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Havannah Primary School
Computing Curriculum Policy

COMPUTING POLICY
The 2014 national curriculum introduces a new subject, computing, which replaces ICT. This represents continuity and change, challenge and opportunity to provide an even more exciting and rigorous curriculum that addresses the challenges and opportunities offered by the technologically rich world that we live in. Havannah Primary School have implemented the new national curriculum for computing to equip young people in England with the foundational skills, knowledge and understanding of computing they will need for the rest of their lives. Through the new programme of computer systems work, they will design and build programs, develop their ideas using technology and create a range of content.

AIMS AND OBJECTIVES
Computing is concerned with how computers and computer systems work, and how they are designed and programmed. Pupils studying computing will gain an understanding of computational systems of all kinds, whether or not they include computers. Computational thinking provides insights into many areas of the curriculum, and influences work at the cutting edge of a wide range of disciplines. Our children will learn to solve problems, design systems, and understand the power and limits of human and machine intelligence. It is a skill that empowers, and one that all pupils should be aware of and develop competence in. Pupils who can think computationally are better able to conceptualise, understand and use computer-based technology, and so are better prepared for today’s world and the future. Computing is a practical subject, in which invention and resourcefulness are encouraged. The ideas of computing are applied to understanding real-world systems and creating purposeful products. This combination of principles, practice and invention makes computing an extraordinarily useful and intensely creative subject, suffused with excitement, both visceral and intellectual. 
ORGANISATION
The national curriculum for computing has four main aims to ensure that all 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. 

• Can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems. • Are responsible, competent, confident and creative users of information and communication technology. There are three aspects of the computing curriculum: computer science (CS), information technology (IT) and digital literacy (DL).

 The core of computing is computer science, in which pupils are taught the principles of information and computation, how digital systems work and how to put this knowledge to use through programming. Building on this knowledge and understanding, pupils are equipped to use information technology to create programs, systems and a range of content. Computing also ensures that pupils become digitally literate – able to use, and express themselves and develop their ideas through, information and communication technology – at a level suitable for the future workplace and as active participants in a digital world. Havannah Primary School offers a broad and balanced curriculum that prepares pupils to ‘use computational thinking and creativity to understand and change the world’. 

Foundation stage- We teach Computing in reception and nursery as an integral part of the work covered during the year. As the reception class and nursery are part of the foundation stage of the National Curriculum, we relate the Computing aspects of the children’s work to the objectives as set out in the early Learning Goals (ELG’s) which underpin the curriculum planning for ages three to five. 
Wherever possible, teachers will use Computing across the curriculum in creative and diverse ways to enrich and excite. Computing contributes to teaching and learning in all curriculum areas. For example, graphics work links in closely with work in art, and using databases supports work in mathematics, while the Internet proves useful in curriculum subjects. Computing enables children to present their information and conclusions in the most appropriate way. 

ASSESSMENT AND PROGRESSION OF SKILLS
Assessment can be broken down into; 
• Formative assessments 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 level. Use of integrated projects or open ended tasks, provide opportunities for pupils to demonstrate capability in relation to a half or whole term’s work ie. over one or two units of work. It should include pupil review and should identify next steps. Summative assessment should be recorded for all pupils – showing whether the pupils have met, exceeded or not achieved the learning outcomes. 

Teachers assess children’s work in Computing by making informal judgements as they observe them during lessons. On completion of each piece of work, the teacher marks it and comments on it as necessary. 

The Computing subject leader keeps samples of the children’s work in a portfolio. This demonstrates the expected level of achievement in Computing for each year group in the school. 

RESOURCES
Our school has a laptop trolley that is available (subject to timetable) for every class to use. All classes have access to the Internet and iPads are available for planned lessons. Relevant software is given and shared on the school network. ‘Purple Mash’ is available on all of the school laptops (staff and children’s) and can also be accessed at home by parents. Hardware, such as digital cameras and beebots will be stored in a locked cupboard for security reasons. 

THE ROLE OF THE COMPUTING CO-ORDINATOR 

( There is a computing coordinator who is responsible for producing a computing action plan and for the implementation of the computing policy across the school.

 ( To offer help and support to all members of staff (including teaching assistants) in their teaching, planning and assessment of computing. 

( To maintain resources and advise staff on the use of equipment. 

( To monitor classroom teaching or planning following the schools rolling programme of monitoring. 

