Intent

At The Globe the computing curriculum
prepares pupils for the challenges and
opportunities offered by a world where work
and leisure activities are rapidly being
transformed by technological change.
Through computing lessons, pupils will
become skilled in using computational
thinking to comprehend and change the
world. They will understand the ideas and
principles that underpin how digital systems
work such as abstraction, logic, algorithms
and data representation. Through varied and
repeated opportunities to apply this
knowledge, they will become highly skilled in
analyzing problems in computational terms
and writing computer programmes in order
to solve them. Information technology will
give pupils opportunities to develop
knowledge, skills and understanding in the
application of computer systems. They will be
able to use it to to analytically solve real-
world problems, find things out, create,
exchange and share information and evaluate
and modify work. Pupils will become digitally
literate, able to use technology creatively,
safely, respectfully and responsibly; they will
be prepared to competently take part in the
digital world of the present and the future.

Implementation

The implementation of the computing curriculum ensures a
balanced coverage of computer science, information technology
and digital literacy, which includes e-safety. Children will
experience all three strands in each year group and each strand
comes with a list of key vocabulary linked to the technical
knowledge and skills being taught.

Computing knowledge and skills are carefully mapped out and
sequenced so that they are built on year by year to enable
learning to become more specific, complex and in-depth. For
example, children in KS1 learn what algorithms are, which leads
them to the design stage of programming in KS2. In KS2, they use
their prior knowledge to go on to design, create and debug
programmes and logically explain their thinking behind their
algorithms.

Computing is taught either through stand-alone lessons or, where
possible, it is richly linked to engaging contexts in other subjects
or topics so that pupils can apply their computing knowledge and
skills.

Children are given opportunities to work with a range of
hardware devices and software resources and programs, for a
variety of purposes, across the curriculum as well as in discrete
computing lessons.

At The Globe, we are committed to developing digital wisdom in
our pupils in order to prepare them for life in an increasingly
digital world. Therefore, a strong focus is placed on how to use
technology safely and responsibly through the teaching of digital
skills, how technology is used and how pupils can apply the use of
technology in contexts that they can relate to.
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Impact

Our Computing curriculum is planned so that
pupils have a good understanding of the
computing concepts, knowledge, skills and
vocabulary that run through the three strands:
computer science, information technology and
digital literacy. This ensures they achieve age
related attainment at the end of each Key
Stage.

Termly assessment will take place to track
children’s progress against age related
expectations for Computing.




