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This policy should be read in light of our Mission Statement as follows: 

At St. Joseph’s, we live love and learn by the example of Jesus. 

The use of information and communication technology is an integral part of the national curriculum 

and is a key skill for everyday life. Computers, tablets, programmable robots, digital and video 

cameras are a few of the tools that can be used to acquire, organise, store, manipulate, interpret, 

communicate and present information. At St. Joseph’s Catholic Primary School, we recognise that 

pupils are entitled to quality hardware and software and a structured and progressive approach to 

the learning of the skills needed to enable them to use it effectively. The purpose of this policy is to 

state how the school intends to make this provision. 

The National Curriculum For Computing 

The new Computing curriculum has been formulated to develop both skills and knowledge. 

Children are taught computer science.  This includes the craft of coding, from Key Stage 1 onwards – 

floor and screen turtles at Key Stage 1 to Scratch at Key Stage 2.  Children learn about 

programming, data, algorithms and networks.  This enables children to develop an understanding 

of the principles of computer science.  They develop computational thinking. There’s also a focus 

on problem solving: using logic and ideas about systems, patterns (and pattern languages), 

abstraction and decomposition. 

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. 

The new curriculum puts a clearer emphasis on three areas of learning: 

Computer Science 

How computers work and how to write algorithms and solve problems; to eventually create a 

computer program. 

 

Information Technology 

How data is represented and managed on computers. 

 

Digital Literacy 

How to understand digital information and interact with it safely and appropriately. 
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The aim of the new curriculum is to build an understanding of how computers work and how they 

can be used in pupils’ lives - both in their future employment and in enabling them to be good 21st 

Century global citizens. 

Pupils also have the opportunity to use ICT within the class across a range of subjects.  Children 

have access to both PC's and iPads. 

Pupils are also taught about how to keep themselves safe on-line. 

 

Aims 

At St. Joseph’s we aspire to: 

 Provide a relevant, challenging and enjoyable curriculum for Computing for all pupils. 

 Meet the requirements of the national curriculum programmes of study for ICT and 

computing. 

 Use ICT and computing as a tool to enhance learning throughout the curriculum. 

 To respond to new developments in technology. 

 To equip pupils with the confidence and capability to use ICT and computing throughout 

their later life. 

 To enhance learning in other areas of the curriculum using ICt and Computing. 

 To develop the understanding of how to use ICT and Computing safely and responsibly. 

Rationale 

At St. Joseph’s, we believe that Computing: 

 Gives pupils immediate access to a rich source of materials. 

 Can present information in new ways which help pupils understand access and use it more 

readily. 

 Can motivate and enthuse pupils. 

 Can help pupils focus and concentrate. 

 Offers potential for effective group working. 

 Has the flexibility to meet the individual needs and abilities of each pupil. 

Early Years 

It is important in the foundation stage to give children a broad, play-based experience of 

Computing in a range of contexts, including outdoor play. Computing is not just about computers. 

At St. Joseph’s, our Early Years learning environments feature ICT scenarios based on experience in 

the realworld, such as in role play. Children gain confidence, control and language skills through 

opportunities to ‘paint’ on the whiteboard or programme a toy. Recording devices can support 

children to develop their communication skills. This is particularly useful with children who 

have English as an additional language. 

 

Key Stage 1 

The programmes of study for the Computing curriculum are as follows: 

 

By the end of Key Stage 1 children should be able to: 

 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 

 Use technology purposefully to create, organise, store, manipulate and retrieve digital 

content 

 Use technology safely and respectfully, keeping personal information private; know where 

to go for help and support when they have concerns about material on the internet 

 Recognise common uses of information technology beyond school 

 

Key Stage 2 

By the end of Key Stage 1 children should be able to: 

 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 

 Understand computer networks including the internet; how they provide multiple services, 

such as the world-wide web; and the opportunities they offer for communication and 

collaboration 

 Use search technologies effectively, appreciate how results are selected and ranked, and be 

discerning in evaluating digital content 

 Use technology safely, respectfully and responsibly; know a range of ways to report 

concerns and inappropriate behaviour 

 Select, use and combine a variety of software (including internet services) on a range of 

digital devices to accomplish given goals, including collecting, analysing, evaluating and 

presenting data and information  

 

Our Approach To Teaching Computing 

In order to ensure that we fully meet the requirements on the new Computing curriculum, St. 

Joseph’s has adopted the Herts for Learning Primary Computing Scheme (version 3.1) which 

provides a creative approach to delivering Computing from the Early Years Foundation Stage to 

Year 6 and is fully aligned with the 2014 National Curriculum for Computing. It supports the 

teaching and the development of computing and builds computer science capability for current and 

future learning. 

The scheme follows the HfL Assessment Approach and outcomes can be used in SIMS Assessment 

Manager 7 with its extensive reporting capability. The scheme includes statements to support the 

creation of a baseline for children entering Year1.  

It is designed to evolve to embrace new technologies and practices and meet statutory changes to 

the national curriculum.  To offer the greatest flexibility to schools whilst ensuring progression, the 

scheme is organised into four age phases; Early Years Foundation Stage, Key Stage 1, Lower Key 

Stage 2 and Upper Key Stage 2. 

