Intent

At St Monica’s Primary School, ourintent is to equip every child with the knowledge, skills,and confidenceto
thriveina digitally connected world. With a well thought out Computing Curriculum, we aimto foster
computational thinking, digital literacy, and creativity from Early Years through Year 6. We want pupils to

understand how digital systems work, how to usetechnology safelyandresponsibly,and how to become
creators—notjustconsumers —of digital content.

We aimfor pupils to:

e Develop logical thinkingand problem-solving skills through programmingand computer science.

e Usea range of technology confidently across differentcontexts and subjects.

e Understand and applythe fundamental principles of computing.

e Become responsible, competent, confident, and creative users of information and communication
technology.

e Recognise the importance of e-safety and usetechnology respectfully and safely.

Implementation

Computing at St Monica’s is taughtthrough a well-sequenced and progressive curriculumdeveloped by the
Computing lead. This curriculumensures full coverage of the National Curriculumfor Computing, while
allowing flexibility to integrate technology into other subjects.

Key aspects ofimplementation include:

e  Structured lessons that followa clear progression fromEYFS to Year 6, building on prior knowledge
and developing increasingly complex skills.

e Use of practical, hands-on experiences usingdevices such as iPads, Chromebooks, and desktop
computers.

e Clearfocus on three strands of the computing curriculum: Computer Science, Information
Technology, and Digital Literacy.

e Regularopportunities for coding using age-appropriatetools (e.g., Bee-Bots, Scratch,and Python in
upper KS2).

e E-safety is woven into lessons throughoutthe year, and whole-school events such as Safer Internet
Day reinforceresponsible use of technology.

e Cross-curricular useof computing supports learningin subjects such as maths, science, literacy,and
art.

Impact

The impactof our computing curriculumis visiblein the confidence and competence of our pupils when using
technology. By the time children leave St Monica’s, they will beableto:

e Apply their computational thinkingand codingskillsto solvereal-world problems.

e Usea variety of software and devices to collect, present, and analyseinformation effectively.
e Make informed and safe choices when navigatingdigital environments.

e Demonstrate resilience, collaboration, and critical thinking when working with technology.

We assess computing both formatively (through observation, discussion,and outcomes) and summative
(through end-of-unit tasks and digital portfolios). The St Monica’s computing curriculumensures thatall
learners, including SEND and EAL pupils,aresupported and challenged appropriately.

Pupil voice, work samples, and teacher feedback show that computing is anenjoyable, relevant, andvital part
of the St Monica’s curriculum, preparing children to be active participantsin a digital future.



Computing Expectations at St Monica’s Primary School (EYFS—Year 6)

Based on the St Monica’s Computing curriculum | Aligned with the National Curriculum

EYFS (Early Years Foundation Stage)

Inthe Early Years,computing is not taught as a discretesubjectbut through the strand of Understanding the
World and Expressive Arts and Design. Children experience and explore technology in meaningful, hands-on
ways.

Children are expectedto:

e Recognise and name simpletechnology used at home andinschool (e.g., tablets, interactive
whiteboards, digital cameras).

e Begin to understand causeand effect usingage-appropriatedevices (e.g., pressinga button to
produce sound or light).

e Usetechnology fora purpose(e.g., drawingpictures on a tablet, usinga voicerecorder).

e Begin to understandstayingsafeonlinethrough stories and discussions.

Links to EYFS Framework:

e Understandingthe World: Recognisethat a range of technology is usedin places suchas homes and
schools.
e ExpressiveArts: Use software to draw, create and sharesimpleideas.

Key Stage 1 (Years 1 & 2)

Children begin to develop foundational computingskillsacrossthethree strands: Computer Science,
Information Technology, and Digital Literacy.

Children are expectedto:

e Understand what algorithms areand how they can be implemented as programs (e.g., using Bee-Bots,
Scratch Jr).

e Create and debug simpleprograms usinglogical reasoningto predictand correcterrors.

e Usetechnology to create, organise,store, manipulate, and retrieve digital content (e.g., simple
documents, drawings, photos).

e Usetechnology safelyandrespectfully, keeping personal information private.

e Know where to go for helpif they feel unsafeonline.

