OUR LADY IMMACULATE CATHOLIC PRIMARY SCHOOL

Our Lady Immaculate
Catholic Primary School
An Academy

“With God all things are possitle”

(Matthew 19.26)

At Our Lady Immaculate Catholic Primary School, we will inspire our children to
achieve personal excellence for themselves and for the glory of God.

Computing Policy

Date Review Date Coordinator
Autumn Autumn Barry Owens
2021 2023
Headteacher: Lesley Roche

Chair of Governing Body:

Linda McSweeney




Introduction

Introduction (Intent) The use of information and communication technology is an integral
part of the National Curriculum and is a key skill for everyday life. Computers, tablets,
programmable robots, digital and video cameras are a few of the tools that can be used to
acquire, organise, store, manipulate, interpret, communicate and present information. At
Our Lady Immaculate Primary School, we recognise that pupils are entitled to quality
hardware and software and a structured and progressive approach to the learning of the
skills needed to enable them to use it effectively. The aim of this document is to provide an
overview to the Computing Curriculum across the Key Stages. It should also serve as a
glossary of terms (Appendix 1) allowing a clear understanding.

Aims

Our Lady Immaculate Primary School aims to ensure all pupils are:

e provided with a relevant, challenging and enjoyable curriculum for computing.

e meeting the requirements of the National Curriculum programmes of study for
computing.

e using computing as a tool to enhance learning throughout the curriculum.

¢ responding to new developments in technology.

e equipped with the confidence and capability to use computing throughout their later
life.

e learning computing in other areas of the curriculum.

e developing their understanding of how to use computing safely and responsibly
(with the addition of remote learning).

The national curriculum for computing aims to ensure that all pupils:

e Can understand and apply the fundamental principles of computer science,
including logic, algorithms, data representation, and communication

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

e Can evaluate and apply information technology, including new or unfamiliar
technologies, analytically to solve problems.

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

Rationale

We believe that Computing is a necessary subject which prepares children to live in a
world where technology is moving at a rapid pace. So much so that children are being
prepared to work with technology that doesn’t even exist yet. For this reason, it is important
that children are able to participate in the creation of these new technologies — placing
greater emphasis on children as coders. Computing, in the National Curriculum, is split into



three strands (Computer Science, Digital Literacy and Information Technology). It is
important that children recognise the difference between what makes each one relevant to
their future, as well as their everyday lives. This will require high quality teaching of
Computing, from reception to year six, that utilises a combination of practical lessons
(within the computer suite) and theory lessons (within the children’s classrooms). Theory
lessons, which are designed to promote discussion and nurture understanding, are highly
relevant to other areas of the primary curriculum such as RSE.

Thus, the Computer Science strand should prepare children to understand what Computer
Science is, as well as, complex computing concepts such as Algorithms and Binary code.
At Key Stage Two, this knowledge should be taught at a deeper level encouraging child to
learn about decomposition, debugging, variables and controlling physical systems. The
Digital Literacy strand should prepare children to use the internet safely by giving them the
knowledge to deal with inappropriate computing behaviours. This is echoed in the teaching
and learning of appropriate computing behaviours. What is more, children will be taught
how to take care of personal information, the differences between viruses and malware,
and how to identify trustable sources. The Information Technology strand should prepare
children to work with computers and other devices (such as tablets, mobiles). This should
enable them to understand how technology is developing and how it has progressed. This
will require children to be taught about the main part of a computer, how data is stored and
how to complete the most basic of computer functions (such as saving work, presenting
information and creating art).

Objectives

Foundation Stage

It is important in the Foundation Stage to give children a broad, play-based experience of
Computing in a range of contexts, including outdoor play. Computing is not just about
computers. Computer Science is taught in its simplest form by playing operational games
like ‘Simon says’, ‘Everybody do this’, ‘Follow the leader’ etc. This ensures that children
understand the need to follow instructions and listen to commands. Children gain
confidence, control and language skills through opportunities to explore using non-
computer-based resources such as shopping tills, toy mobile phones and walkie-talkie
sets. Recording devices can support children to develop their communication skills. This is
particularly useful with children who have English as an additional language. In addition,
children will also be encouraged to use iPad apps e.g. Beebot, Daisy the Dinosaur, where
the children can progressively apply computing skills.

