
 
 

Computing Curriculum Implementation at St John’s 

Catholic Primary School, Trowbridge. 

 

Computing is delivered using a two year rolling program with all children having 

experienced the full Computing curriculum at the end of each key stage. We have 

carefully selected a scheme of work that we feel more than adequately cover the 

National Curriculum statements for Key Stage 1 and Key Stage 2. Computing is 

planned, taught and assessed using the online scheme of work, resources and 

assessment tool from Teach Computing. Teach Computing provides an innovative 

progression framework where computing content (concepts, knowledge, skills, and 

objectives) are organised into interconnected networks called learning graphs. 

Teachers use these learning graphs to directly inform lesson planning and to identify 

opportunities to assess pupil understanding at key points in a lesson or unit. These 

creative and exciting lessons are carefully timetabled so all children are taught 

computing on a weekly basis. 

Our children begin their journey with technology in Early Years, with access to iPads, 

Beebots and Chromebooks. Teachers facilitate children’s curiosity with challenge and 

modelling how to use the equipment carefully and safely.  

In KS1 children continue their journey with the BeeBots, using them more precisely. 

They learn how to program a BeeBot to reach a destination and begin to be able to 

debug when something doesn’t work out the way they imagined. Using the 

Chromebooks they improve their mouse control and learn how to log on and off a 

computer using their own username and password. They learn about online safety and 

what to do if they encounter something which makes them feel uncomfortable as well 

as what personal information is and why it is important we don’t share it with someone 

on the internet. Coding then progresses from BeeBots onto a computer based program 

where children learn how to program a variety of sprites. 

 In KS2, children continue this coding journey, not only making the sprites move, but 

interact with each other. As children progress up KS2 the coding becomes more 

complex and they are able to create basic games with code. Their digital literacy skills 

are combined with English, Science, History and Geography and work is word 

processed and presentations are created using PowerPoint. The children are also 

taught internet safety throughout each year of KS2. They know how to keep 

themselves safe online and what to do if they come across something that makes them 

uncomfortable. KS2 are taught the difference between being a bystander and an 

upstander and the importance of reporting something they experience happening to 

themselves or another person, as in accordance with our Anti Bullying Policy and our 

Online Safety Policy.  

 



Upper KS2 understand the importance of media balance and appreciate that as they 

get older, they are more responsible for their online presence and how often they 

access a variety of forms of media. 

 

 

E-safety 

All children across the school are given age appropriate e-safety sessions once a year 

from an outside source. These are also available to parents to develop their knowledge 

and understanding of how to support their children, as internet safety needs to be 

viewed in a holistic manner with clear communication and transparency between 

school and home. Children are given the code of conduct each year to remind them of 

the expectations around being safe online and using technology within school. 

Within the programs of study e-safety is taught and woven throughout the lessons             and 

not just as a standalone topic. 

 

 
Opportunities 

All children in the school have equal opportunity to access Computing and technology. 

Children are provided with learning opportunities appropriate to their age group and 

the needs of the individual learners. Children are supported through the use of learning 

partners and differentiated tasks, which supports our EAL children as they are  exposed 

to the language of Computing and modelled learning by a peer and supported by staff. 

Further support is made available for vulnerable learners where needed, such as 1:1 

iPads for SEND children and a magnifying tool for a child with a visual impairment. 

Where possible children are given real life context for their learning so they can see 

how their learning has purpose and can play a part in impacting on the world around 

them. 

 

 
Staff and further CDP 

Staff are given regular training to upskill them and give them the confidence to provide 

a range of Computing opportunities in their classrooms. These have included training 

and supporting staff with the implementation of Seesaw as a  home learning platform. 