Links to the National Curriculum:

e  Pupils should betaught to understand what algorithms areand how they are implemented.
e Usetechnology purposefullytocreate, organise, store, manipulateandretrieve content.

e Recognise common uses of IT beyond school (e.g., barcodes, tills, smartspeakers).

e Usetechnology safelyandrespectfully.



Lower Key Stage 2 (Years 3 & 4)

Children deepen their understanding of programming, digital systems, and begin using softwarefor more
purposeful tasks.

Children are expectedto:

e Design, write, and debug programs that accomplish specificgoals (e.g., animations or games using
Scratch).

e Usesequence, selection,and repetition in programs and work with variables.

e Understand how computer networks work, includingthe Internet and the World Wide Web.

e Usea variety of software (e.g., Microsoft Office, Google Workspace) to present data and information.

e Develop digital research skills and evaluatedigital content.

e Recognise acceptable/unacceptablebehaviour onlineand understand basic onlinesafetyrules.

Links to the National Curriculum:

e Uselogical reasoningtoexplain howsimplealgorithms work.

e Understand computer networks, includingthe Internet.

e Select, use and combine a variety of software on a range of devices.

e Usetechnology safelyandresponsibly, recognisingacceptable behaviour and knowing how to report
concerns.

Upper Key Stage 2 (Years 5 & 6)

Pupils refinetheir programming and information-handling skillsand become responsible, informed digital
citizens.

Children are expectedto:

e Usea range of programming languages (e.g., Scratch, Python basics) to design and debug complex
programs.

e Understand how search engines work and how to use them effectively.

e Create, refine and present data and content usinga wide range of multimedia tools.

e Understand the principles of data handling, spreadsheets,and databases.

e Demonstrate criticalawareness of onlinesafety, includingthereliability of sources, digital footprint,
andonlineprivacy.

e Collaborateeffectively on digital projects, demonstrating responsibility and creativity.

Links to the National Curriculum:

e Design, write, and debug programs controlling or simulating physical systems.

e Understand how the internet provides multipleservices and howsearch engines work.

e Select, use, and combine software to accomplish given goals, including collectingand analysing data.

e Usetechnology safely, respectfully,and responsibly,including protecting onlineidentity and reporting
harmful content or contact.

Progression Overview
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Step-by-Step Structure of a Primary Computing Lesson

1. Starter / Review (5-10 mins)

Purpose: Activate prior knowledge and prepare pupils for new learning.




e Quickrecap of previous learning(e.g., a short quiz, question discussion, or code snippetanalysis).

e Use of mini whiteboards or visual aids to prompt recall.

e Introduce today’s learningobjectiveand success criteria (e.g., "Today we will create a program with a
loop").

2. Teacher Input / Modelling (10-15 mins)
Purpose: Explicitly teach or demonstrate the new concept or skill.

e Model the skill or conceptliveusingscreensharingorinteractiveboards (e.g., creatinga Scratch
program).

e Explaintechnical vocabularyclearly (e.g., "loop", "algorithm", "variable").

e Usequestioningto check for understanding.

e Highlightkey misconceptions or common mistakes.

Example:
InYear 4: “Watch how | use a loop to repeat this sound effect in Scratch.”

3. Guided Practice (10-15 mins)
Purpose: Pupils try the task with teacher support.

e Pupils workinpairs orindependently with the teacher circulatingto support.

e Scaffolder tasks or challenges (e.g., partially completed code for pupils to debug).
e Use of visual prompts, sentence stems, or success checklists.

e Support for SEND/EAL through visuals, paired work, or chunked instructions.

