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Under the Equality Act 2010 we have a duty not to discriminate against people on the basis of their age,
disability, sex, gender reassignment, pregnancy or maternity, race, religion or belief and sexual orientation,
marriage and civil partnership. This policy has been equality impact assessed and we believe that it is in line with
the Equality Act 2010 as it is fair, it does not prioritise or disadvantage any pupil or adult and it helps to promote

equality at this school.

Associated policies and documents
e Teaching and Learning policy
e SEND policy
e Marking and Feedback policy
e Curriculum Intent Statement

Computing is a subject where we equip children with the necessary skills to participate in a rapidly changing world
where work and leisure activities are increasingly transformed by technology. We enable them to find, explore,
analyse, exchange and present information using a computer. We also focus on developing the necessary skills for
children to be able to use information in a discriminating and effective way. Computing has deep links with
mathematics, science, and design and technology, and provides insights into both natural and artificial systems. 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.

The principles of our Sandlings ethos “Sandlings is a unique, nurturing school where everyone belongs and thrives”
can be seen throughout our Computing curriculum and provision; For example, we nurture children to be safe online
and develop a sense of belonging by working together as a team in different projects.

Learning is a change to long-term memory. Our aims are to ensure that our pupils experience a wide breadth of
study and have, by the end of each key stage, long-term memory of an ambitious body of procedural and semantic

knowledge.

Curriculum drivers shape our curriculum breadth. They are derived from an exploration of the backgrounds of our
pupils, our beliefs about high-quality education and our values. They are used to ensure we give our pupils
appropriate and ambitious curriculum opportunities.

At Sandlings we want children to be successful:




e by learning through real experiences i.e. using technology and computing as a tool to complete cross-
curricular tasks;

e by understanding their learning e.g., the need for patience, resilience when improving the accuracy of their
work;

. by using creativity in their learning e.g. designing their own webpage, creating their own mini-games,
making digital paintings, and composing their own music using software and solving algorism problems.

Cultural capital gives our pupils the vital background knowledge required to be informed and thoughtful members of
our community who understand and believe in British values. Curriculum breadth is shaped by our curriculum
drivers, cultural capital, subject topics and our ambition for pupils to study the best of what has been thought and
said by many generations of academics and scholars.

Our curriculum distinguishes between subject topics and threshold concepts. Subject topics are the specific

aspects of subjects that are studied. Threshold concepts tie together the subject topics into meaningful schema. The
same concepts are explored in a wide breadth of subject topics. Through this ‘forwards-and-backwards engineering’
of the curriculum, pupils return to the same concepts over and over, and gradually build understanding of them.

For each of the threshold concepts, over the three milestones, each of which includes the procedural and semantic
knowledge pupils need to understand the threshold concepts, provide a progression model.

Four holds concepts weave through our Computing curriculum:

1.Code

This concept involves developing an understanding of instructions, logic and sequences.
2. Connect

This concept involves developing an understanding of how to safely connect with others
3. Communicate

This concept involves using apps to communicate one’s ideas.

4. Collect

This concept involves developing an understanding of databases and their uses.

The subject topics that each year group will cover over a two-year cycle in each milestone are:

e Technology Around Us

e Robotics — Programming/Code

e Collecting Data — Information Processing

e Digital World — Communication/Connection

e Sequencing and Repetition through Programming/Code

The characteristics we aim to foster in our children are:

e To understand what algorithms are, how they are implemented as programs on digital devices, and that
programs execute by following precise and unambiguous instructions

e To create and debug simple programs

e To use logical reasoning to predict the behaviour of simple programs

e To use technology purposefully to create, organise, store, manipulate and retrieve digital content

e Design, write & debug programs, use logical thinking to explain how algorithms work and design & write
programs

e To use search tech effectively and present information

e To use sequence, selection & repetition in programs and understand how devices connect to the internet

e To select use and combine a variety of software on a range of digital devices

Implementation

We use the Chris Quigley Essentials Curriculum scheme to plan our computing curriculum to ensure progressions over
a two-year cycle and we supplement this with a well-chosen and considered scheme - The Teach Computing
curriculum. The design of which is based on evidence from cognitive science; three main principles underpin it:

* Learning is most effective with spaced repetition.

* Interleaving helps pupils to discriminate between topics and aids long-term retention.

* Retrieval of previously learned content is frequent and regular, which increases both storage and retrieval

strength.

In addition to the three principles, we also understand that learning is invisible in the short term and that sustained
mastery takes time.




Our content is subject specific. We make intra-curricular links to strengthen schema.

