Computing Intent
	“Our Computing curriculum is designed to create digitally literate children the Wray Common Way.”
Our curriculum equips children to be confident, creative, and responsible digital citizens. Through computer science, information technology, and digital literacy, children learn how technology works and how to use it safely and purposefully. Through algorithms and learning how to use unknown online programs, all children, from Early Years to Year 6, develop their problem-solving skills to build confidence and develop critical thinking. Online safety is embedded throughout, ensuring children understand digital responsibility and the impact of technology on society so that they can contribute to a positive online culture. 
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 Ambitious

· Children develop computational thinking, creativity and problem-solving skills through tailored units, including a new AI module and Python Coding in Year 6, preparing them for an evolving digital world.
· Set high expectations of knowledge and skills retention for all children, including SEND and PP.
· Every child writes computer programs to control robots, from using Bee-Bots in Reception and Year 1 to programming Micro:bit robots in Year 4, to bring repeated patterns to life.
· Some Year 6 pupils serve as Digital Leaders, managing digital devices and supporting assemblies across the school.
· Online safety is integrated into computing lessons and reinforced through assemblies that address real and potential incidents, such as understanding the difference between snitching and reporting online concerns.
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Connected

· Computing enables children to apply learning across the curriculum — from using technology for maths and phonics games in the Early Years, to creating Adobe Express videos on Orangutans from their ‘Lungs of the Earth’ topic in Year 3.
· Online safety is reinforced through PSHE links, using the ‘SMART with a Heart’ rules and Wray Common Values to promote responsible and positive online behaviour.
· Learning is progressive across the three strands of computing, with Scratch Jr used throughout the school to develop computer science understanding.
· Year 2 pupils are introduced to touch typing to build efficient skills for longer writing tasks, such as creating circus invitations and writing research, laying the foundation for extended writing in Key Stage 2.
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 Immersive

· Children talk, collaborate and engage with a wide range of technologies such as: Bee-Bots and iPads in Reception to multimedia projects, including explanation videos and webpage creation in Year 5.
· In Year 1, children use tablets to take photographs and the ChatterPix app to add audio, bringing stories they have explored to life.
· Learning is hands-on and creative through project based tasks, enabling children to explore their understanding using diverse media — from creating digital music in Year 2 to developing unplugged computational thinking skills in Year 4 to support coding.
· Online safety and digital citizenship are taught through age-appropriate, realistic scenarios, from investigating the effects of screen time in Year 4 to investigating edited photos in Year 6.
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