4. Independent Task (15-20 mins)
Purpose: Pupils apply their learning through a meaningful, hands-on task.

e Pupils createor build something based on the lesson objective (e.g., a program, digital poster, or
animation).

e Tasks areopen-ended or tiered by difficulty to challengeall learners.

e  Pupils maywork individually or collaboratively (e.g., pair programmingor shared presentations).

e Teacher continues to supportandassess through observation.

Example:
Year 5: Pupils designa quizin Scratch usingvariables and userinput.

5. Plenary / Reflection (5-10 mins)
Purpose: Consolidatelearning,assessunderstanding, and celebratesuccess.

e Share examples of pupils' work on the screen.

e Discuss whatwent well and any difficulties encountered.

e Usequestioningto assess understanding(e.g., “What is a bug and how do we fixit?”).
e Pupils self-assessor peer-assess usingsuccess criteria or traffic lights.

e Reinforce onlinesafety or digital citizenshipifapplicable.



6. Optional: Cross-Curricular or Extension Links

Purpose: Deepen learningthrough real-world or subjectintegration.

e Link computing concepts to maths (logic), science(systems), or literacy (digital storytelling).
e Provideoptional challenges or enrichment for fastfinishers (e.g., code a game level, explore a
different platform).

An example of the progression of skills and Computing curriculum for Computing

St Monica’s Computing Skills Progression Map

Strand

EYFS (Ages 3-5)

KS1 (Ages 5-7)

Lower KS2 (Years 3—4)

Upper KS2 (Years 5-6)

Computer Science

e Explore causeand
effect usingtoysand
digital devices (e.g.,
pressing buttons, simple
codingtoys).

¢ Begin to understand
that technologyfollows
instructions.

e Sequence actionsin
play (storytelling,
routines).

e Understand what
algorithms are and how
they are implemented
as programs.

¢ Create and debug
simple programs (e.g.,
Bee-Bots, ScratchJr).

¢ Use logical reasoning
to predict program
behavior.

¢ Design, write, and
debug programs using
sequences, selection,
and repetition.

e Use variablesand
logical reasoning to
explainand correct
errors.

¢ Understand that
computers process data
using precise
instructions.

¢ Plan, test, and refine
solutionsin more advanced
programming environments
(Scratch, Python, micro:bit).
¢ Apply decompositionand
abstraction to structure
larger programs.

¢ Understand how
networks andtheinternet
enable communication and
data exchange.

Information
Technology

e Explore digital tools
through play (drawing
apps, digital cameras,
voice recorders).

¢ Use technology for a
purpose (taking photos,
playing music).

e Use technology to
create,store, and
retrieve digital content
(text, images, sound).
® Recognise common
uses of ITbeyond
school.

e Combine applications
to create purposeful
content (text,images,
audio, data).

¢ Organise and
manipulateinformation
using spreadsheets or
simple databases.

e Understand how to
manage filesanduse
cloud storage.

¢ Select and evaluate digital
tools for a purposeand
audience.

¢ Collect, analyse, and
presentdata effectively.

¢ Understand how digital
systemsare usedin the real
world and theirimpact on
society.

Digital Literacy

¢ Explore technology
safely with guidance. ¢
Understandthatdevices
need careand rules.

e Learn about sharing
and privacy through
stories.

¢ Use technology safely
and respectfully.

* Keep personal
information private. ¢
Know who to tellif
something feels wrong
online.

e Understand
responsible online
behavior.

¢ Recognise and manage
online risks. ® Question
reliabilityandbiasin
online content.

* Demonstrate safe,
responsible, and ethical use
oftechnology.

¢ Understand digital
footprints, data privacy, and
media influence.

o Critically evaluate
content, context,and
credibility online.

Computational
Thinking Skills
(Cross-Strand)

¢ Explore patterns,
sequences,and logical
play (sorting, matching).
¢ Follow and give
simple instructions.

¢ Use step-by-step
thinking to solve small
problems.

® Begin to break down
tasks into smaller parts.

¢ Apply decomposition,
pattern recognition, and
logic to designsolutions.
e Test and debug
systematically.

