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Computing Statement of INTENT 
 

Advances in technology impact all our lives. Through teaching computing, we aim to equip our children to participate in a rapidly changing world where work and leisure activities are increasingly transformed 
by technology. It is our intention to enable children to find, explore, analyse, exchange and present information.  
 
Computing is described in three strands in the Programme of Study;  Computer Science, Information Technology, and Digital Literacy. 
 
Computer Science 
The Computer Science Strand is about using computational thinking to solve problems and make things for a purpose.  It generally, but not always, involves writing programs.   

Information Technology 
The Information Technology Strand is in two parts.  One of these is that pupils should know how it all works; how information of all kinds becomes accessible to and manipulated by technology.  The core idea 
is that of digitisation and its consequences. This is about creating a deep understanding of the material you are going to work with; information.  Just as a person working with wood needs to have a deep 
understanding of how hardness and grain will affect the way wood can be shaped, so students of computing need to understand how texts, sounds and images become accessible to technology so that they 
can be shaped.  The second part is that pupils need to know how to use technology to work in the other two strands; they need a full range of competences, just as a woodworker needs competences with 
drills, saws and planes. Children need to learn how be smart when developing their online Searching and Evaluating skills.  
 
Digital Literacy 
This has two strands, the first being Online Safety. It is crucial that we teach children to develop effective strategies for staying safe in a discriminating and effective way, as well as knowing how to make a 
positive contribution online. Online Safety is taught within PSHCE lessons and within specific computing units, however it is most effectively taught whenever it is applicable to the computing lesson. Our in-
house CEOP ambassador ensures that Online Safety and safeguarding remain an essential, whole school responsibility.   
 
The second strand is Digital Creativity skills which are major factors in enabling children to be confident, creative and independent learners.  It is about solving problems and making useful things by the use of 
digital tools, such as spreadsheets, video editing applications and so on. 
It is our intention that children have every opportunity available to allow them to achieve this, within an ethos where computing impacts on all the subjects of the primary curriculum.  

Computational thinking (Programming and Coding) involves taking that complex problem and breaking it down into a series of small, more manageable problems (decomposition). Each of these smaller 
problems can then be looked at individually, considering how similar problems have been solved previously (pattern recognition) and focusing only on the important details, while ignoring irrelevant 
information (abstraction). Next, simple steps or rules to solve each of the smaller problems can be designed (algorithms). Whinstone begins the development of computational thinking in FS with lots of 
unplugged experiences of coding, testing and debugging. We then develop those skills using various computer programs, APPs and programmable toys. 

Although these strands are defined separately, it is important to understand that when children are actually doing Computing, they will be working on a task or activity which brings together aspects of all 
three strands at the same time. So for example, when making a game by writing an interactive program, they will need to be competent with the language used, and the game will need to look good and be 
rewarding to play. And if they are using other people’s images and sounds, or even storylines, they should ensure that they have permission to do so, and have acknowledged their sources. 
 
With the knowledge that Computing will undoubtedly continue to form a major part of the children’s lives at home, in further education and places of work, we ensure that the experiences and abilities that 
the children develop at Whinstone are effective and transferrable life skills. 
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Whinstone Primary Computing IMPLEMENTATION 

 Autumn Term 1 Autumn Term 2 Spring Term 1 Spring Term 2 Summer Term 1 Summer Term 2 

Reception 
 

Reception to cover ‘Digital Devices and Websites’, ‘Typing Activities’, ‘Code’, ‘Retelling Stories’, ‘Maths’, ‘Imaginative Play’, ‘Online Safety’, ‘Taking Photos 
and videos’, ‘Animation’, ‘Digital Art’ and ‘Digital Music’. 

