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Computing Teaching and Learning Policy 2023-2024
“Computing is not about computers anymore, it is about living.”
Nicholas Negroponte
National Curriculum
The national curriculum for computing 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.
Purpose of Study
A high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world. Computing has deep links with mathematics, science and design and technology, providing 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. 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.
Golden Aims and Principles
It is intended that children will develop subject specific knowledge, apply skills and demonstrate the personal competencies as laid out in the Bradshaw Hall Golden Aims and Principles. Our computing curriculum is designed to help facilitate this.
Golden Aims: Successful Learners, Resilient Individuals and Responsible Citizens.  
Golden Principles: Responsibility, Respect, Learning Well, Resilience, Being a Team Player. 
What will Learning Look Like?
Each year group is allocated an hour slot per week, using Chromebooks in the classroom. Tablet devices are also available to be moved into classrooms for cross-curricular applications throughout the week 
Staff will be following specific units of work, designed by Teach Computing. Learning objectives have been set out for each term, for each year group, which should be followed in this order. There is an expectation that teachers will adapt inputs using their own presentations and tailor resources to best suit their class.


1. Key vocabulary
Within each unit there is a set of core vocabulary which should be explicitly referred to by teachers and used by children in their discussions and future learning. Vocabulary progression documents are available to all staff. This will be referred to during teaching inputs and on working walls, which are detailed below. 
2. Working Walls
Every classroom has a computing working wall which is designed to be in the same format across school. This should become a familiar sight for children that is referred to by the teachers and is added to as a unit progresses in terms of vocabulary and key images. The core information included on every working wall is as follows:
· The title of the current unit;
· The key strand of computing (digital literacy, information technology, computer science);
· Key vocabulary that will be applied throughout the unit; and
· Key images (where applicable) such as icons that are relevant to the program the children are using.
Vocabulary should not all be available on the working wall in the initial instance, as this should be added to as the unit progresses. Key terms can be highlighted where necessary by the teacher and be used as a reference tool for children.
Teaching and Learning Model
The teaching and learning model is designed in three stages, to aid in the planning process and delivery of every unit:
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1. Study Stage – this is where the vast majority of planning is completed by teachers. How will plans and resources be adapted and how will the knowledge gained be applied at the end of the unit?
2. Rehearse Stage – This is more child-led, with taught concepts being practised and rehearsed.
3. Apply Stage – This is where cross-curricular links are made and the children can use what they have learnt, and are now confident in, to apply computing to a real life scenario or use.
The model may not follow these three stages in a strict order, in fact, this is more often not the case as more concepts are added as part of a carefully structured scheme of lessons. A typical process would follow the path of teach - rehearse - teach- rehearse as many times as is appropriate, before continuing to the application stage. 
Outcomes
1. Evidencing
Evidence books are no longer relevant with the vast majority of learning taking place on digital devices. QR codes are present on classroom displays to direct adults to online portfolios of work. These files are located in the Google Drive, are organised by class and will contain relevant pieces of work and/or final projects. Teachers are not expected to evidence every piece of work in every lesson as this is not always necessary. Online portfolios, in conjunction with pupil voice, will form the ‘book flick’ and part of the monitoring process for computing. 
2. Cross-curricular outcomes
The final application stage of the teaching and learning model is where the cross curricular links should be made. Within every unit, opportunities for cross-curricular links should be planned out in advance by teachers, to show a real-life application of skills. There are numerous opportunities for this to occur, connecting computing to maths, science, D&T, writing projects, history, geography and PE. These connections do not have to be overly complicated projects but should clearly demonstrate how computing can be used in a wide range of real-life scenarios and for a range of practical uses. This should be evidenced within a range of books from across the curriculum and on classroom displays. This is also written on yearly overviews by teachers in the evidence books.
Assessment  
Teacher assessment will take place at the end of each unit. Children will be graded as one of the following:
· Working towards the expected standard - they will need further guidance in future as they did not achieve the expected outcomes by the end of the unit;
· Meeting aged-related expectations – they have acquired all the skills and knowledges expected; and
· Greater depth - they have excelled in the unit and produced work that is beyond what is expected.
An average grade for the year for each child will be calculated based on these grades at the end of the summer term and inputted to SIMs. 
Calculations will also be made on each class overall by collating this data, producing percentage results for each year group based on the proportion of working towards, meeting and exceeding grades. 

Study
1. Display the learning objective and ensure children understand the end goal - Share this with them.
2. Teach relevant vocabulary here - Encourage children to use the correct terminology in subsequent lessons. 
3. Provide examples of technology in action (pre-coded programs, email threads, adverts etc.)


Rehearse
1. Scaffold activities that allow children to practise what they have learnt in a meaningful manner.
2. Begin to reduce teacher input here to allow for independent learning.
3. Provide challenging tasks that aid children to understand the purpose of a given technology. 


Apply
1. Apply cross-curricular links at this stage and evidence these clearly in appropriate books and/or classroom displays. 
2. Structure an activity that allows children to actively showcase the knowledge and skills gained throughout the unit. 
3. Use the product of this stage to guide assessments.
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