
 

 

Computing 
 

Intent 
 

All pupils at Blessed Dominic Catholic Primary School have the right to have rich, deep learning 
experiences that balance all the aspects of computing. With technology playing such a significant 
role in society today, we believe ‘Computational thinking’ is a skill children must be taught if they are 
to be able to participate effectively and safely in this digital world. A high-quality computing 
education equips pupils to use creativity to understand and change the world. Computing has deep 
links with mathematics, science, and design and technology, and provides insights into both natural 
and artificial systems. At Blessed Dominic, the core of computing is Computer Science in which 
pupils are introduced to a wide range of technology, including laptops, iPads, VLR headsets and 
interactive whiteboards, allowing them to continually practice and improve the skills they learn. This 
ensures they become digitally literate so that they are able to express themselves and develop their 
ideas through information and computer technology– at a level suitable for the future workplace 
and as active participants in a digital world. 

 
We intend to build a computing curriculum that develops pupil’s learning and results in the 
acquisition of knowledge of the world around them that ensures 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. 

 

We intend to build a computing curriculum that prepares pupils to live safely in an increasingly digital 
British society where pupils can evaluate and apply information technology, including new or 
unfamiliar technologies, analytically to solve problems. 

 
We teach a curriculum that enables children to become effective users of technology who can: 

 

 Understand and apply the essential principles and concepts of Computer Science, 
including logic, algorithms and data representation; 

 Analyse problems in computational term, and have repeated practical experience of 
writing computer programs in order to solve such problems; 

 Evaluate and apply information technology analytically to solve problems; 
 Communicate ideas well by utilising appliances and devices throughout all areas of the 

curriculum. 

 
Internet Safety 

 
Blessed Dominic takes internet safety extremely seriously. We have an E- Safety Policy that provides 
guidance for teachers and children about how to use the internet safely. Every year group 
participates in lessons on e-safety and children understand how to stay safe when using technology. 



You may find the following websites useful to 
help your child stay safe online at home: 
Understanding social networking sites and how to 
keep your children safe. 

 
Common sense media 

Great advice to help keep your children safe 
online. 

Think U Know 

Safety information for the whole family. Microsoft Protect 

Report any illegal content on the internet. Internet Watch 

Keep up to date with any e-safety issues. ChildNet 

Safety information for parents. Safer Internet 

Information on gaming safely with resources for 
parents and children. 

Get Game Smart 

Understand and share the world of social 

networking websites with your children. 
Make it Secure 

 

 Underpinned by: 
High Expectations; all children are expected to succeed and make progress from their 
starting points and quality feedback and formative assessments support this. Verbal and 
written feedback will ensure all children review, consolidate and extend their existing 
understanding. 

 Progression of skills; lessons are planned ensuring there is progression of key skills and 
pupils are challenged and/or supported where necessary. Cross curricular computing 
lessons are encouraged to ensure all aspects of computing have a contextual basis and 
children can see their progression in real world scenarios. 

 Vocabulary rich environment; pupils become familiar with key vocabulary and 
terminology specific to the topic and we encourage teachers to ensure ambitious 
vocabulary is shared and applied in lessons. Computing terminology it presented at the 
start of the topic. Children follow the clarify, edit and refine structure to ensure their 
understanding is secure. 

 Developing sense of enquiry and curiosity; opportunities for pupils to think critically, 
embrace challenging activities and reflect will encourage broader thinking and 
encourage self-learning and curiosity. Children are encouraged to explore new 
resources and software packages to connect to their existing understanding. The 
computing world is constantly developing and making advancements therefore it is 
important the children have access to these new changes, through updated software 
and new hardware devices. 

 Good teacher subject knowledge; teachers will have sound knowledge of the 
curriculum area in order to deliver high-quality lessons and provide pupils with 
outstanding teaching and learning. Teachers will engage in frequent CPD to ensure 
they have an update understanding of the computing advancements. 