By the end of key stage 1, pupils should be taught to:

* 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 to create, organise, store, manipulate and retrieve digital content

* Recognise common uses of information technology beyond the school

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

By the end of key stage 2, pupils should be taught to:

+ Design and write programs that accomplish specific goals, including controlling or
simulating physical systems; solve problems by decomposing them into smaller
parts

* Use sequence, selection, and repetition in programs; work with variables and
various forms of input and output; generate appropriate inputs and predicted outputs
to test programs

» Use logical reasoning to explain how a simple algorithm works and to detect and
correct errors in algorithms and programs

» Understand computer networks including the internet; how they can provide multiple
services, such as the world-wide web; and the opportunities they offer for
communication and collaboration

+ Use search technologies effectively, appreciate how results are selected and ranked
and be discerning in evaluating digital content;

» Select, use and combine a variety of software (including internet services) on a
range of digital devices to accomplish given goals, including collecting, analysing,
evaluating and presenting data and information.

* Use technology safely, respectfully and responsibly; recognise
acceptable/unacceptable behaviour; identify a range of ways to report concerns
about content and contact



Unit summaries

Computing systems
and networks

Technology
around us
Recognising technolagy
inschool and using
it responsibly.

Information technology
around us

Identifying IT and how
its responsible use
improves our world in
school and beyond.

Computing systems
and networks

Connecting
computers
Identifying that digital
devices have inputs,
processes, and outputs,
and how devices can
be connected
to make networks.

The internet
Recognising the intemet
as a network of networks
including the WWW, and
why we should evaluate
online content,

Creating media

Digital
painting
Choosing appropriate
toals in a program
to create art, and
making comparisons
with warking
non-digitally.

Digital
photography
Capturing and

changing digital
photographs for
different purposes.

Creating media

Stop-frame
animation
Capturing and editing
digital still images to
produce a stop-frame
animation that
tells a story.

Audio editing
Capturing and edting
audio to produce a
podcast, ensuring
that copyright
is considered.

Programming A

Moving
arobot

Writing shart
algorithms and
programs for floor
robats, and predicting
program outcomes.

Robot
algorithms
Creating and
debugging programs,
and using logical
reasoning to make
predictions.

Programming A

Sequencing sounds
Creating sequences
in a block-based
programming
language to
make music.

Repetition in shapes
Using a text-hased
programming
language to explore
count-controlled
loops when
drawing shapss,

Data and information

Grouping
data
Exploring object
labels, then using
them to sort and
group objects by
properties.

Pictograms
Collecting data in tally
charts and using
attributes to organise
and present data
on a computer.

Data and information

Branching databases
Building and
using branching
databases to group
objects using
yes/no questions.

Datalogging
Recagnising how
and why data is
collected over time,
before using data
loggers to carry out
aninvestigation,

Creating media

Digital
writing
Using a computer
to create and format
text, before
comparing to writing
non-digitally.

Making
music

Using a computer
as atool to explora
thythms and
melodies, before
creating a musical
composition.

Creating media

Desktop publishing
Creating documents
by madifying text,
images, and page
layouts fora
specified purpose.

Photo editing
Manipulating digital
images, and reflecting
on the impact of
changes and whether
the required purpose
i fulfilled,

Programming B

Programming
animations
Designing and
programming the
movement of a
character on screen
to tell stories.

Programming
quizzes
Designing algorithms
and programs that
use events to trigger
sequences of code
tomake an
interactive quiz.

Programming B

Events and actions
in programs
Writing algorithms
and programs that
use a range of events
to trigger sequences
of actions.

Repetition in games
Using a block-based
programming
language to explore
count-controlled and
infinite loops when
creating a game,



Computing systems
and networks

Creating media

Programming A

Data and information

Creating media

Programming B

Sharing information
Identifying and exploring
how information
is shared between
digital systems.

