Computing at Ainthorpe

Computing plays a central role within the curriculum at Ainthorpe and is fundamental to our wider
trust mission of creating digitally literate, aspirational and knowledge-rich pupils. Pupils will secure
an understanding of the use of technology as well as staying safe and making the correct choices.

The Computing Curriculum is sequenced coherently so useful knowledge builds through three
distinct strands: Digital Literacy, Information Technology and Computer Science. As a result, pupils
will accumulate the essential knowledge, cultural capital, and computational thinking. These
disciplines will be substantial and will provide a secure foundation that will enable them to succeed in
the next stage of their education. Online safety is taught explicitly and revisited within relevant units,

helping pupils become safe, confident and digitally literate learners.

At the end of Foundation at
Ainthorpe

As pupils progress through
EYFS, they explore digital
devices for the first time
through the lens of physical
devices, computational thinking
and online safety.

Through key questions, high-
quality oracy, teacher
modelling and imaginative
play, children will begin to
understand how technology fits
into their lives.

By the end of early years, they
will have explored six units
which aims to secure
foundational knowledge. This
allows children to begin Key
Stage 1 ready to progress their
learning.

Approach
Pedagogy

At the end of Key Stage 1 at
Ainthorpe

Pupil’s knowledge is supported
through opportunities to
experience their own use of
technology and technology
used in school, such as
interacting with digital content,
debugging simple programs as
well as creating and following
explicit and unambiguous
instructions.

This continues with a broader
understanding of how
technology is used in the world
which provides the start of
foundational knowledge, which
is further explored in Year 2,
cementing their disciplinary
knowledge through specific
computational skills, such as
logical reasoning.

At the end of Key Stage 2 at
Ainthorpe

Due to the strong
Computational Thinking focus
in EYFS and Key Stage 1,
children are now able to
access more of a range of
software tools to create and
debug algorithms and code.
Computing enables children to
make sense of their world.

It also provides opportunities,
which have a transformational
effect on a pupil’s perception of
themselves and their
relationship with learning — this
enables students to develop a
connection and understanding
of the role of technology within
their world and the
opportunities it presents.

Pupils will leave primary school
digitally literate with a strong
understanding of how to stay
safe online.

Computing is taught through a balance of explicit instruction, modelling, guided practice and
independent application. Lessons begin by reviewing prior knowledge, introducing key vocabulary
and making links to previous and wider curriculum learning. Teachers use questioning, hinge
questions and ongoing assessment for learning to check understanding and adapt teaching.
Oracy is used throughout computing to help pupils explain their thinking, discuss ideas, question
one another and present their work. Pupils are supported through talking partners, teacher
modelling, worked examples, visual prompts and phased scaffolding, enabling them to build

confidence and independence.

The curriculum includes a purposeful balance of unplugged and digital learning. Pupils first develop
concepts through practical, hands-on tasks and physical manipulation before applying these skills

using appropriate software, apps and digital tools.




Assessment

We use a multi-faceted approach to assessment within Computing.

® Retrieval practice to take place at the beginning of every lesson
® Assessment for learning is used within each lesson through skilful use of questioning and

live feedback

® The Computing class folder and online folder will show the progress of learning in the class
with images, pupil voice plus a description of the task to showcase the learning on the

Computing days.

Cultural Capital

Enrichment events are an essential part of the
DRET Computing Curriculum which enhances the
knowledge-rich curriculum.

The enrichment events provide pupils with
discrete time to focus and deepen their learning;
they provide opportunities for new experiences as
well as nurturing and developing a thirst for
learning.

Wherever possible, the Computing Curriculum is
enhanced by interweaving content through other
subjects. To understand British Society today,
pupils will have a secure understanding of how
computing fits into and supports modern society.

Career Professional Development

We develop strong subject knowledge
amongst all staff which is achieved through;
comprehensive middle leadership
development, a focus on developing all
teachers’ subject knowledge and Computing
pedagogy and the provision of high-quality
planning resources.

This is enhanced further with the use of
external training, including National Online
Safety, Teach Computing, STEM Community,
Barefoot Computing and National Centre for
Computing Education.




