
 

 Computing at Kilnwood Vale Primary School 

We believe that our computing curriculum equips pupils to use computational thinking and creativity to understand the world. Computing has deep links with 

mathematics, science, and design and technology, and provides insights into both natural and artificial systems. Pupils are taught the principles of information 

and computation, how digital systems work, and how to put this knowledge to use through programming. Computing also ensures that pupils become digitally 

literate  able to use, and express themselves and develop their ideas through, information and communication technology  at a level suitable for the future 

workplace and as active participants in a digital world. 

Whilst technology has been removed from the Early Years Foundation Stage Framework, it is still part of the national and our curriculum at Kilnwood Vale across 

all age groups. 

Details about the National Curriculum can be found at: 

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf  

Our ambition for all children is that they are inspired to challenge themselves from the beginning of early years to the end of year 6. Throughout their time at 

Kilnwood Vale the children will develop the skills and knowledge required to access the wider technological world they are entering. Teachers will nurture the 

evements.  

As the children travel through each phase at Kilnwood Vale, they will be developing their passion and thirst for learning and be prepared for the next stage of 

their journey. 

Phase Inspire Nurture Enable 
EYFS Children will be encouraged to use 

technology in a way that suits their needs 
and within exploration of topical learning 
throughout the setting. Technology will be 
imbedded into everyday learning through 
the use of interactive whiteboards, iPads, 
sound buttons and other relevant devices. 
Children will engage in tasks designed to 
activate computational thinking linked into 
other areas of the EYFS curriculum, for 
example the use of junk model making. 

Through exploration of our indoor and outdoor 
learning environment, children will be exposed to 
a range of different technology. Adults will model 

interest and curiosity. They will be encouraged to 
be responsible for the equipment, as well as being 
reflective and imaginative. Children will be 
encouraged to apply their computational thinking 
through discussion with adults and explaining 
their thought processes within activities. 
 
 

Children will be exposed to some forms of 
technology that they are likely to experience 
higher up the school and will begin to develop 
their understanding of some concepts, such as 
coding, through the use of practical 
technological resources within their play. 
Children will be able to use computational 
thinking and problem solving skills to present 
their completed work to others, discussing their 
steps to success. 
Children will leave the EYFS being able to view 
technology as a tool for learning and with a 
secure foundation for computational thinking 
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which can be applied to new technological 
concepts in KS1. 

KS1 Following an exciting introduction to 
technology and computational thinking in 
the Early Years, children will continue to share 
their passion for computing and will be 
enthused to further their knowledge by 
applying what they already know to more 
challenging concepts. 
opportunity to take responsibility for their 
learning by adapting their own learning 
journey to satisfy their individual curiosity, 
while developing key skills and learning 
essential knowledge. 
 

Through a series of well-planned and structured 
lessons children will have the opportunity to 
develop and enhance their computing skills and 
gain a broader knowledge of technology in the 
workplace, building upon their prior experience of 
this. Pupils will learn about the importance of E-
safety and what they can do to be safe online at 
home, which they will share with their peers  
through class assemblies on the topic in Year 2. 

Children will be able to understand and apply 
the principles and concepts of computer 
science, including abstraction, algorithms and 
data representation, using computational 
language to describe their through and physical 
process. Children will be encouraged to 
become critical thinkers and reflective learners. 
Children will be encouraged to use their 
learning from these sessions in other areas of 
the curriculum. 

KS2 Pupils will have the confidence to logically 
explain their reasoning and be able to use 
technology responsibly, with respect and 
safely. Children will be able to recognise the 
purpose and uses of computing in various 
areas of learning and work, in preparation for 
secondary school and further learning. 

In Key Stage 2 pupils will continue to build on 
their knowledge, understanding and practical 
application of computing skills. Children will have 
the opportunity to design, write and debug 
programs that accomplish specific goals, 
including using logical reasoning to explain how 
some simple algorithms work and to detect and 
correct errors in algorithms and programs. They 
will have the skills to analyse problems using 
technology. 

Children will be able to use technology in a 
range of different contexts to support their 
learning across the National Curriculum. Pupils 
will be secondary school ready and will have 
the aspirations to improve and develop their 
ICT skills to enhance life skills. Children will be 
reflective and resilient when using technology 
to keep themselves and others safe. 

 