Year6 [nternet communication
Recognising how the
WWW can be used
to communicate and
be searched to
find information.

Resources and access

Video editing
Planning, capturing,
and editing video to

produce a short film.

Webpage creation
Designing and
creating webpages,
giving consideration
to copyright,
aesthetics, and
navigation.

Selection in physical
computing
Exploring conditions
and selection using
aprogrammable
microcontroller

Variables in games

Exploring variables

when designing and
coding a game.

Flat-file databases
Using a database
to order data and
create charts to
answer questions.

Introduction to
spreadsheets
Answering
questions by using
spreadsheets
10 organise and
calculate data.

Vector drawing
Creating images
in a drawing program
by using layers and
groups of objects.

3D modelling
Planning, developing,
and evaluating 3D
computer models of
physical objects.

Selection in quizzes
Exploring selection
in programming to
design and code an
interactive quiz.

Sensing
Designing and coding
aproject that
captures inputs from
a physical device.

Our lady Immaculate School acknowledges the need to continually maintain, update and
develop its resources and to make progress towards consistent, compatible computer
systems by investing in resources that will effectively deliver the objectives of the National
Curriculum and support the use of IT, computer science and digital literacy across the
school. Teachers are required to inform the computing subject leader or technician of any
faults as soon as they are noticed. Resources if not classroom based are in shared areas
or locked in secure cabinets. An ongoing contract, with SIMs Capita, is currently in place to
help support the subject leader to fulfill this role both in relation to hardware & software.
Computing network infrastructure and equipment has been sited so that:

e Every classroom from EYFS to Y6 has a laptop connected to the school network and
an interactive HD smart board.
e There are 20 laptops for pupils to use in EYFS and KS 1, 20 laptops in lower KS2 and

e There are 16 Google Chrome books for use by Year 5 and Year 6.

e There is a secure iPad Sync & Charge cabinet in the library with 18 iPads which are

signed out and in by staff as requires.



¢ Internet access is available in all classrooms and shared learning areas.

e The computers, laptops and iPads are available for use throughout the school day as
part of computing lessons and for cross-curricular use.

e Pupils may use IT and computing independently, in pairs, alongside a TA or in a group
with a teacher.

e The school has a computing technician who is in school on Friday mornings.

e Alink governor has been appointed for computing and ICT.

Planning

At Our Lady Immaculate School, we use ‘Teach Computing’ to support teachers in
planning for the curriculum. The units of work for Key Stage 1 and Key Stage 2 are based
on a spiral curriculum. This means that each of the themes is revisited regularly (at least
once in each year group) and pupils revisit each theme through a new unit that
consolidates and builds on prior learning within that theme.

This style of curriculum design reduces the amount of knowledge lost through forgetting,
as topics are revisited yearly.

Where appropriate, activities are scaffolded so that all pupils can succeed and thrive.
Scaffolded activities provide pupils with extra resources, such as visual prompts, to reach
the same learning goals as the rest of the class. Exploratory tasks foster a deeper
understanding of a concept, encouraging pupils to apply their learning in different contexts
and make connections with other learning experiences.

Pupil progress towards objectives will be recorded by teachers as part of their class
recording system.

Monitoring and Reviewing

The monitoring of the standards of the children’s work and of the quality of teaching in
computing is the responsibility of the computing subject leader. The computing subject
leader is also responsible for supporting colleagues in the teaching of computing, for
keeping them informed about current developments in the subject, and for providing a
strategic lead and direction for the subject in the school. The computing subject leader
gives the head teacher an annual summary report in which s/he evaluates the strengths
and weaknesses in the subject and indicates areas for further improvement. The
computing subject leader has specially-allocated time for carrying out the vital task of
reviewing samples of the children’s work and for visiting classes to observe the teaching of
computing.