The content is broken down into five strands and further organised into learning themes.   



The scheme is regularly reviewed to make sure it is in line with government guidelines and the latest 

thinking. Updates and resources to the current version are sent electronically to subscribing schools. 

Resources and Access  

At St. Joseph’s, we clearly recognise the need to continually maintain, update and develop our 

resources and to make progress towards a consistent, compatible PC system by investing in 

resources that will effectively deliver the strands of the national curriculum and support the use of 

ICT and computing across the school. Teachers are required to inform the Computing Subject 

Leader/Technician of any faults as soon as they are noticed. Resources if not classroom based are 

located in the Computing Suite and in a Computing Store directly across the corridor from the 

Computing Suite.  

ICT and computing network infrastructure and equipment has been sited so that:  

 Every classroom from Nursery to Year 6 has a laptop connected to the school network and 

an interactive whiteboard with sound, DVD and video facilities, camera, and Teacher iPad to 

present work on the interactive whiteboard   

 There is a designated Computing Suite which is timetabled for use throughout the week  

 There are 2 iPad trolleys in school containing 16 iPads with internet access available to use in 

classrooms.  

 There are 16 laptops located in the computer suite,  

 There is a full class set of 32 LearnPads available for both Computing lessons and other 

curriculum lessons 

 Pupils may use computing independently, in pairs, alongside a Teaching Assistant or in a 

group with a teacher.  

 The school has a technician (Mark Whitman – IntermIT) who is in school for one day a 

week.  

 A ‘link governor’ (Gemma Parsons) is assigned to Computing and meets regularly with the 

Computing Subject Leader to discuss this aspect of the curriculum and subsequently feedback 

to the other members of the Governing Body as appropriate. 

Inclusion  

At St. Joseph’s, we plan to provide for all pupils to achieve, including boys and girls, higher 

achieving pupils, gifted and talented pupils, those with SEN, pupils with disabilities, pupils from all 

social and cultural backgrounds, children who are in care and those subject to safeguarding, pupils 

from different ethnic groups and those from diverse linguistic backgrounds.  

Health And Safety  

The school is aware of the health and safety issues involved in children’s use of ICT and computing. 

All electrical appliances in school are tested accordingly. It is advised that staff should not bring their 

own electrical equipment in to school but if this is necessary, then the equipment must be pat tested 

before being used in school. This also applies to any equipment brought in to school by, for 

example, people running workshops, activities, etc. and it is the responsibility of the member of 

staff organising the workshop, etc. to advise those people. All staff should visually check electrical 

equipment before they use it and take any damaged equipment out of use. Damaged equipment 



should then be reported to the ICT technician, bursar or head teacher who will arrange for repair 

or disposal.  

Security  

 The ICT and computing technician will be responsible for regularly updating anti-virus 

software.  

 Use of ICT and computing will be in line with the school’s ‘acceptable use policy’. All staff, 

volunteers and children must sign a copy of the schools AUP.  

 Parents will be made aware of the ‘acceptable use policy’.  

 All pupils and parents will be aware of the school rules for responsible use of ICT and 

computing and the internet and will understand the consequence of any misuse.  

 The agreed rules for safe and responsible use of ICT and computing and the internet will be 

displayed in all ICT and computing areas.  

Monitoring 

The Computing Subject Leader is ultimately responsible for monitoring the quality of teaching and 

learning in Computing and this is done in the following ways: 

 periodical review of class teachers short-term planning 

 analysis of teacher response sheets regarding their use of ICT and confidence in 

delivering the curriculum. 

 regular work sampling/scrutiny 

 lesson observations  

 shared planning consultations 

 collaborative ‘levelling’ of work 

 attendance at various INSET related to the Subject Leader’s role 

 providing support as requested / required. 

 

Reporting 

Parents receive a full written report about their child’s progress and achievements in Computing in 

the Spring term. This report gives details of the skills that the child has acquired through the various 

units of work covered, and provides the opportunity to acknowledge the efforts of individuals as 

appropriate. 

 

Any matters arising from this written report can then be discussed with the class teacher at the 

subsequent Open Evening in the Summer term. 

Parental Consultations in the first two terms also provide the teacher with a forum for discussing 

any matters relating to pupils understanding and enjoyment of Computing in all its forms. 

 

Review 

This policy should be viewed as a working document for the benefit of all concerned in the 

education of the children at St. Joseph’s Catholic Primary School. 

 

An annual review of this policy should ensure that the high standard of Computing education 

throughout the school is maintained and that the document remains both relevant and accessible to 

all concerned. 

 

Review Date: February 2017 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  



Appendix1 

 

At St. Joseph’s, we have adopted the Hertforlearning scheme of work v3.1) to ensure that we 

deliver the new National Curriculum for Computing to the highest possible standard. 