¢ Apply abstraction and
evaluation toimprove
solutions.

¢ Refine programs for
efficiencyandaccuracy.

¢ Collaborate effectively to
plan and test digital
projects.

Progression Summary (End of KS2)

By the end of Key Stage 2, pupils should be able to:

. Design, write, and debug programs that use sequence, selection, and repetition toachieve goals.




. Use variables, inputs, and outputs effectively, applying logical reasoning to detect and correcterrors.

. Understand how computer networks, including the internet, work, and howdatais transmitted securely.
. Use a wide range of digital applications to collect, analyse, and present information for a given audience.
. Evaluate digital tools and outcomes, choosing appropriate ones for specific purposes.

. Demonstrate strong digital citizenship, acting responsibly, respectfully, and safely online.

. Think computationally — breaking down complex problems, recognizing patterns, abstracting key ideas, and developing
efficient solutions.

®  Collaborate effectively on digital projects, showing creativity, critical thinking, and problem-solving skills that prepare them for
Key Stage 3 computing.

Areas for development:

1. Increase Cross-Curricular Integration
Why: Computing is still often taught inisolation.
Improvement Action:

e Embed computing more consistently acrosssubjects —e.g., data handlingin science, story codingin
English, presentations in history.
e Provideplanningsupportfor teachers to link computing objectives to real class topics.

2. Strengthen Assessment and Progress Tracking
Why: Computing progress is harder to quantify than in core subjects.
Improvement Action:

e Introduce asimple, consistentassessmentframework or digital portfolio systemto trackindividual
skills.
e Usetermly formative assessments or ‘can-do' statements tied to the skillsmap.

3. Develop Staff Confidence and CPD
Why: Some staff may lack confidence, especiallyinteaching coding or managing unfamiliar software.
Improvement Action:

e Offer CPD focused on codingtools (e.g., Scratch, Python), usingcloud platforms (Google Classroom),
or differentiating computing for SEND.
e Providemodel lessons or team teaching where confident staff can support others.

4. Enhance Support for SEND & EAL Learners
Why: Computing lessons may move quickly andrely on technical vocabulary.

Improvement Action:



e Providemore visual aids, pre-teaching of key vocabulary,and structured scaffolds (e.g., word banks,
code cards).
e Adapt software tasks using step-by-step guides and screen recordings.

5. Improve Equipment Access and Maintenance
Why: Inconsistentaccess to hardwareor outdated tech slows down learning.
Improvement Action:

e Auditdevices andsoftware across classes; ensureevery class hasregular, reliableaccess.
e Create arollingprogramfor updatingdevices and maintainingdigital resources.

6. Expand Pupil Opportunities for Real-World Application
Why: Pupils need opportunities to see computing’s real-liferelevance.
Improvement Action:
e Introduce enrichment activities like coding clubs, robotics, digital media projects, or virtual school
blogs.

e Linklearningtocareers and industries usingreal-worldtech (e.g., graphic design, cybersecurity,
animation).

7. Deepen Online Safety Education
Why: Onlinesafety is essential butcan feel superficial if taughtonly during Safer Internet Day.
Improvement Action:

e Integrate digital literacy and safety regularly through PSHE, assemblies,and all computing units.
e Create pupil-led safety campaigns or peer supportroles (e.g., "Digital Leaders").

8. Celebrate Computing Achievements More Widely
Why: Computing work can feel hidden compared to literacyorart.
Improvement Action:

e Showcase pupil projects on school displays, newsletters, or class websites.
e Celebrate "Digital Star of the Week" or similar awardsto boostengagement.

Successes in Autumn 2024-2025

At St Monica’s, Computing has become a vibrantand valued partof our broad and balanced curriculum.
Guided by the St-Monica’s Computing curriculum (National curriculumfor computing), we have made
significantstrides inensuring our pupils aredigitally literate, confident, and safe technology users.