Inclusive teaching of ICT

At Our Lady Immaculate School, we teach computing to all children, whatever their ability,
age, gender or race. Computing forms part of our school curriculum policy to provide a
broad and balanced education for all children. We provide learning opportunities that are
matched to the specific needs of children with learning difficulties. In some instances, the
use of ICT has a considerable impact on the quality of work that children produce; it
increases their confidence and motivation and allows access to parts of the curriculum to
which the children would otherwise not have had.

When planning work in computing, we consider any targets which are evident on a class’
provision map. Teachers identify children who are gifted and talented in the area of
computing. It is the teacher’s responsibility to ensure that these children are suitably
challenged in their use of ICT and computing both in specific computing lessons and in
using ICT in other curriculum areas. Opportunities are identified for these children to
actively participate in more challenging aspects of computing.

Assessment and record keeping

Teachers regularly assess capability through observations and looking at completed work.
Key objectives to be assessed are taken from the national curriculum to assess key
computing skills each term. Assessing ICT and computing work is an integral part of
teaching and learning and central to good practice. As assessment is part of the learning
process, it is essential that pupils are closely involved.

Assessment can be broken down into:

+ Formative assessments which are carried out during and following short focused
tasks and activities. They provide pupils and teaching staff the opportunity to reflect
on their learning in the context of the agreed success criteria. This feeds into
planning for the next lesson or activity.

* Summative assessment should review pupils' capability and provide a best fit. Use
of independent open-ended tasks, provide opportunities for pupils to demonstrate
capability in relation to the term’s work. There should be an opportunity for pupil
review and identification of next steps. Summative assessment should be recorded
for all pupils — showing whether the pupils are below, within or secure in the learning
objectives.

Cross curricular links

As a staff we are all aware that IT and computing skills should be developed through core
and foundation subjects. Where appropriate, IT and computing should be incorporated into
schemes of work for all subjects. IT and computing should be used to support learning in
other subjects as well as developing computing knowledge, skills and understanding. Our
school provides pupils with opportunities to enrich and deepen learning using cross-
curricular approaches and uses computing Across the Curriculum, which embeds
computing in English, Mathematics, Science, Geography and History.



Roles and Responsibilities
Computing Lead
The role of Computing Co-ordinator involves:

e Raising standards in computing as a National Curriculum subject.

¢ Aiding the implementation of the new computing curriculum by providing training
and support to all staff, when necessary.

e Monitoring the delivery of the computing curriculum and reporting to the SLT and
the Head teacher on the current status of the subject.

e Ensure the development of computing through the construction and analysis of
annual action plans.

e Liaising with other services, such as professionals, for
technical and curriculum support.

e Ensuring their own knowledge and understanding of computing is kept up-to-date
by attending courses and sharing new knowledge with staff.

e Discussing financial decisions with the Head Teacher and Business Manager.

e Promoting the use of computing resources across school, working with the Head
Teacher and Business Manager to ensure resources are current and up-to-date.

Staff will:
e Have regular access to training and the knowledge of the Computing Co-
ordinator.
e Be responsible for managing computing within their classrooms and computing
suite.

e Be responsible for planning and delivering the computing curriculum in line with
the ‘Teach Computing’ scheme of work.

e Work with parents and carers to develop appropriate computing skills and
behaviours.

Governors

All governors are interested in the development of computing to promote high quality
teaching and learning in the school. A governor is nominated to be responsible for
monitoring and evaluating the impact and value of computing on children’s learning. They
liaise with the subject leader and report back to the governing body with their findings
annually.

Training

The computing subject leader will assess and address staff training needs as part of the
annual development plan process or in response to individual needs and requests
throughout the year.

Individual teachers should attempt to continually develop their own skills and knowledge,
identify their own needs and notify the subject leader. All teachers have links to “Barefoot”
and “Teach Computing” resources and training.



Security
e The computing technician will be responsible for regularly updating anti-virus
software.

e Use of computing equipment will be in line with the school’s ‘acceptable use policy’.

All staff must sign a copy of the school’s policy annually.

e Children and parents sign a ‘Responsible internet access and ICT use for pupils’
form when they enter the school in EYFS.

e Parents will be made aware of the ‘acceptable use policy’ at school entry.

