Computing at St Columba’s Catholic Primary School

Intent

At St Columba’s, we aim to provide a high-quality computing education that equips pupils to use
computational thinking and creativity to understand and participate in a digital world. Computing has deep
links with mathematics, science, and design technology, and provides insights into both natural and artificial
systems. The core of computing is computer science in which children are introduced to a wide range of
technology, including desktop computers, iPads and interactive whiteboards, allowing them to continually
practice what they learn. Building on this knowledge and understanding ensures that pupils become digitally
literate and can express themselves and develop their ideas through information and communication
technology — at a level suitable for future workplace and as active participants in a digitally enhanced

world.

Our aim is for all children, in computing, at St Columba's to:

- understand and applg the fundamental panchLes and concepts of computer science, anlu.dmg abstraction,

logic, algorithms and data. representations.

-analyse problems in computational terms and have repeated practical experience of writing computer

programs to solve such probLems.

- evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve

prob[ems .

- be responsLbLe, competent, confident and creative users of information and communication technologg.

Implementation

At St Columba’s we teach computing as a unit, every half term. The structure of the units is planned to
show a progression of the main computing themes: computer science, [T and dLthal lltemcg, and sub-themes
within those categories, including control and programming, computational thinking, online safety and

multimedia work with text, sound, art and deslgn tools, animation and video.

At the start of each half term, staff follow the Project Evolve scheme to deliver online safety sessions.

Follow'mg this, we use the Teach Computmg Curriculum to deliver our sessions.

Our computing curriculum at St Columba s is structured in the jfollowing way.
- A cycle of lessons, which carefully plans for progression and depth
- Learning opportunities for pupils to apply their skills and knowledge

- Opportunities to enhance pupils learning experiences through educational trips and visitors with expertise in

compu.ter science.



Impact

Computing at St Columbas is planned to a high quality, that is well thought out and is planned to
demonstrate progression. If children are keeping up with the curriculum, they are deemed to be making good

or better progress. In addition, we measure the impact of our curriculum through the following methods
Throughout our EYFS, KSI and KS2 curriculum, our children will:

- understand and apply fundamental principles and concepts of computer science, including abstraction,

logic, algorithms and data representation.

- analyse problems in computational terms and have repeated practical experience of writing computer

programs to solve problems.

- be able to evaluate and app/g in formation z‘ec/malogy, mdud[ng new or un familiar l‘ec/mo/ogles,
analytically to solve problems.

- be responsible, competent, con fident and creative users of information and communication technology.

- see the d[gll‘a/ world as part o f their world, exz‘endlng /Jegond school, and be con fident and resloeclffu/
digital citizens going on to lead happy and healthy digital lives.

At St Columba's our evidence is collected through:

- SeeSaw

- Pictures and video clips

- Discussion with pULpLLs, staff, governors
= Pupil voice

- PupLL Jolders on the school’s Shared Driv