1. Strong Curriculum Implementation

e We have fullyembedded the St-Monica’s Computing Curriculumacrossallyear groups.
e Lessons are well-sequenced and progressively build on knowledge, from EYFS exploratory play to

complex codingin Year 6.
e Teachers use consistentplanningandvocabulary, ensuringclarity and coherence across theschool.

2. High Pupil Engagement and Enjoyment

e  Pupils consistently express enthusiasmfor computing lessons, especially coding, animation, and
creative digital tasks.
e Projectssuchas creatinginteractivestories, digital posters,and Scratch games foster creativity and

problem-solving.
e Pupils aremotivated and often extend their learningathome via platforms like Scratch or Google

Workspace.
3. Development of Core Digital Skills

e Childrenfrom EYFS upwards are confidentin usinga range of devices including tablets, Chromebooks,

and desktop computers.
e Pupils canconfidently navigateage-appropriateapps and softwareto complete tasks across all three

strands: Computer Science, Information Technology, and Digital Literacy.
e By Year 6, pupils canwritestructured code, debug errors, present data, and make informed digital
decisions.

4. Online Safety Awareness

e Pupils demonstratea strong understanding of e-safety principles, reinforced through PSHE links,

assemblies, and Safer Internet Day.
e Childrencanarticulatehow to staysafeonline, protect personal information,and respond
appropriately to concerns.

5. Inclusive Computing Practice

e  Our computing provisionisaccessibletoall pupils,including SEND and EAL learners, with

differentiated tasks and scaffoldingbuiltin.
e Staff usevisual aids, paired programming, and step-by-step models to ensure all children canaccess
core content and succeed.

6. Teacher Confidence and Consistency

e Staff areincreasingly confidentin delivering computinglessons, supported by trust-wide CPD and

shared resources.
e Lessons show clear modelling, use of technical vocabulary, and growing confidence in teaching more

advanced codingand digital concepts.

Support and planning of SEND during computing lessons




1. Differentiation and Scaffolding

e Break down tasks intosmall, manageablesteps.

e Usevisualinstructions (e.g. screenshot-based guides or video tutorials).
e Providesimplified versions of tasks with clear success criteria.

e  Offer templates or partially completed code to help pupils start.

2. Multi-Sensory & Visual Approaches

e Use block-based codingtools like Scratch Jr and Scratch to supportsequencing with colour and
shapes.

e Integrate visual learningtools (e.g., icons, diagrams, GIFs).

e  Offer unplugged computing activities to reinforce concepts physically (e.g., programming a partner or
drawingflowcharts).

3. Use of Assistive Technology

e Speech-to-text or text-to-speech tools for pupils with literacy needs.
e Magnifiers, alternative keyboards, or switch access for pupils with physical disabilities.
e Dictationtools oraudioinstructionsforlearners who struggle with reading.

4. Collaborative Learning

e  Pair SEND pupils with supportive peers in mixed-ability pair programmingor group tasks.
e Encourage peer modellingand shared control over devices.

5. Clear Instructions and Vocabulary

e Pre-teach computing vocabulary with visual supportand simplified definitions.
e Revisitnew terms regularlyandlinkthem to practical use(e.g. "algorithm= set of instructions").

6. Supportive Environment
e Reduce sensorydistractions(e.g., headphones to minimisenoise, screen filters).

e Allowflexibletimingfor tasks.
e Usecalm, predictableroutines and give early warnings before transitions.

Type of Need Support Example

Cognitive/ Learning Simplify tasks, providevisual checklists, usedrag-and-drop interfaces.

L. . Use symbols, visuals, or shortvideos to explain concepts; model code
Communication & Interaction

verbally.
Social, Emotional & Mental Providechoiceand autonomy; praiseeffort and creativity; reduce
Health performance pressure.

Use accessiblehardware (e.g. touchscreens, large keyboards); ensure

Sensory/Physical physicalspaceis navigable.

Supporting the lower 20% in PE at St-Monica’s Primary school




Who are the lowest 20%?

