at the 

end of each unit, term and school year 

The school uses ‘ClassDojo’ which enables the school to keep in touch with the parents via 

text.  

Copyright and Licensing 

All software used will be in strict accordance with the licence agreement. ACS support the 

school with technical issues as well as ensuring that software on the computers is up to date 

and in accordance to licences. Personal software should not be loaded onto school 

computers. 

 