Year 1 Logging on and 
Computing Skills 

Painting Word Processing and 
Typing Skills (2Type) 

2create a 
story 

2code Programming Toys and 
Beebot 

Programming 
with Scratch 

Year 2 Computer Art Word Processing Doink Green Screen 
videos and iMovie 

Programming with 
Turtle Logo, 
Scratch and 2Code 

Using the Internet Presentation 
Skills 

Year 3 Databases Internet 
Research and 
Communication 

Editing with 
imovie/clips/ 
Garageband 

Desktop Publishing 
Word Processing 

Online Safety and 
Presentations 

2Email  2Logo Programming 
with Toys and 
Scratch 

Year 4 Photo Stories and 
Online Safety 

Animation Editing with 
iMovie/clips 

Ms Logo/ Scratch/ 
programming toys 

Email Office 365 Word Processing Games Design 

Year 5 Digital Art  Editing with imovie/clips/ 
Garageband 

Internet Research and 
Webpage Design 

Word Processing 
and Presentations 

Scratch and 
Crumblebots 

3D Model 
Sketch-up 

Year 6 
 

Online Safety- Be 
discerning  

Scratch and Maths Spreadsheets SATS REVISION SATS REVISION Video Making in 
iMovie/clips 

*Online Safety is planned into some Computing units, but should be addressed wherever applicable within all computing activities (ie when searching on the internet, 

always remind the children of safe searching, believing what they read and copyright of images). Online Safety is also planned within KIDSAFE lessons and PSHCE lessons 

(please also see the planning for the subjects)  
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 FS Objectives Suggested Activities Observational Assessment 

30-50 months  • Knows how to operate simple 
equipment, e.g. turns on CD player 
and uses remote control. • Shows 
an interest in technological toys 
with knobs or pulleys, or real objects 
such as cameras or mobile phones. • 
Shows skill in making toys work by 
pressing parts or lifting flaps to 
achieve effects such as sound, 
movements or new images. • Knows 
that information can be retrieved 
from computers  

  

40-60 months Completes a simple program on a 
computer. Uses ICT hardware to 
interact with age-appropriate 
computer software.  

  

Early Learning Goals Early Learning Goal Children 
recognise that a range of technology 
is used in places such as homes and 
schools. They select and use 
technology for particular purposes.   

  

Exceeding 
descriptors  

Finds out about and uses a range of 
everyday technology. 

       Send home a Technology 
Questionnaire to parents to 
provide some insight into the types 
of technology that children use at 
home.  
Provide a range of programmable 
toys that children can use in their 
play (Bee-Bots, remote-controlled 
toys, simple coding toys). 

Are children confident in using and 
exploring familiar and new 
technologies? 
Can children make comments about 
the use of different technologies? 
Do they show this in their play, e.g. 
speaking on the phone, pretending 
to send a message typing on the 
computer? 

https://www.twinkl.co.uk/resource/eyfs-technology-questionnaire-parent-form-t-c-2549311
https://www.twinkl.co.uk/resource/eyfs-technology-questionnaire-parent-form-t-c-2549311
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Provide old mobile phones, landline 
phones, microphones, PC’s and 
cameras within role-play areas for 
children to incorporate into their 
play. 
Ask children to use a simple 
drawing or word processing 
programme to record their ideas or 
work. 
Ask children to help you in printing 
out photographs from the 
computer.  
Encourage children to use a phone, 
tablet or camera to take photos of 
each other’s or their own work. 

Gain evidence from home regarding 
children’s confidence and use of 
technology. 
Can children apply what they 
already know to use different 
technology. For example, using 
touchscreen, identifying the ‘play’ 
and ‘stop’ buttons or finding the 
‘power’ button. 

 Selects appropriate applications 
that support an identified need, for 
example in deciding how best to 
make a record of a special event in 
their lives, such as a journey on a 
steam train. 

Ask children to make up a 
performance or dance. Which 
would be the best way to record it? 
Would a photograph or video be 
best? 
Ask children how you could record 
their non-permanent work, such as 
using construction, work on a 
whiteboard, a song or a 
performance. 
Ask children to tell you about 
something they did in their holiday. 
Can they decide how best to show 
this? They could bring in a 
photograph, record themselves 
talking about it, make a video, or 
draw a picture on a computer paint 
program. 

