Vision:

®

Computing Implementation guide

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.

Child friendly definition:

To stay safe and maximise the opportunities that technology offers.

Computing curriculum overview:

Our Computing curriculum fulfills all statutory requirements of the national curriculum. Each year
group covers one unit of work per half term. We have utilised and adapted Teach Computing as a
scheme of work as it provides us with key concept threads that are strategically revisited throughout
the curriculum, building children’s understanding upon prior knowledge. 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,

techno

logy.

The table below shows the overview of which units are covered in each year group.
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Threads of concept in our Computing curriculum

Our curriculum is built in a way that means that we continually revisit key threads of concept from
Year 1 all the way through to Year 6. This enables us to deliberately build knowledge on existing
knowledge which in turn enables our children to be able to do increasingly sophisticated things with
this knowledge.

The knowledge which brings out each concept thread is also specified in precise detail in this
documentation.

The concept threads in our Computing curriculum are:

Systems and networks
Creating media
Programming

Data and information

Our routines:

Every Computing lesson begins with a retrieval practice starter which has the aim of activating prior
knowledge around the concept thread which the lesson to come is focused on. This retrieval will be
based on prior learning of recent lessons linked to the concept thread, or drawn from gaps
discovered from the most recent assessment.

Every lesson also includes clarification of any technical vocabulary to be used in the lesson. This
always takes place before the main lesson content begins.

Our principles of teaching and learning in Computing lessons:

Our principles of teaching and learning are what we believe excellent teaching is. They are taken
from Rosenshein’s principles of instruction and other prominent educational research. Staff have had
extensive training in each of these principles and this training has been further implemented through
our coaching program. More information about the principles themselves can be found in our
teaching and learning handbook and information regarding our coaching program can be found in
our staff development policy.

Our principles of teaching and learning are:
Examples and models:

In Computing lessons, teachers will use modelling to make abstract concepts concrete. They will also
use faded worked examples to help children move from guided to independent practice when
completing a task. They will use examples to illuminate understanding of the concepts being studied
and, where necessary, will also use non-examples to help frame pupils’ thinking. Teachers will also
use live modelling to narrate their thinking to enable pupils to imitate their thought process and
think deeply about what they are studying.



Explanation:

Teachers will explicitly develop vocabulary within the Computing curriculum by explaining its use
within the contexts in which pupils encounter it. They will ensure that pupils can say the words
properly and understand their contextual use as well as any related flexibility. Pupils will then be
supported to use the words in context accurately and consistently. Teachers will also explain
concepts alongside concrete models of them to ensure a robust understanding for all children,
tapping into what we know about the effectiveness of dual coding. They will also face
misconceptions head on by explaining key aspects of a concept that they know are likely to be at the
heart of a misconception.

Practice and spacing:

Teachers will ensure that they guide practice using shared approaches to the learning in lessons,
regardless of the format of learning taking place. They will provide independent practice once
children have mastered the understanding as part of guided practice and will provide opportunities
for spaced retrieval practice at the start of all lessons, activating prior knowledge needed to access
the learning in the lesson at hand. Strategic spacing is also built into the curriculum through the
revisiting of the concept threads each year, and at times, more than once per year.

Effective sequences:

Teachers will ensure that clear narratives are present within lessons and across series of lessons
within a wider unit of work. Although we use Teach Computing to set the sequence of lessons,
teachers are still very much responsible for making explicit links between and across lessons.
Teachers will systematically build knowledge and understanding of key concepts over a unit of work
through careful sequencing of identified content. Concept threads are also developed over time from
Year 1 to Year 6 as pupils move through the school and teachers plan sequences of lessons which
build up to deepening these concepts.

Re-teach and guided practice:

Teachers will use formative assessment strategies including questioning, quizzing and short
assessment tasks within lessons to formulate appropriate feedback in the moment. They will ensure
that this feedback focuses on what children are thinking and not what they are doing and will
provide the opportunity for further guided practice where it is needed.

Touching base and checking for understanding:

Throughout lessons, teachers will check for understanding at strategic points where they know
misconceptions are most likely. They will employ a range of questioning and other formative
assessment strategies to do this and will respond with further worked examples or guided practice if
it is clear that pupil understanding is not secure.

Scaffolding:

Teachers will provide scaffolds so that all children can access the learning on offer. Scaffolds may be a
visual aid, a concrete representation or the work of the teacher themselves in modelling a concept or
process. Scaffolding will always be removed once it has served its purpose of supporting the pupil to
the point of understanding required.

How we want our children to experience the knowledge they learn in their lessons:
Within Computing lessons, children carry out activities which have three main purposes:
- To require them to think deeply about the learning they have just done

- To enable them to experience the learning
- To embed understanding of knowledge through repeated practice



Teachers will usually have modelled all activities prior to children attempting them so that the
intrinsic cognitive load is optimized and extraneous cognitive load is minimized.

Activities in Computing lessons will provide the opportunity for the following kinds of working:

- Using programs to reach desired aims

- Programming computers to make them do what we want

- Explaining their processes

- Applying what they know about processes to solve technical problems when they arise
- Experimenting with digital media to create effects

- Revising and reviewing their work and refining their creative skills as a result

Trips and visits:

Every year, pupils will have the opportunity to take part in Computing clubs which will provide them
with frequent opportunity to be creative with technology. They will also have visitors come into
school to share their expertise and experience of the Computing world.

Involving parents and carers:

Parents and carers will be invited to attend workshops and presentations on the Computing
curriculum at various points in the year and will have the opportunity to ask questions of senior
leaders and subject leaders at this point.
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