Pupils who:

e Consistently perform below age-related expectations.

e Struggle with reading, writing, or followinginstructions.

e lack confidenceusingdigital tools independently.

e May have additional barriers such aslanguage needs or disrupted learning.

Key Strategies to Support the Lowest 20%

1. Pre-Teaching and Vocabulary Support
e Introduce key computing terms (e.g., "algorithm", "debug", "loop") before lessons usingvisualsand
simplified language.
e Usedual coding: pair words with icons,animations, or real -life objects.

2. Chunked and Scaffolder Tasks
e Break tasks intosmall, manageablesteps with clear, numbered instructions.

e Usechecklists, templates, and worked examples.
e Providepartially completed code, drag-and-drop options, or scaffolder inputs.

3. Modelled and Repeated Instruction

e Explicitly model each new skill on-screen or physically (unplugged).

e Repeat instructions slowlyand clearly, allowingtimefor processing.

e Offer video tutorials or visualsto reinforce steps pupils canrevisitindependently.
4. Increased Adult Support

e Target TA or teacher support towards the lowest 20% duringindependent tasks.

e Useguided groups for coding, typing or navigating software.

e Providepatient encouragement to buildindependence over time.

5. Use of High-Engagement Tools

e Usevisual,block-based platforms (e.g., Scratch, Scratch Jr) to reduce cognitiveload.
e Introduce unplugged activities or physical computing (e.g., Bee-Bots, micro: bits) to support hands-on
learners.

6. Time and Repetition
e Allowmore time for tasks, avoidingrushing.
e Repeat core computing concepts across multiple weeks to supportretention.

e Usespacedretrieval (e.g., weekly mini-quizzes or “do now” retrieval questions).

7. Celebrate Small Wins

e Recognise andreward progress (not perfection): e.g., completing a step, solvinga bug, showing
resilience.
e Provideleadershiproles where possible (e.g., tech helper, code checker) to build self-esteem.



Examples in Practice at St Monica’s

e Year 1 pupils strugglingwith sequencinguse largefloor arrows and real -world tasks before using Bee-
Bots.

e Year 3 low-attaining pupilscreatea Scratch animation usinga visual checklist with pre-loaded sprites.

e Year 5 pupils revisitloops and variables through guided code-along each week until confident.

Monitoring Progress

e Usesimpleassessmentrubrics with visualcues (e.g., smiley faces, coloured dots).
e Keep a digital or paper portfolio of work samples showing progress over time.
e Liaisewiththe SENDCo, literacy/maths leads and classteachers to aligninterventions.

Whole-School Actions to Support Lowest 20%
e Identify pupilsinthelowest 20% usingdata and teacher input each term.
e Ensurethey receive additional supportin computinglessons or targeted clubs.

e ProvideCPD for staff on adapting computingfor low attainders.

Professional development

CPD Overview (Annual Cycle)

Term Focus Area Target Audience Delivery Format

Curriculum Overview & Progression in

Autumn . .

1 Computing All teachers, TAs ||Staff meeting / Inset day
(What computing looks like from EYFS to Y6)
Effective Computing Lessons .

Autumn . L KS1 & KS2 Team meetings / Peer
(Modelling, vocabulary, questioning, .

2 teachers observations
assessment)

Introduction to Coding: Scratch & Scratchlr Vears 7-6
r
Spring 1 |(Variables, loops, debugging, pair teach Hands-on twilight/ workshop
eachers
programming)

. Inclusion in Computing . o
Spring 2 . All staff CPD session/TA training
(Adapting for SEND, EAL, andlowest 20%)

Summer [Online Safety & Digital Literacy .
. i . All teachers, DSL (|DSL-led CPD / PSHE links
1 (Embedding safety into the curriculum)

Showcase & Review . .
Summer . . ) . Staff meeting / Learning walk
2 (Sharing pupil projects, reflecting on All staff debrief

ebrie
strengths/gaps)

Ongoing CPD Themes



1. Curriculum Confidence

e Deepen understandingof the three strands:
Computer Science
Information Technology
Digital Literacy

e Use St Monica’s computing overview and progression map/National curriculum as a corereference.

