Introduction to Computing
“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, 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. 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.” Quote
from the National Curriculum 2014

Curriculum Intent
At Sunnyside Spencer Academy, we aim to prepare our learners for their future by giving them the opportunities to gain knowledge
and develop skills that will equip them for an ever changing digital world. Knowledge and understanding of ICT is of increasing
importance for children’s future both at home and for employment. Our Computing curriculum focuses on a progression of skills in
digital literacy, computer science, information technology and online safety to ensure that children become competent in safely using,
as well as understanding, technology. These strands are revisited repeatedly through a range of themes during children’s time in
school to ensure the learning is embedded and skills are successfully developed. Our intention is that Computing also supports
children’s creativity and cross curricular learning to engage children and enrich their experiences in school.

Aims
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.

Curriculum Implementation
Our whole curriculum is shaped by our school vision which aims to enable all children, regardless of background, ability, additional
needs, to flourish to become the very best version of themselves they can possibly be. We teach the National Curriculum, supported by
a clear skills and knowledge progression. This ensures that skills and knowledge are built on year by year and sequenced
appropriately to maximise learning for all children.
To ensure a broad range of skills and understanding, Computing is taught across three main strands: problem solving and thinking
(Computer Science), Creative content (Information Technology), Digital Literacy.
As part of information technology, children learn to use and express themselves and develop their ideas through ICT for example
writing and presenting as well as exploring art and design using multimedia. Within digital literacy, children develop practical skills
in the safe use of ICT and the ability to apply these skills to solving relevant, worthwhile problems for example understanding safe
use of internet, networks and email. In computer science, we teach children to understand and apply the fundamental principles and
concepts of computer science, including abstraction, logic, algorithms and data representation. Also to analyse problems to
computational terms, and have repeated practical experience of writing computer programs in order to solve such problems. We also
teach a progression of Computing vocabulary to support children in their understanding.
At Sunnyside Spencer Academy, we give children access to a wide range of good quality resources and provide cross curricular
opportunities for children to apply their Computing knowledge and skills. Online safety is taught within each Computing lesson as a
short starter activity as well as being taught as a unit each year. Online safety procedures are communicated with all staff and
parents.

Curriculum Impact
Summative assessments take place throughout the year and teachers record the progress and attainment against the
National Curriculum expectations of attainment. Monitoring takes places each term and subject leaders and teachers use
this feedback to inform or address any gaps in learning or teacher subject or pedagogical knowledge. Children in
Foundation Stage are assessed within Knowledge and Understanding of the World objectives and their progress is tracked
termly using Tapestry. Age related expectation levels are reported to parents at the end of the reception year.

We are all very aware of the need to educate
children for jobs for the future. Computer coding
and programming has become an important
element of the 2014 National Curriculum, and is
taught to all year groups throughout school at
varying levels. This enables our children to become
‘Computational Thinkers’, developing the necessary
skills to be effective problem solvers, and our
curriculum provides a number to opportunities to
practise specific programming skills which are likely
to form a large part of the future careers of our
students in years to come.
We must also consider how the subject of computing is represented by examining potential stereotypical perceptions and ensure we
counteract these by developing expandable intelligence strategies and leaning environments that are inclusive and supportive.
Some examples of people who have had an impact in the technology industry are displayed below:

Steve Jobs

Tim Berners-Lee

Bill Gates

James Gosling

Linus Torvalds

Richard Stallman

The Computing Curriculum
A high quality computing education equips pupil to use computational thinking and creativity to understand and change the world. The
National Curriculum places computational thinking and creativity at the heart of the programmes of study. These two concepts underpin
and sit at the heart of the computing curriculum. They add the additional dimension and encourage digital creativity and play based
learning through subject content statements such as:
 KS1: 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
 KS2: design, write and debug 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, use logical reasoning to explain how some simple algorithms work and to detect and correct
errors in algorithms and programs
 To help support teachers with the planning and implementation of the computing curriculum, staff and pupils have aces to the
following devices, software and applications:
EYFS and Key Stage 1

LKS2

UKS2

Toca (Range of Apps)
Busy Things
Bugs and Numbers / Bugs and Buttons

Scratch Junior
Sketch Nation (game building)
Tynker
Daisy the Dinosaur
Lightbot Hour

Scratch
Tynker
Alex
Swift Playgrounds

To support subject knowledge of programming, here are our agreed definitions of the vocabulary used in the Primary National
Curriculum objectives:

On the second page – get creative!!!

Planning for computing
When planning for computing, staff are asked to consider the SAMR model.
This model is powerful because it enables us to think about how learning can
be extended through the use of technology.

SUBSTITUTION – Technology acts as a direct tool substitute, with no
functional change. For example, students may type up notes on a word
processor instead of writing by hand in an exercise book.
AUGMENTATION – Technology still acts as a direct tool substitute,
but with functional improvements. Taking the example of typing on a
word processor, augmentation means that the learning process can
become more efficient and engaging. Images can be added, text can be
hyperlinked and changes to the text itself can be made quickly.
MODIFICATION - By this stage technology not only enhances the
learning activity, it also significanly transforms it. An example might be students setting up a blog in which they open up their
work to a worldwide audience. The blog means that students are much more accountable for the work they present, so will
tend to spend more time refining their written work. In this way, both student learning and literacy improve.
REDIFINITION - This level requires the teacher to think about learning activities that were previously inconceivable without the use of
technology. This could be for instance, a Google Hangout session that takes place between students from different countries in order for
students to swap information about their home countries in real-time. Likewise, the use of Google Docs for students in different parts of
the world to collaborate on a shared assignment facilitates learning opportunities that would be impossible without such technology.
Evidence of Computing
As computing is a subject that involves practical activity and is
also planned cross curricular, evidence of pupils’ learning should
be saved on your Class Seesaw account or Class Dojo. There is no
need to screen shot pupils work to stick in books. Pupils can
respond to their learning through the systems listed below.
Other evidence of computing could include: typed work including
varied media, story books, use of QR codes on displays to access
iMovies or Youtube Clips. Use of a green screen, text messages, word clouds, videos, picture stimuli as a stimulus for a lesson such as
writing.

