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Computing Curriculum: Intent, Implementation, and Impact Statement
Intent
Our Computing curriculum is designed to equip pupils with the foundational skills, computational thinking, and digital resilience required to thrive in an increasingly digital world. We intend to deliver a high-quality, inclusive, and ambitious curriculum that transforms pupils from passive consumers of technology into articulate, creative, and safe digital creators.
Following the Teach Computing Curriculum, we structurally build progression across three core pillars: Information Technology, Digital Literacy, and Computer Science. Crucially, we recognise that technology brings both opportunity and risk. Through embedding Project EVOLVE, our intent is to proactively educate children on online safety, ensuring they develop a deep, age-appropriate understanding of their digital footprint, online relationships, and digital well-being.
In the Early Years Foundation Stage (EYFS), our intent is to foster a natural curiosity for technology and problem-solving. By utilizing Barefoot Computing units woven directly into our termly topics, we introduce vital computational concepts—such as sequencing, debugging, and pattern recognition—long before children sit at a screen, ensuring a seamless and contextual transition into Key Stage 1.
Implementation
Our curriculum is delivered through a structured, progressive, and thematic approach that ensures knowledge and skills are systematically built upon year-on-year:
· In the Foundation Stage: Computing is integrated naturally into continuous provision and topic-based learning. Teachers use Barefoot Education units to teach unplugged (offline) computational thinking. For example, children explore algorithms through mapping out instructions for a fairy-tale character or identify patterns during mathematical play. Alongside this, Project EVOLVE is implemented through storybooks, discussion, and role-play to gently introduce early concepts of online safety, privacy, and respectful digital boundaries.
· In Key Stages 1 and 2: Computing is taught as a discrete subject using the Teach Computing framework, which ensures full coverage of the National Curriculum. Lessons are practical, scaffolded, and built around a spiral curriculum where key concepts are revisited with increasing complexity.
· Online Safety Integration: Online safety is not taught as a one-off event. It is explicitly mapped out and delivered through Project EVOLVE at the start of every half-term or integrated directly into relevant Teach Computing modules. This ensures that the eight strands of digital literacy (from online relationships to managing online information) are consistently reinforced, adapted to the changing digital landscape, and relevant to the children's lives.



Impact
The impact of our curriculum is that children leave our school as confident, competent, and highly responsible digital citizens.
· Competency and Progress: Pupils can clearly articulate how technology works, write and debug code, and selectively use a range of software to express their ideas. The foundational "unplugged" skills established in EYFS via Barefoot Computing manifest as strong computational thinkers in Key Stage 2.
· Digital Resilience: Through the consistent application of Project EVOLVE, pupils demonstrate a mature, deeply rooted understanding of online safety. They can identify digital risks, know how to report concerns, and confidently make positive, safe, and respectful choices online.
· Assessment and Evidence: Impact is monitored through a combination of formative assessment during tasks, digital portfolios of work, pupil voice interviews, and regular reflection against the Project EVOLVE and Teach Computing progression frameworks. We measure success not just by the digital products children create, but by the safety, respect, and critical thinking they exhibit whenever they engage with the digital world.
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