Are children able to suggest a form 
of technology to record their work? 
Are they able to say why this is the 
best way to record it? 
Collect notes and evidence from 
parents that show a use of 
technologies that are not always 
available at school, such as video 
calls with a family member, 
downloading programmes from the 
TV or using the DVD player.  
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RECEPTION activities are based on pre-cursors for YEAR 1 objectives 

 

 

ICT Skill    
Suggested activities – website links and screenshots are hyperlinks- just click on them 

to access the sites 

DIGITAL DEVICES 

and WEBSITES 

 Interact and explore their environment using a range of 

multimedia equipment, including digital cameras, 

video cameras, microscopes etc. This could also 

include the use of tablets e.g. iPad to capture still 

and moving images. 

e.g., thermometers, metal detectors, and sound monitors 

can be used to show external changes. 

  

• Provide metal detectors in places such as outdoors or the sand tray. 
• Use the microscope / visualiser to examine objects (e.g. minibeasts) and take 

videos and pictures. 
• Record environmental sounds and match them with digital images in a talking 

book. (Use Book Creator on the iPads) 
• Use pre-recorded sounds to play lotto or guessing games with the children. 

(Either recorded by the class, or downloaded from sites such as Soungle). 
• Use monitoring resources, (e.g. thermometer, metal detector, sound monitor) 

to investigate changes in temperature, materials, and sound. Sound 
monitor… https://calmcounter.ictgames.com 

KS1 Strand 
KS1 Objective 

PROGRAMMING/CODING 
 
 

Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by 
following precise and unambiguous instructions 

 Create and debug simple programs  

 Use logical reasoning to predict the behaviour of simple programs  

 Use technology purposefully to create, organise, store, manipulate and retrieve digital content 

USES OF  TECHNOLOGY 
 

Recognise common uses of information technology beyond school 

ONLINE SAFETY 
 

Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when 
they have concerns about content or contact on the internet or other online technologies.  

http://www.soungle.com/
http://ictgames.com/calmCounter.html
https://calmcounter.ictgames.com/
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Explore toys that simulate control devices e.g., traffic 

lights, scanner, microwave, cash tills, with the intention of 

finding out how it works. 

 

Explore the commands needed to control a range of 

electronic toys. 

 

Explore simple simulations and find out ‘ what happens 

if�� 

• Encourage exploratory play with remote control toys, webcams, onscreen 
activities and simple control devices (e.g. Constructabot, microwave, kettle 
vacuum etc.) 

• Talk about electronic equipment in real-life situations, (e.g. traffic lights, 
scanners, microwaves, cash tills, etc.) and investigate how they work. 

• Investigate the 'insides' of old equipment (e.g. computer or tape recorder). 
• Demonstrate how batteries make a toy work. 
• Look around the school and environment at technology with control switches, 

(e.g. photocopier, alarms, washing machines, television sets). 

  

  

Use a shortcut such as an icon on the desktop to navigate 

to a specific website. 

 

Explore a teacher-selected website to find a desired page, 

using hyperlinks and navigation buttons. 

• Use programmes (e.g. BBC Learning Zone Broadband Class Clips) and websites to 
investigate information. 

• Take pictures on visits (e.g. to the shops) and create talking books. 
• Make a 'sound trail' of instructions using talking tins for the children to follow. 
• Look at live webcams (e.g. The Smithsonian Zoo) 
• Explore Google Earth or Google Street View and ask the children to find familiar 

places. 
• Use the microscope on the IWB. 

TYPING Typing , Writing and Reading Activities Typing Activities 

http://www.bbc.co.uk/learningzone/clips/
http://nationalzoo.si.edu/Animals/WebCams/default.cfm
https://calmcounter.ictgames.com/
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ACTIVITIES Areas of Learning;  

Knows that information can be retrieved from a computer 

(30-50 months 

 Interacts with age-appropriate computer software. (40-60 

months), 

Knows that information can be relayed in the form of print 

(40-60 months) 

 

Talk to children about why we type words into a computer and demonstrate some 

example; typing into a document such as Word, searching in google and saving 

work with a file name (discuss why we save work). 

Children could be introduced to the 

keyboard (http://primarygamesarena.com/Play/Keyboard-2030) .The letter has 

been typed that is shown and the children could try to beat their score each time.  