2. Technical Skills Development

e Practiceusingcoretools used inlessons:
o Scratch/ScratchlJr
o Bee-Bots / micro:bits
o Google Docs/Slides
o Typing and multimedia tools
e  Offer optional drop-insessionsor recorded walkthroughs.

3. Inclusive Teaching in Computing

e Strategies for supporting:
o SEND (scaffolds, visuals, assistive tech)
o EAL (pre-teaching, vocabularysupport)
o Low confidence pupils (guided steps, repetition)

4. Assessment for Learning

e How to assess computing without levels:
o Pupil self-assessment
o  Skills checklists
o Digital portfolios (e.g., Google Classroom)
o Peer codereviews

Measuring Impact

e Pupil voice: confidence, enjoyment, vocabularyuse

e Lesson drop-ins:teachingquality, engagement, use of tech
e Staff surveys: confidence before/after CPD

e Digital worksamples acrossyear groups

Looking to the future of Computing at St Monica’s

At St Monica’s, we aim to prepare our pupils for a fast-changing digital world by equipping them with the
computing skills, knowledge, and mind-set to become confident, creative, and safe digital citizens. As we look
to the future, we are committed to deepening computing across the curriculum, enhancing staff expertise, and

ensuringno childis leftbehindindigital learning.

Key Priorities for Future Development

1. Deepen Cross-Curricular Computing

e Embed computing meaningfullyinto subjects such as Science, Geography, and English (e.g., coding

simulationsin Science, digital storytellingin English).

e Usedigital tools (e.g., spreadsheets, presentations, data loggers) to enhance learning outcomes

across thecurriculum.



2. Build a Culture of Digital Creativity

e Encourage project-based learningin upper KS2, allowing pupils to create games, animations, or
websites linked to real-world topics.
e Introduce multimedia units involvingvideo editing, podcasting, and digital art.

w

. Strengthen Progression and Assessment

e Refine progression trackingusing pupil portfolios or skills rubrics from EYFS to Year 6.
e Develop moderation opportunities acrossthe Trustto align expectations and sharegood practice.

4. Promote Digital Leadership and Pupil Voice

e Establish a team of Digital Leaders from KS2 to support technology use, mentor younger pupils,and
lead e-safety initiatives.

e Involvepupilsinevaluatingandimproving computing provision through regular surveys and
showcases.

(O3}

. Ensure Equity of Access for All Learners

e  Further supportthe lowest 20%, SEND, and EAL pupils through tailored scaffolds and assistive tech.
e Build pupil confidencein typing, digital fluency, and navigation skills.

6. Enhance Staff CPD and Digital Confidence

e Develop internal digital champions to mentor staff in using codingtools, Al, and blended learning
platforms.
e Introduce bite-size CPD options (e.g., “10-minute tech tips”) for practical classroomideas.

7. Leverage New Technologies

e Explorethe use of Al tools inKS2 (e.g., machinelearningbasics, ethicsinAl).

e Pilotphysical computing(e.g., usingmicro:bits, Crumble or LEGO robotics kits).

e Considerintroducing cloud collaboration (e.g., Google Workspace) more widely forindependent and
group work.

8. Enhance Home-School Digital Partnerships

e Strengthen parental engagement indigital safety through workshops, newsletters, and student-led
demos.

e Promote safe home use of technology and bridgethe digital dividethrough access to devices or
onlineplatforms.

Long-Term Aspirations (3-5 Years)

e Be recognised as a centre of excellence for primary computing within the Lux Mundi Academy Trust.

e Ensure 100% of pupils leave St Monica’s digitally literate, confident coders, and responsibleonline
citizens.

e Achieve national awardssuch as the NAACE ICT Mark or Digital Schools Award.