( To lead staff training on new initiatives. 

( To attend appropriate in-service training and keep staff up to date with relevant information and developments. 

 ( To keep parents and governors informed on the implementation of computing in the school. 

SPECIAL EDUCTAIONAL NEEDS 
At Havannah we teach Computing to all children, whatever their ability. Computing forms part of our school curriculum policy to provide a broad and balanced education with learning difficulties. In some instances the use of Computing has a considerable impact on the quality of work that the children produce; it increases their confidence and motivation. When planning work in Computing, we take into account the targets in the children’s School Focus Plans and Individual Education Plans. (SFPs and IEP’S) 
EQUAL OPPORTUNITIES (see also equal opportunities policy) 

Havannah Primary School will ensure that all children are provided with the same learning opportunities regardless of social class, gender, culture, race, disability or learning difficulties. As a result we hope to enable all children to develop positive attitudes towards others. All pupils have equal access to ICT and computing and all staff members follow the equal opportunities policy. Resources for SEN children and gifted & talented will be made available to support and challenge appropriately.
GlOSSARY OF TERMS 

• Algorithm- A precise step by step method for solving a problem. 

• Application- A self-contained program that performs a specific function for end users. 

• Boolean logic / digital logic- A system of reasoning with truth values, true and false, using logical operations such as and, or, and not. 

• Browser- A piece of software that enables a user to locate, retrieve and display information on the world wide web. 

• Complexity- The way that a solution to a problem scales as the size of the input increases, considering both the number of computational steps and the memory space required. 

• Computation- Performing a calculation by executing the instructions of a program on a computational device. 

• Computational device / digital device- A computer or other programmable device that performs computation. 

• Computational thinking- The ability to analyse ways to solve problems using appropriate algorithms and data representations, taking account of the complexity of possible solutions. 

• Computer science- The scientific study of computation, applied to both hardware and software, covering both theoretical and practical concerns.

 • Data- Information which can be stored, retrieved and manipulated in digital form using digital devices. 

• Debug- To find, remove and / or change errors in computer code.

 • Digital artifacts / digital content- Images, videos, text or data, or a combination of these, which are made on a digital device. 

• Digital literacy- The ability to access and manipulate digital content and understand the implications of its creation and distribution. 

• Data representation- The various ways data can be represented as words, numbers and pictures in the memory of a computational device. 

• E-safety- Understanding and applying rules to mitigate against the risks to personal safety and privacy of personal information in using digital devices of all kinds. 

• Function- A small section of computational code that performs a specific operation. In particular, a function takes inputs, or arguments, and returns outputs, or results. 

• Hardware- Physical items of computing kit such as desktop hard drives, printers and scanners 

• Input- The data that feeds into a computation. A stimulus to which a real-time application will respond. 

• Internet- A global network of computers which are linked, allowing the exchange of data. It uses various data transfer protocols which can be seen in the top bar of a browser.

 • Logic- A systematic approach to reasoning. The rules that underlie an algorithm used for an application. Can also refer to digital components in computer hardware. 

• Network- A number of computational devices connected together, allowing sharing of resources and cooperation between devices in the solution of a problem. Also the hardware used to establish connections between devices on a network. 

• Operating system- The program that enables the computer to start and access different sorts of software on the computer, examples include Microsoft Windows and iOS for Mac.

• Output- The data that results from a computation. A response generated by a real-time application to stimulus. 

• Procedure- A small section of computational code that performs a specific operation. Unlike a function, a procedure does not return a result but may be to change the data stored in objects in computer memory. 

• Program / code (verb)- To create or modify a program.

 • Program / code (noun)- A sequence of instructions for a computational device, written in an appropriate programming language, for implementing an algorithm that manipulates appropriate data representations for solving a problem. 

• Programming language- A formal language for representing statements, or commands, and data values used in a program. A programming language has a precise syntax that defines the valid ways for combining the symbols used to denote variables and data values. Examples used on schools include Scratch and Python

• Search technologies- Algorithms used by applications known as search engines to trawl the internet for digital content matching search terms given by a user. Results are normally presented in the form of links to relevant content.

 • Sequence- A number of program statements, to be executed one after another.

 • Software- The programs that enable computers to undertake specific functions.

 • Variable- A symbol in the code for a program that represents a data value or data object that can be changed during the course of computation.
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