
Computing
Intent

At Ditton Lodge our vision statement is that 'Together we 
succeed as lifelong learners'. This is carried throughout every 

area of the curriculum including computing.

Our values are that children LEARN (Listen, Enjoy & take risks, 
Aim high & achieve, Respect and Never give up) these values 

will be demonstrated by students within each lesson.
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Through our computing curriculum at Ditton Lodge we aim for our pupils to 
have the knowledge they need to thrive and flourish in the 21st century 

global community. We want to give them experiences of  a world beyond 
Ditton Lodge

We want the use of technology to support learning across the entire 
curriculum and to ensure that our curriculum is accessible to every 

child. Not only do we want them to be digitally literate, competent end-
users of technology but through our computer lessons we want them to 

develop their computational thinking skills.
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The national curriculum for Computing aims to ensure that all pupils: 

• Understand and apply the fundamental principles and concepts of computer science, including 
abstraction, logic, algorithms and data representation 

• analyse problems in computational terms, and have repeated practical experience of writing 
computer programs in order to solve such problems

• evaluate and apply information technology, including new or unfamiliar technologies, analytically to 
solve problems 

• become responsible, competent, confident and creative users of information and communication 
technology.

Our Computing curriculum allows children to create digital work through a range of hardware and 
software. There is focus on 

• Computational thinking (abstraction, decomposition, pattern recognition and algorithms)

• E-safety

• Digital literacy 

• Computers and hardware



Computing
Im

p
le

m
e

n
ta

ti
o

n
Early Years

The Early years framework does not explicitly mention Computing, however there are strands of 
the framework with statements which are prerequisite skills for computing within the national 
curriculum.  This means that the Reception curriculum provides children with the opportunity to 
use and discover technology they will use in Key Stage One and start their journey to be digital 
citizens.



Content and Sequence
Computing is taught through our modular curriculum taught twice a term.  The curriculum is adapted from Kapow 
lesson plans and resources. The modules enable pupils to study in depth key computational understanding, digital 
skills and vocabulary. Each module aims to activate and build upon prior learning, to ensure better cognition and 
retention. Each module is carefully sequenced to enable pupils to purposefully layer learning from previous 
sessions to facilitate the acquisition and retention of key knowledge. Individual modules and lessons build on 
knowledge that has previously been taught. Outcomes are revisited either later in the year or in the following year 
as part of a spaced retrieval practice method to ensure pupils retain key knowledge and information.
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Progression for 1 strand (computational thinking)

EYFS-Year 6
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Planning All modules have sequenced planning from Kapow 

detailing five sessions, key concepts, knowledge and vocabulary to 

be taught. Kapow’s lessons make use of freely available software 

and develop pupils’ knowledge across five areas of learning: Digital 

Literacy, Online Safety, Computational Thinking, Computers and 

Hardware. These feature guidance videos for teachers subject 

knowledge, teaching videos and teaching slides. Teachers adapt 

these plans to differentiate or adhere to individual needs of their 

class.
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A range of hardware and software are regularly planned into lessons in other areas of the curriculum. 

Chromebooks, ipads and interactive whiteboards are integrated into learning. Frequently used 

software tools include Google Slides, sheets and Docs as well as now familiar video conferencing 

software Google Meets. Socrative quizzes are used in a number of areas of the curriculum for 

elicitation, recall and consolidation. Kapow introduces a variety of software tools such as Sketchpad, 

LunaPic, Scratch and Turtle Academy which can then be revisited across year groups. Teachers have 

opportunities to plan in ad hoc Computing skills to increase cross-curricular coverage using any of the 

above tools or something else that would aid in the learning objective. Curriculum Visions are also 

available at home should parents and children wish to access reading and topic books. Every child 

from Year 2 to Year 6 has a Times Tables Rockstars account that they can access at home and 

school to practice their times tables on any device.  All of the above serve to create a cohort of 

digitally literate children growing up with technology.



Im
p

le
m

e
n

ta
ti

o
n CPD

All staff have undergone CPD in Cognitive Load Theory, Spaced Practice Retrieval Theory and 

planning the wider curriculum which has supported the development of a modular wider curriculum.

Training has been provided by the Suffolk Computing Hub. Kapow itself features teacher guidance 

videos in order to upskill practitioners prior to the lesson.  During the first lockdown I created some 

iPad training to help staff to use their iPads in their home learning videos.  Since then staff have used 

and developed these skills and apps to demonstrate to children during their own live lessons in later 

lockdowns.

Our CPD in house has been adapted to and in response to staff needs.  This year our CPD will 

continue to focus on iPads as we develop the use of iPad which we will have as individual student 

devices in year 3 and 4.
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How do you measure the impact of 
Computing teaching?
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How do you measure the impact of Computing 
teaching?

Subject Leaders 

use iAbacus as a 

tool for developing 

their subject, as 

seen in this 

example:
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What do you consider to be the strengths of 
Computing within the school?
Our home learning and use of Google classroom has meant that the children have become confident with the technology that 
we use in school and their own technology at home.  This has meant that the learning can be cross curricular and our digital 
literacy skills are strong.  The children had live lessons everyday via Google meet.  They were able to join in the lessons and 
feedback.  The children also produced work at home that they then submitted during Google Classroom.  This has meant that the
children will have the skills required for moving onto Key Stage 3 where schools use Google Classroom or similar platforms for 
homework.

How do you know?
Evidence on Google Classroom

Pupil Voice 


