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	Intent
	Implementation
	Impact

	Computer Science Pupils:
· can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation
· can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems
· become confident users of block based programming languages in preparation for using text-based programming languages at KS3.
Information Technology
· are responsible, competent, confident and creative users of information and communication technology
· can use information technology in a range of contexts across the subjects of the National Curriculum.
Digital Literacy
· are responsible and confident users of information and communication technology
· understand and follow the SMART E-Safety Rules
Learning Powers
· develop an attitude of perseverance and independence when using technology and applying the skills of computing.  
	From Reception to Year 6, we follow the schemes of work created and provided by code-it.co.uk which is supported by HIAS. This provides a progressive journey from beginning principles to independent application of computing knowledge and skills in challenging contexts.
Computer Science  
· concepts are practised using online and offline learning opportunities. 
· Reception and KS1 use bee-bots to explore algorithms and logic as the first concepts for computer scientists. Year 1 and 2 progress onto using Scratch Jr to begin using clock-based programming language with which to code. 
· KS2 use Scratch for all coding projects so the principles and concepts are developed deeply within only one language in preparation for KS3. 
· Computing is taught weekly and projects build sequentially upon the knowledge and skills from previous projects, revisiting principles already taught and introducing new concepts and levels of challenge. 
· Concepts within a project are made explicit in the planning and teaching and pupils are expected to articulate these during their learning. 
· AfL evaluation sheets are used during and at the end of each project.
· Each project has clear pathways for support, consolidation and challenge.
Information Technology
· Pupils use Information Technology in contexts across the curriculum.
· Teachers plan and deliver lessons according to year group specific objectives from progression of skills documents for each strand of IT. They can plan flexibly, using these objectives in appropriate areas of the curriculum (for example, desktop publishing as part of history learning). 
Digital Literacy
· Pupils in all year groups learn about E-safety during once-termly E-safety units of work and during regular PSHE sessions. 
· Teachers will always refer to the SMART E-safety rules when embarking on any learning that requires the use of the internet.
· Teacher will respond appropriately to occasions in lessons or in the lives of their pupils where E-safety principles need to be revisited and applied. 
Learning Powers
· Computing is taught with problem solving and challenge as its guiding principle. Teachers will encourage an attitude of perseverance and independence in all lessons.
	Pupils will:
· Build up a portfolio folder of computer science and information technology projects that they can talk about using the appropriate and specific subject related vocabulary.
· Be able to speak about the principles and concepts that they are applying during a project. 
· Confidently use the block-based programming language of Scratch to complete problem based projects. 
· Use information technology confidently in areas of the curriculum other than computing. 
· Use information and communication technology responsibly.
· Know, understand and follow the SMART E-safety rules.
· Name at least one responsible adult who they will talk to about concerns regarding the use of information and communication technology. 
· Know websites and organisations where they can seek help with online problems.
· Apply themselves with perseverance and appropriate independence to complete problem based projects. 
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