 

Year Computer Science Information 

Technology 

Digital Literacy 

1 understand what algorithms are 

create simple programs 

use technology purposefully 

to create digital content 

use technology purposefully 

to store digital content 

use technology purposefully 

to retrieve digital content 

use technology safely 

keeping personal information private 

recognise common uses of information 

technology beyond school 

 

2 understand that algorithms are implemented as programs on 

digital devices 

understand that programs execute by following precise and 

unambiguous instructions 

debug simple programs 

use logical reasoning to predict the behaviour of simple 

programs 

use technology purposefully 

to organise digital content 

use technology purposefully 

to manipulate digital content 

 

use technology respectfully 

understand where to go for help and 

support when they have concerns about 

content or contact on  the internet or other 

online technologies. 

3 write programs that accomplish specific goals 

use sequence in programs 

use search technologies 

effectively 

use a variety of software to 

accomplish given goals 

collect information 

present information 

use technology safely and responsibly 

identify a range of ways to report concerns 

about contact 

 

4 work with various forms of input 

work with various forms of output 

design programs that accomplish specific goals 

debug programs that accomplish specific goals 

use repetition in programs 

use search technologies 

effectively 

use a variety of software to 

accomplish given goals 

design and create content 

select and use internet 

services 

understand the opportunities computer 

networks offer for communication 

identify a range of ways to report concerns 

about content and contact 

use technology respectfully 

recognise acceptable/unacceptable 

behaviour 

5 design and create programs 

control or simulate physical systems 

use logical reasoning to detect and correct errors in 

algorithms and programs 

understand how computer networks can provide multiple 

services, such as the world wide web 

appreciate how results are selected and ranked 

select a variety of software 

to accomplish given goals 

select, use and combine 

internet services 

analyse information 

evaluate information 

collect data 

present data 

understand the opportunities computer 

networks offer for communication 

identify a range of ways to report concerns 

about content and contact 

recognise acceptable/unacceptable 

behaviour 

6 solve problems by decomposing them into smaller parts 

use selection in programs 

work with variables 

use logical reasoning to explain how some simple algorithms 

work 

use logical reasoning to detect and correct errors in 

algorithms 

understand computer networks including the internet 

appreciate how results are ranked 

combine a variety of 

software to accomplish given 

goals 

select, use and combine 

software on a range of 

digital devices 

analyse data 

evaluate data 

design and create systems 

 

understand the opportunities computer 

networks offer for collaboration 

be discerning in evaluating digital content 

 



Key Stage 1 

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 

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

recognise common uses of information technology beyond school 

use technology safely and respectfully, keeping personal information private; identify where to go for help 

and support when they have concerns about content or contact on  the internet or other online 

technologies. 

 

Key Stage 2 

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 

understand computer networks including the internet; how they can provide multiple services, such 

as the world wide web; and the opportunities they offer for communication and collaboration 

use search technologies effectively, appreciate how results are selected and ranked, and be 

discerning in evaluating digital content 

select, use and combine a variety of software (including internet services) on a range of digital 

devices to design and create a range of programs, systems and content that accomplish given goals, 

including collecting, analysing, evaluating and presenting data and information 

use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; 

identify a range of ways to report concerns about content and contact. 

 

 

 

 

 

 

 

 



Appendix 2 

How To Deliver An Effective Computing Lesson 

Computing lessons that promote learning effectively are active and participatory. There are five key 

aspects of the lessons that promote learning in this way:  

1. They get off to a clear start. The teachers build on pupils’ existing learning and rehearse 

familiar concepts with the pupils before they move on to something new. 

2. The teachers set clear objectives using subject specific vocabulary. Computing has a subject-

specific vocabulary just like other areas of the curriculum. Some of these words will be totally 

new perhaps, like ‘debug’ and others might not be new, but have different meanings in the 

context of computing. 

3. Lessons include ‘off screen activities’ to support pupil learning. It is especially important for 

pupils to understand the relationship between the code and something happening on screen, 

and often the best way to get this across is to move away from the screen and into the physical 

world. In the early stages of computing in Primary schools, learning is often off screen, using 

programmable toys. As the curriculum progresses into the Secondary phase, concepts are 

applied in more abstract settings 

4. When pupils are debugging ready-made code blocks this is a powerful form of learning – it 

develops the crucial skill of problem solving. This is bit like taking apart a model to understand 

how it is made and it means that pupils can make changes to the code, like changing the 

distance a sprite travels or costumes, and see the effect immediately. Trial and error is a major 

way that pupils learn to program. 

5. Pupil to Pupil Learning is important, and successful teachers give lots of opportunities for this 

to happen. Teachers have also found that if they use freely available software, pupils can 

download it and practice their skills at home. 

 

 

 

 

 

 

 

 



Appendix 3 

Computing/ICT Glossary Of Terms 

This is a glossary of terms in the computer science context – the words may sometimes (but not 

always) have different meanings in other contexts. 

Abstraction - Reducing complexity by focusing on the essential features of an algorithm or data 

representation and omitting unnecessary detail. 

Algorithm - A precise step by step method for solving a problem. Named after Iranian 

mathematician Muhammad ibn Musa al-Khwarizmi. 

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. Named after British mathematician George Boole. 

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 artefacts/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, such as Hyper Text 

Transfer Protocol (http). 

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, Python and SmallBASIC. 

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. 

 


