
Priestley Primary School 
Computing Policy 

Reviewed Spring 2016  
 

Philosophy 
 

“Computers are now part of our everyday lives; at home, at school and at work, computers help is to create 
content, access information and perform tasks faster, more efficiently and with greater accuracy than has ever 
been possible. Technology has a significant role to play in shaping and advancing education and extending 
children’s learning fit for the 21st century.”          

(Progression in Computing 2014, Wiltshire Learning Trust) 
 

A high quality computing education equips pupils to use computational thinking and creativity to understand and 
change the world. Computing has deep links with mathematics, science, and design technology, and provides 
insights into both natural and artificial systems.              

(Computing programmes of study: National curriculum in England, DfE 2013) 
 

Computing will be taught in three core strands either embedded within other areas of the curriculum or as 
discrete learning opportunities across Foundation Stage, Key Stage 1 and Key Stage 2 
 
 

Principles 
 

At Priestley we want both staff and pupils to be confident and competent in the use of the computing curriculum 
and ICT resources.  All teachers will have ICT resources, to support their teaching.  Pupils will have access to the 
suite, RT computers or tablet computers on at least one occasion a week. These resources with be used when and 
where appropriate to support and enhance learning opportunities.  
 

The computing curriculum is split into three core strands of Computer Science, Creative Technology and Digital 
Literacy, which are then sub-divided as follows: 
 
 
 
 
 
 
 
 
 
 
 
 

 
The expected learning outcomes for the end of each Key Stage as set by the National Curriculum 2013 are: 
 

Key Stage One   
 

Computer Science 
 Understand what algorithms are; how they are implemented as programs on digital devices; and that 

programs execute by following precise and unambiguous instructions.  
 Create and debug simple programs use logical reasoning to predict the behaviour of simple programs. 

 

Creative Technology 
 Use technology purposefully to create, organise, store, manipulate and retrieve digital content. 

Digital Literacy 
 Recognise common uses of information technology beyond school.  
 Use technology safely and respectfully, keeping personal information private; identify where to go for help 

and support when they have concerns about content or contact on the internet or other online 
technologies. 

 

Computer Science 

Creative Technology 

Digital Literacy 

Understanding Networks 

Programming 

Digital Content-Multimedia 

Communication & Collaboration 

Digital Research 

Safety and Security 



Key Stage Two   
 

Computer Science 
 Design, write and debug programs that accomplish specific goals, including controlling or simulating 

physical systems; solve problems by decomposing them into smaller parts. 
 Use sequence, selection, and repetition in programs; work with variables and various forms of input and 

output. 
 Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in 

algorithms and programs.  
 Understand computer networks including the internet; how they can provide multiple services, such as the 

World Wide Web. 
 

Creative Technology 
 Select, use and combine a variety of software (including internet services) on a range of digital devices to 

design and create a range of programs, systems and content that accomplish given goals, including 
collecting, analysing, evaluating. 

 Understand the opportunities they offer for communication and collaboration. 
 

Digital Literacy 
 Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify 

a range of ways to report concerns about content and contact  
 Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in 

evaluating digital content 
 Presenting data and information. 

 

These are then separated into the appropriate year group expectations to ensure that all pupils make at least 
expected progress.  
 
 

Procedures 
 

Teaching & Learning Strategies 
As the aims of computing are to ensure that pupils become digitally literate – able to use, and express themselves 
and develop their ideas through, information and communication technology – at a level suitable to be active 
participants in a digital world (DfE, Computing Programmes of Study 2013). We adopt a teaching and learning style 
that enables children to be equipped with the skills necessary to use technology and become independent 
learners so therefore an active and practical approach to learning is necessary. During their timetabled Computing 
sessions the children are taught how to use hardware and software in a skills manner.  These skills are then 
transferred to support learning across the curriculum.   
 

We recognise that all classes have children with widely differing Computing abilities.  This is especially true when 
some have access to equipment at home, while others do not.  We provide suitable learning opportunities for all 
children by matching the challenge of the task to the ability and experience of the child, we do this through 
differentiated tasks, using other children as mentors and setting open-ended tasks, which can have a variety of 
responses. 
 

Time Allocation 
Computing is a core subject and is taught on a weekly basis as one of the three strands.  All classes have a 
timetabled Computing session in the suite, for at least 55min.  In addition to this teachers and pupils have 
timetabled access to extra computers, equivalent to at least 1 extra session per week, for cross-curricular 
teaching.  Children receive the equivalent of two 55 min sessions per week over the course of each term.  
However, in the infants in particular this might be taught in the classroom using other equipment, such as metal 
detectors, sound recorders or bee-bot. 
 

Planning 
Planning is based around the national curriculum document, the skills from which have been taken and integrated 
into our skills overview of the inclusive curriculum, including the sessions allocated through the Cornerstones 
Curriculum.  
 

Medium Term Plans follow the schools medium term planning format, are skills based and aim to be as cross-
curricular as possible. 
 

 



SEN  
School concern, school action and school action plus children regularly use both the ICT suite and the bank of 
computers in support classroom to access programmes including: Nessy, Accelerate Accelerwrite, Star Spell, 
Clicker 5, and speedy keys to support work towards their targets. 
 

AG&T 
Children identified as Able, Gifted and Talented are given additional access to ICT resources which will help them 
to meet and develop in the skills that they have been identified as have a particular aptitude or skill in.   
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