 

Implementation 
 

KS1 – Pupils should be taught to understand what an algorithm is and how they are used as programs 
on digital devices. They will need to understand that programs execute by following precise and 
unambiguous instructions. Pupils will create and debug simple 



programmes, as well as using logical reasoning to predict the outcome (behaviour) or simple 
programs. They will use technology purposefully to create, organise, store, manipulate and retrieve 
digital content. Pupils will be given context for the use of technology beyond school and develop an 
understanding of how to use technology safely and respectfully, keeping personal information 
private. Finally our pupils will understand where to go for help and support when they have 
concerns about content or contact on the internet or other online technologies. 

 

KS2 -Pupils should be taught to design, write and debug programs that have the aim of 
accomplishing specific goals. This includes controlling physical systems and solving problems by 
decomposing them into smaller parts. They will be using sequence, selection and repetition in 
programs to work with variables and various forms of input and output. Pupils with use logical 
reasoning to explain how some simple algorithms work and to detect and correct errors in 
algorithms and programs. Pupils will be provided with the tools to understand computer networks, 
including the internet and how they can provide multiple services. They will be using search engines 
effectively and appreciate how results are selected and ranked and understand how to evaluate 
digital content. Our pupils will select, use and combine a range of software on a variety of digital 
devices to create programs, systems and content that accomplish given goals. Finally, pupils will 
understand how to use technology safely, respectfully and responsibly. Recognising acceptable/ 
unacceptable behaviour and identify how to report concerns regarding content and contact. 

 
Many of our pupil’s memorable experiences in other subjects should be provided through the use 
of computing. To ensure they always have an activity to remember and refer back to. As well as 
this we aim to provide pupils across they key stages with access to new technology and 
opportunities to explore these in detail. Children to use the VR headsets to allow them access to 
experiences that have been limited to them due to restrictions of geography. 

 

Our ‘Debuggers’ (More Able and Talented) contribute towards running school events and 
competitions for children to take part in or ‘try out’ sessions at lunchtimes. These are usually 
termly and themed. Children and staff have been working towards achieving a reaccreditation of 
the NAACE award in digital literacy and education technology 

 

Teachers are encouraged to make links with other areas of the curriculum so that all learning in all 
subjects can be embedded and pupils immersed in their learning. Links between computing and 
other areas of the curriculum can be found across our subject range. 

 

IMPACT 
 

Pupils will show through questionnaires, pupil conferencing and focus groups their understanding 
and enjoyment of the subject. Conversations with digital leaders about their understanding of the 
curriculum and how it is delivered and areas they would like to develop further. 



Links across subjects will be shown in books and children evidence understanding of vocabulary 
and concepts by responding to a relevant question. Year group work can be found on the system, 
where each child has an independent login. Pupils are encouraged to keep track of their documents 
and organise them correctly. During open evenings, children should be able to open up designs/ 
programs and discuss them with parents/ visitors in detail. 

 

Teachers to use the Google drive to store digital work samples, through cross curricular lessons. 
This can be stored during remote learning as well. Teachers to begin to use QR codes, to display 
digital work on displays and as links in Google Drive. This then can be shared with whoever needs it, 
including parents through Google Classroom. Pupils will end units being able to apply and 
demonstrate they can effectively use computing skills. They will progress throughout the year 
groups building upon these skills and reflect the planned outcomes. Teachers are asked to 
complete a termly planning evaluation to help identify skills taught and gap in their learning, to 
inform future planning. This is save centrally in the shared drive for the SL and SLT to use to inform 
them of progress and curriculum mapping. 

 

Outcomes of work will reflect those planned. The National Curriculum objectives will be met. 
Outcomes will reflect the age and ability of pupils. Pupils will have access to a broad range of 
activities and outcomes which will reflect the well planned and delivered curriculum. Pupils have 
real life digital experiences that are incorporated within a broad curriculum. Children to see how 
their digital literacy can develop to give them experiences of how it could be used in a modern 
context such as iMovie trailers are Padlet vlogs. 