A variety of teaching and learning styles are used to adapt and support learning when teaching Computing i.e.

e Setting tasks of increasing difficulty where children can choose a task they feel challenges them either a Do It, Use
It or Own It task (DUO)
e Providing opportunities for pupils to work on their own and to collaborate with others

e We use Oracy as the golden thread for children to talk like a Computing Engineer, using subject specific
vocabulary to explore knowledge, ideas, thoughts and opinions

Coverage
Coverage is identified on the Computing long term plan and is taught every week using a two-year cycle of content.

EYFS

Our Computing Curriculum progression documents show progression over each milestone and how the EYFS
curriculum is the foundation of learning for children to build upon as they continue journey in KS1. We use Barefoot
Computing and Keychain Computing in EYFS, which are the preludes to the Teach Computing Curriculum, and are
written with the NCCE and Teach Computing Curriculum Developers.

Equality and inclusion

We strive hard to meet the needs of those pupils with special educational needs, those with disabilities, those with
special gifts and talents, and those learning English as an additional language, and we take all reasonable steps to
achieve this.

Homework

Each term children are set a menu of tasks based on a theme to complete and sometimes these tasks may have a
Computing task in them. Children also have access to a variety of online learning platforms such as TT Rockstars and
spelling programmes.

Resources
Websites that we regularly use:

https://teachcomputing.org
https://keychaincomputing.co.uk
https://barefootcomputing.org/earlyyears
https://projectevolve.co.uk
https://computingqualityframework.org

Enriching Our Curriculum Through Social Moral Spiritual and Cultural Education (SMSC)

SMSC is developed in many ways such as:

=  Wondering at the power of the digital age e.g. use of the internet and understanding the advantages and
limitations of COMPUTING.

= By using the internet as a gateway to big life issues whilst, considering the benefits and potential dangers.

= By highlighting ways to stay safe when using on line services and social media. By exploring human
achievements and creativity in relation to worldwide communications and by developing a sense of awe
and wonder at human ingenuity

= By exploring the moral issues surrounding the use of data

* By considering the benefits and potential dangers of the internet — egg campaigns for charities and
injustice as a Force for good. Cyber bullying as a danger.

= BT hosts a range of events throughout the year which we always aim to attend, to develop a range of
programming skills with children using a range of technology



https://teachcomputing.org/
https://keychaincomputing.co.uk/
https://barefootcomputing.org/earlyyears
https://projectevolve.co.uk/
https://computingqualityframework.org/

Further Enrichment Opportunities

We are incredibly lucky that we live in an area rich in Computing Development. British Telecom have strong links
with the local community and have a Schools Development Program, which we participate in on a regular basis. This
program is designed to help inspire students, throughout the key stages, by learning through STEM subjects.

Children discover how  they impact our lives every day, as well as the exciting and varied STEM careers out there.
We also have great links with the Higher Education settings in Suffolk One and West Suffolk College, and participate
in programmes designed to show the students the potential careers available and how computing and technology is
linked to them. For example, skills escalator and careers workshops. Learning is enhanced by using Microbits and
other Software and Hardware to develop their own programmes, web pages and robots to solve real life problem:s.

Because learning is a change to long-term memory, it is impossible to see impact in the short term.
We do, however, use probabilistic assessment based on deliberate practice.

Lesson assessments are completed through formative on going assessments and summative assessments at the end of
each unit.

Throughout each topic, teachers assess pupils’ Computing knowledge and understanding. At the end of the term,
teachers record pupils’ attainment onto our Chris Quigley assessment trackers against national curriculum objectives
within particular milestones. Computing assessments are organized into four overarching main objectives “To code;
To connect; To communicate; To collect”; over the year it is expected that each topic will have been visited at least
once.

Across the three milestones (Years 1&2, 3&4, 5&6) it is expected that at the end of each milestone most children will
be at an advancing understanding and some will have a deeper understanding. We assess the children's depth of
understanding each term and use this to assess whether pupils are on track to meet our expectations by the end of
each milestone.

We report on pupil’s achievement, attainment and progress in annual report to parents and autumn and spring term
parent’s evenings and midterm reports.

The Impact of being able to explore our local environment is an important aspect of our work in giving our children
a sense of belonging which is crucial to underpinning academic achievement across the curriculum.

The role of the subject leader is to monitor pupil outcomes through evaluation of the strengths and weaknesses of
Computing teaching and learning across our school.

We look at the practices taking place to determine whether they are appropriate, related to our goals and likely to
produce results in the long run. Areas for further improvement our prioritised in a Computing yearly school
Improvement plan and the subject lead through their work in delivering the plan will work with and support
colleagues, including keeping them apprised of new initiatives and developments Computing.