¢ All pupils and parents will be aware of the school rules for responsible use of ICT
and computing and the internet and will understand the consequence of any
misuse.

e The agreed rules for safe and responsible use of ICT and computing and the
internet will be displayed in all ICT and computing areas.

e The rules of e-safety are displayed where any child can access the internet. If a

child breaks these rules, they will be denied internet access for a period of time after

which the situation will be reviewed.

Health and safety (see also health and safety policy)

The school is aware of the health and safety issues involved in children’s use of ICT and
computing. An electrical inspection is carried out in school every five years and portable
electrical equipment in school is tested by the site manager every twelve months. It is
advised that staff should not bring their own electrical equipment into school but if this is
necessary, then the equipment must be PAT tested before being used in school. All staff
should visually check electrical equipment before they use it and take any damaged
equipment out of use. Damaged equipment should then be reported to the computing
technician.

¢ children should not put plugs into sockets or switch the sockets on.
¢ trailing leads should be made safe behind the equipment

¢ liquids must not be taken near the computers

e e-safety guidelines will be set out in the e-safety policy & AUP

Parental involvement

Parents are encouraged to support the implementation of computing where possible by
encouraging use of computing skills at home during home-learning tasks and through the
school website. They will be made aware of e-safety and encouraged to promote this at
home.

Date: Autumn 2021
To be reviewed: Autumn 2023
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Algorithm — an unambiguous procedure or precise step-by-step guide to solve a problem or achieve
a particular objective.

Computer networks — the computers and the connecting hardware (wifi access points, cables, fibres,
switches and routers) that make it possible to transfer data using an agreed method (‘protocol’).

Control — using computers to move or otherwise change ‘physical’ systems. The computer can be
hidden inside the system or connected to it.

Data — a structured set of numbers, representing digitised text, images, sound or video, which can be
processed or transmitted by a computer.

Debug — to detect and correct the errors in a computer program.
Digital content — any media created, edited or viewed on a computer, such as text (including the
hypertext of a web page), images, sound, video (including animation), or virtual environments, and

combinations of these (i.e. multimedia).

Information — the meaning or interpretation given to a set of data by its users, or which results from
data being processed.

Input — data provided to a computer system, such as via a keyboard, mouse, microphone, camera or
physical sensors.

Internet — the global collection of computer networks and their connections, all using shared
protocols (TCP/IP) to communicate.

Logical reasoning — a systematic approach to solving problems or deducing information using a set
of universally applicable and totally reliable rules.

Output — the information produced by a computer system for its user, typically on a screen, through
speakers or on a printer, but possibly though the control of motors in physical systems.

Program — a stored set of instructions encoded in a language understood by the computer that does
some form of computation, processing input and/ or stored data to generate output.

Repetition — a programming construct in which one or more instructions are repeated, perhaps a
certain number of times, until a condition is satisfied or until the program is stopped.

Search — to identify data that satisfies one or more conditions, such as web pages containing supplied
keywords, or files on a computer with certain properties.

Selection — a programming construct in which the instructions that are executed are determined by
whether a particular condition is met.



Sequence — to place programming instructions in order, with each executed one after the other.

Services — programs running on computers, typically those connected to the internet, which provide
functionality in response to requests; for example, to transmit a web page, deliver an email or allow
a text, voice or video conversation.

Simulation — using a computer to model the state and behaviour of real-world (or imaginary)
systems, including physical and social systems; an integral part of most computer games.

Software — computer programs, including both application software (such as office programs, web
browsers, media editors and games) and the computer operating system. The term also applies to
‘apps’ running on mobile devices and to webbased services.

Variables — a way in which computer programs can store, retrieve or change simple data, such as a
score, the time left, or the user’s name.

World Wide Web — a service provided by computers connected to the internet (web servers), in
which pages of hypertext (web pages) are transmitted to users; the pages typically include links to

other web pages and may be generated by programs automatically.

Naace- Computing in the National Curriculum- A guide for primary teachers’
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