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Curriculum Intent Statement: Computing 

 
 

Intent 
 
Through our computing curriculum at Harrowbarrow School we aim to give our pupils the life-
skills that will enable them to embrace and utilise ever- changing technology in a socially 
responsible and safe way. As a school in a rural part of Cornwall, and perhaps with less access 
to cutting edge technologies than some cities, we aim for our pupils to know how to use 
technology effectively to access the wider world and to contribute to a global society. Pupils 
will be made aware of the necessity to adopt technological practices in a world that is 
becoming increasingly dependent on digital devices. Not only do we want the children here 
at Harrowbarrow school to be digitally literate and competent end-users of technology but 
through our computing lessons we want them to develop creativity, resilience, problem-
solving and critical thinking skills. Our Computing curriculum focuses on a progression of skills 
in digital literacy, computer science, information technology and online safety to ensure that 
children become competent in safely using, as well as understanding, technology. These 
strands are revisited repeatedly through a range of themes during children’s time in school to 
ensure the learning is embedded and skills are successfully developed. Our intention is that 
Computing also supports children’s cross curricular learning to engage children and enrich 
their experiences and understanding in school.  
 
Implementation  

Computing is taught across the curriculum and the children experience a wide range of apps 
and software within their time at Harrowbarrow School. As they travel through the school, 
children become increasingly independent and develop the ability to make their own choices 
about the software to use for a particular purpose. All year groups in KS1 and KS2 have the 
opportunity to use a range of devices and software for many purposes across the wider 
curriculum as well as in computing lessons. Cross Curricular links enable the children to make 
connections and also offer an opportunity to recall previous learning and to apply it. A class 
set of laptops and half a class set of Ipads are available for use, alongside our new child-
friendly, interactive whiteboards.  

Each lesson is individually planned and referenced against the 2014 National Curriculum and 
a skills and knowledge progression scheme that we use at the school to ensure that the 
statutory requirements are met. Subject knowledge is more in-depth and specific with 
increasingly complex skills as the children move up the school. Teachers assess where children 
are and use their assessments to inform their subsequent lessons so that any gaps are fully 
addressed and misconceptions are dealt with. 

 
Impact 
 
The implementation of this curriculum ensures that when children leave Harrowbarrow 

School, they are competent and safe users of ICT with an understanding of how technology 



works. Our approach to the curriculum results in a fun, engaging, and high-quality 

computing education. The success of our Computing Curriculum is evidenced by the 

children’s increasing ability to work independently and to make their own decisions with a 

belief in themselves and their skills. They develop a confident and positive attitude to 

Information Technology and this enables them to persevere with technological challenges 

and problem-solving. Much of the subject-specific knowledge developed in our computing 

lessons equip pupils with experiences which will benefit them in secondary school, further 

education and future workplaces. From research methods, use of presentation and creative 

tools and critical thinking, computing at Harrowbarrow School gives children the building 

blocks that enable them to pursue a wide range of interests and vocations in the next stage 

of their lives. 

 

Computing End of Year Targets 

 

Progression from Year 1 to Year 6 

 

By the end of Year 1 children should be able to: 

Algorithms and programming 

Create a series of instructions.  

Plan a journey for a programmable toy. 

Information technology 

Create digital content. 

Store digital content.  

Retrieve digital content.  

Use a web site.  

Use a camera. 

Record sound and play back. 

Digital literacy 

Use technology safely.  

Keep personal information private 

 

By the end of Year 2 children should be able to: 

Algorithms and programming 

Use a range of instructions (e.g. direction, angles, turns). 

Test and amend a set of instructions. 

Find errors and amend. (debug) 

Write a simple program and test it. 

Predict what the outcome of a simple program will be (logical reasoning). 

Understand that algorithms are used on digital devices.  

Understand that programs require precise instructions.  

Information technology 

Organise digital content.  

Retrieve and manipulate digital content. 

Navigate the web to complete simple searches.  

Digital literacy 

Use technology respectfully. 

Know where to go for help if they are concerned.  

Know how technology is used in school and outside of school.  

 



By the end of Year 3 children should be able to: 

Algorithms and programming 

Design a sequence of instructions, including directional instructions. 

Write programs that accomplish specific goals.  

Work with various forms of input. 

Work with various forms of output.  

Information technology 

Use a range of software for similar purposes. 

Collect information. 

Design and create content. 

Present information. 

Search for information on the web in different ways.  

Manipulate and improve digital images.  

Digital literacy 

Use technology respectfully and responsibly.  

Know different ways they can get help if they are concerned.  

Understand what computer networks do and how they provide multiple services.  

Discern where it is best to use technology and where it adds little or no value.  

 

By the end of Year 4 children should be able to: 

Algorithms and programming 

Experiment with variables to control models.  

Give an on-screen robot specific instructions that takes them from A to B. 

Make an accurate prediction and explain why they believe something will happen (linked to programming). 

De-bug a program.  

Information technology 

Select and use software to accomplish given goals.  

Collect and present data.  

Produce and upload a pod cast.  

Digital literacy 

Recognise acceptable and unacceptable behaviour using technology. 

 

By the end of Year 5 children should be able to: 

Algorithms and programming 

Combine sequences of instructions and procedures to turn devices on and off. 

Use technology to control an external device. 

Design algorithms that use repetition & 2-way selection. 

Information technology 

Analyse information. 

Evaluate information.  

Understand how search results are selected and ranked.  

Edit a film.  

Digital literacy 

Understand that they have to make choices when using technology and that not everything is true and/or 
safe. 

 

By the end of Year 6 children should be able to: 

Algorithms and programming 

Design a solution by breaking a problem up. 

Recognise that different solutions can exist for the same problem.  

Use logical reasoning to detect errors in algorithms.  

Use selection in programs.  

Work with variables.  

Explain how an algorithm works. 



Explore ‘what if’ questions by planning different scenarios for controlled devices. 

Information technology 

Select, use and combine software on a range of digital devices.  

Use a range of technology for a specific project. 

Digital literacy 

Discuss the risks of online use of technology.  

Identify how to minimise risks. 

 

 

 

 

 