 

 

 
Letter formation and Phonics (40-60 months) 

 

The children could use an interactive whiteboard for mark making, which could be 

introduced by creating a dotted line for the children to trace over or you could try 

online activities such 

(http://www.doorwayonline.org.uk/literacy/letterformation/) which allows the 

teacher to select, which letters are formed. 

 

 

http://primarygamesarena.com/Play/Keyboard-2030)
http://primarygamesarena.com/Play/Keyboard-2030
http://www.doorwayonline.org.uk/literacy/letterformation/
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Developing writing (Early Learning Goals) 

The children could also label images using words, simply 

dragging dropping using an activity such as the activities 

found here for labelling fruit, farm animals, vegetables etc. 

More able children could try adding stamps into Tux Paint, 

there is a video tutorial in our Early Years Art Activity 

Pack. 

The children either individually or as a class could experiment with changing the 

letters in CVC words using this online activity.  

(http://www.crickweb.co.uk/ks1literacy.html#cvcmaker) 

 

 
The children could also label images using words, simply 

dragging dropping  

 

They could label classroom pictures , fruit here… 

http://www.crickweb.co.uk/ks1literacy.html

 

 

http://www.crickweb.co.uk/ks1literacy.html
http://tuxpaint.org/
https://www.ilearn2.co.uk/digital-art---early-years.html
https://www.ilearn2.co.uk/digital-art---early-years.html
http://www.crickweb.co.uk/ks1literacy.html#cvcmaker
http://www.crickweb.co.uk/ks1literacy.html#cvcmaker
http://www.crickweb.co.uk/ks1literacy.html#cvcmaker)
http://www.crickweb.co.uk/ks1literacy.html#cvcmaker
http://www.crickweb.co.uk/ks1literacy.html
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CODE 

 

Preparing to CODE 

 

BBC website has some great animations to explain what 

computer words like ‘code’ , ‘algorithm’ and ‘computer’ 

mean. https://www.bbc.co.uk/bitesize/subjects/zst3d2p 

 

 

 

 

 

 

Videos to explain what a ‘bug’ is etc 

 

 

 

 

 

 

 

 

 

 

https://www.bbc.co.uk/bitesize/subjects/zst3d2p
https://www.bbc.co.uk/bitesize/subjects/zst3d2p
https://www.bbc.co.uk/bitesize/topics/zvsc7ty/resources/1
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Use the cut out arrow sheets for use in the classroom (see Coding EYFS folder to 

print out these files) 

 

 

 

 

 

 CODING using the iPads 

Use CODEAPILLAR APP and the physical Codeapillar toys to explain to the children 

how algorithms work (a set of instructions) 

 

 BEEBOTS and Bluebots 

Children can use the BEEBOT APP on our network/ipads and also the BEEBOTs with 

the mats and EYFS resources.   

 

• Use control toys in conjunction with stories, (e.g. dress Bee-bot up as a 
character such as Incy Wincy Spider, and see how many moves it will take 
to move up the waterspout). 

RETELLING 

STORIES 

Reading and Re-telling Stories 

There are a number of websites and apps that can support 

children with their reading  

Oxford Owl website..  

https://www.oxfordowl.co.uk/for-home/find-a-book/library-page/ 
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*IDEA- the pages of one of these books could be copied into BOOK CREATOR APP 

on the ipads and the children could record and retell the story. 

 

MATHS 

Areas of Learning for Technology;  

Interacts with age appropriate computer software. (40-60 

months) 

 

Maths skills include: 

- Recognise numerals one to five (40-60 months). 

- Number labelling.  

- Sequences (string of beads). 

- Compare and order (height) (40-60 months.) 

 Crickweb Website  

The Crickweb website includes a series of 

interactive Early Years activities.  

 

http://www.crickweb.co.uk/Early-Years.html
https://www.oxfordowl.co.uk/for-home/find-a-book/library-page/
http://www.crickweb.co.uk/Early-Years.html
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- Whiteboard activity (40-60 months). 

 

The Top Marks website includes a series of interactive 

activities for 3-5 year olds, divided into counting, 

sequencing, shapes, money and measure. 

Top Marks Website  

 

IMAGINATIVE 

PLAY 

Areas of Learning;  

 Understanding the World; Children recognise that a range 

of technology is used in places such as home and schools 

(Early Learning)  

Communication and Language; Listening and Attention, 

Understanding, Speaking. 

 

Children from a young age should not just learn how to use 

computers and digital devices but also understand how 

computers help us, the differences between different 

types of digital technology and recognise basic 

components. These activities should ideally be taught in 

sequence to first develop an understanding of computers 

before using them to achieve and help with basic tasks. 

Each activity has a suggestion of an area(s) of learning.     

 

See the resources in the folder ‘Computer Explorers’ for setting up a computer 

home corner.  There are pictures and vocab cards to print out. 

 

Activity 1 - Parts of a Computer 

Resources: 

Different types of computer and components; laptop, desktop, monitor, keyboard, 

mouse, mobile phone, tablet/iPad, calculator, digital camera, headphones. Labels 

for each of these. Labels and images of computers/parts are included in the 

activity pack above. 

Tasks 

Lay the different computer components out on the carpet and ask the children to 

use the labels from download pack to put next to the correct part. (Labels resource 

in activity pack)  

Discussion and Questions 

Talk to the children about each of the pieces of technology and why there are 

different types. Stress that computers are tools (not just for playing games) which 

help us to do many jobs quicker and easier. 

 

What does each part or device do? Try to show examples such as typing and 

looking at photos taken my digital camera that are on computer etc. 

 

https://www.topmarks.co.uk/maths-games/3-5-years/
https://www.topmarks.co.uk/maths-games/3-5-years/
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How can they help us? E.g Finding information from a library versus looking it up 

on the internet, talking to someone on a mobile phone/sending an email versus 

sending a physical letter etc. In terms of purpose, it is interesting to talk to the 

children about devices such as smart phones which are multi-purpose (phone, mini 

computer, camera etc)  

 

Why are some types of computer better than others for different tasks? Laptop for 

portability v desktop for bigger screen. 

 

Song  

Use the downloadable PowerPoint (in the ‘Computer Explorers’ folder, which could 

be sung to the theme of 'The Wheels on the Bus' but replacing the lyrics to learn 

different types/parts of computers. 

 

ONLINE SAFETY 

Penguin Pig is a lovely book for 5-7 year olds that shares 

the message of how things on the internet are not always 

what they say they are.  

 

 

Smartie the Penguin is a story which can be downloaded 

as a PowerPoint for the relevant age group (there is one 

for Reception) Smartie learns about staying safe online. 

There is also a demonstration video lesson on the website 

showing how it could be delivered. 

 

Penguin Pig    (book in school – Ewoodley’s) 

 

Smartie the Penguin   (online book to read and resources) 

https://www.childnet.com/resources/smartie-the-penguin 

 

 

http://www.penguinpig.co.uk/
http://www.childnet.com/resources/smartie-the-penguin
https://www.childnet.com/resources/smartie-the-penguin
https://www.childnet.com/resources/smartie-the-penguin
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 PLEASE ALSO SEE THE WHINSTONE PSHCE/ONLINE SAFETY RESOURCES 
FOR EYFS 

 

TAKING PHOTOS 

AND VIDEOS 

Taking photo and videos 

Areas of Learning;  

Children recognise that a range of technology is used in 

places such as homes and schools.  They select and use 

technology for a particular purpose. 

 

Discussion and Questions 

What is the difference between a photo and video? (show examples) 

Why do people take photos and videos? 

What could be used to take photos and videos? 

Discuss and demonstrate with the children the different ways digital photos can be 

taken (mobile phone, digital camera, tablet, laptop, video camera) and why people 

use different devices to take photos and videos. 

Where can we get other photos from? (Saved from the internet) 

How can photos be shared? (link with discussion on online safety). 

Also demonstrate other camera techniques such as time-lapse (most digital 

cameras and iPads now have this feature) and maybe setup an example such as 

capturing chicks hatching.  

 

Activities 

The children can use the different technology to take photos and videos of 

different activities or objects, such as mini beasts, children performing PE activities 

(linked to keeping fit) or pieces of their work. The children should be allowed to 

choose which device they use to take photos/videos and explain why they have 

chosen it. 

 

On an iPad, a slideshow could be created around a certain theme such as pictures 

of holiday resorts or houses to be included travel agent or estate agents role play 

area.   

 

• Take digital pictures on a nature walk and display them on the IWB. The 
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digital images can be enlarged so that children can look in more detail at 
objects. 

 

 

 

Using Photos and Videos 

Areas of Learning; 

Knows how to operate simple equipment (30-50  months) 

Choose particular colours for a purpose (40-60 months) 

Communication and Language (Speaking) 

Writing (Early Learning Goals) 

 

 

 

Discussion and Questions 

Where do photos and videos go once we have taken them? 

(Explain that photos/videos go into the memory of the camera/device but can then 

be sent to computers) 

Why do we put photos and videos on a computer? (so we can edit them with a 

bigger screen.  

 

Activities 

Children could take photos of an inanimate object (like a pritt stick) and add a 

voice to it, using the APP ‘ChatterKid’ or ‘My Talking Pet’. 

 

  

  

Begin to sort, classify or group various objects progressing 

from practical activities to the use of ICT,   e.g., practically 

sorting fruit into colours, types or shapes, and then on-

screen. 

 

Use ICT to sort and sequence objects on a screen or 

interactive whiteboard. 

 

• Provide digital / video cameras and microscopes in exploratory activities for the 
children to take pictures of what they see. 

• Take daily pictures of e.g. a growing seedling, the weather), and observe how 
the pictures change over time. 

• Attach a digital microscope to the IWB to observe different objects. 
• Use an Easi-scope to take close up pictures, and look at them closely on the IWB. 
• Provide digital cameras and ask the children to take pictures of different objects 

with the same criteria (e.g. smooth, fluffy, striped etc.) 
• Use digital pictures collected by the children to sort, using different criteria. 
  



Whinstone Primary School Computing in RECEPTION 

16 | P a g e  
 

Produce simple pictograms with help. 

  

ANIMATION  

Use the APP on the iPads called PUPPET PALS to create a simple animation with 

sound (can record the children’s voices as they play) 

 

DIGITAL ART 

Areas of Learning;  

Chooses particularly colours to use for a purpose (40-60 

months) 

Create simple representations of events, people and 

objects. (Early Learning Goals) 

They select technology for a particular purpose (Early 

Learning Goals) 

 

Use PURPLE MASH 

Either in the PC suite or on the ipads (children can use their finger to draw if on the 

ipads.  Use 2Paint to create a simple picture. 

 

HELP FOR TEACHERS (Click on here and log into PURPLE MASH to access specific 

help for EYFS lessons using Purple Mash…  

https://www.purplemash.com/#tab/Teachers/guides_and_resources/computing_s

ow/computing_sow_reception/computing_sow_reception   ) 

DIGITAL MUSIC 

Record and Store Digital Sounds and Music 

Areas of Learning;  

Knows how to operate simple equipment (CD player) (30-

50 months) 

Children recognise that a range of technology is used in 

places such as homes and school. 

 

Use PURPLE MASH 

Either in the PC suite or on the ipads. Use 2Explore, 2Beat and 2Sequence. 

 

Record environmental sounds and match them with digital images in a talking 

book. (Use Book Creator on the iPads) 

 

 

 

 

https://www.purplemash.com/#tab/Teachers/guides_and_resources/computing_sow/computing_sow_reception/computing_sow_reception
https://www.purplemash.com/#tab/Teachers/guides_and_resources/computing_sow/computing_sow_reception/computing_sow_reception
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RECEPTION COMPUTING Impact 
 
Teachers make a professional judgment for each area of the National Curriculum taught at the end of each topic, using the FS STEPS statements for computing. 

 
 

 


