Copplestone Primary School Computing and Online safety Policy 2024

Copplestone Primary School's Computing curriculum intends to equip pupils to use
computational thinking and creativity to understand and change the world.
Computing has deep links with mathematics, science and design and technology,
and provides insights into both natural and artificial systems.

The core of computing is computer science, in which pupils are taught the principles
of information and computation, how digital systems work and how to put this
knowledge to use through programming. Building on this knowledge and
understanding, pupils are equipped to use information technology to create
programs, systems and a range of content. Computing also ensures that pupils
become digitally literate — able to use, and express themselves and develop their
ideas through, information and communication technology — at a level suitable for
the future workplace and as active participants in a digital world. Interwoven
throughout the whole curriculum (including links with PSHE) are Online Safety
themes where children learn how to use the internet, how to stay safe, how to
behave and who they can talk to if they have a problem when they are online.

Key Concepts

Lessons will focus on the key concepts of being a computational thinker, user and
creator, within the breadth of the EYFS, KS1 and KS2 topics. The broad key skills for
Computing are:

e To understand and apply concepts of computer science, including abstraction,
logic,

algorithms and data representation.

e To analyse and solve problems through the skill of writing computer programs.
* To evaluate and apply information technology to solve problems.

e To become a responsible, competent, confident and creative user of information
and

communication technology, including safe and considerate internet use.

Teaching objectives will focus on developing knowledge, understanding and skills
within the Computing Curriculum. At Copplestone Primary School, we have adopted
the government-approved and funded ‘NCCE Teach Computing Scheme’. Objectives
from this may be taught through a topic-based approach where the Computing skills
being taught will be made explicit. For example, to use ‘Castles’ to create a
multimedia presentation. Teachers will adapt and amend the planned units

within the scheme to suit the needs of their classes.

Each topic will include ‘sticky knowledge’ and key vocabulary. These will be made
explicitly clear in planning and within each unit's Knowledge Organiser.
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Implementation

To enable a continued thematic approach, key concepts will be mapped out across
the Key Stages 1 and 2.
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Toplcs taught can be flexible, as long as the concepts are explored by the end of
each stage of learning and the key concepts within each unit of the ‘NCCE’
framework are covered. Computing topics may link to other curriculum areas, but
computing skills and concepts taught will be made explicit.

Pupils will gain ‘sticky knowledge’, build on their key concepts as they are applied to
the knowledge they acquire and will have a central task throughout the topic in
which to demonstrate their learning and understanding.

Digital Literacy skills will be taught frequently (at least once per half term) and
Online Safety issues will be explored within each year group from EYFS to Y6. This
may form links with other subjects such as PSHE and issues may need to be
addressed within assemblies.

The underlying concepts of Digital Literacy will be revisited and revised within year
groups as needed and as is appropriate throughout each term.

Keeping Children Safe in Education 2024 states:

“135. It is essential that children are safeguarded from potentially harmful and
inappropriate online material. An effective whole school and college approach to
online safety empowers a school or college to protect and educate pupils, students,
and staff in their use of technology and establishes mechanisms to identify,
intervene in, and escalate any concerns where appropriate.” p. 38.

Therefore, we have also adopted the Online Safety units

featured within this scheme to ensure Online Safety is thoroughly and explicitly
taught within each year group. These should be woven into each computing unit
throughout the year to ensure a solid coverage of all aspects (further support and
guidance can be found in the KS1 and KS2 NCCE framework/online safety
overviews).

This may mean that some NCCE unit lessons need to be combined to allow sufficient
time to teach all strands effectively. Teachers should teach at least one Online
Safety lesson per half term. The four areas of risk (content, contact, conduct and
commerce) as identified in KCSIE 2024 will be explored throughout Online Safety
lessons.

EYFS

Computing is no longer a subject which features within the new Early Years
framework, however, here at Copplestone Primary School we believe children should
experience the use of technology in their early school life to equip them for the KS1
curriculum and provide life skills. Within continuous provision in the Foundation unit,
there are many sources of technology for the children to explore, interact with and
use creatively. Resources include:

¢ Pretend devices- phones, keyboards, laptops, cameras. Children use these within
their explorative play.
¢ Real devices- iPads, cameras, BeeBots, interactive whiteboards.
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We belleve that technology plays such a huge part in day-to-day life that our
youngest children should begin their journey with the use of technology at school.

Online Safety will be taught explicitly termly and teachers will refer to Barefoot
computing EYFS webpage to support their planning and teaching. In the Summer
term, the class will visit the schools Chromebooks to learn how to log onto a
computer, use a mouse and navigate within appropriate software suggested on the
EYFS Barefoot computing website. They will also learn how to ‘shut down’ a
computer to prepare them for the Y1 curriculum.

Impact

Assessment is regarded as an integral part of teaching and learning and is a
continuous process. It is the responsibility of the class teacher to assess all pupils in
their class. We assess the children in order to ensure that they make good progress
in this subject and to plan future work.

In addition, pupils are encouraged to use self-assessment to evaluate their own
knowledge and understanding. Pupil will sometimes be given knowledge retrieval
tasks provided by NCCE scheme to help evaluate the learning taken place.



Copplestone Primary School Computing and Online safety Policy 2024

Progression of Key Concepts
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- Explain selection can cantral the fow of & program,
update a variable with & wser input.

- Diesign a praject that uses inputs and outputs on &
cantrollable devics.

Information
Technology

To evaluate and
apply information
techralogy to sole
prablerns,
storesort/netrieve
data and create
digital content far

meaningful purposes.

MECE strands:

CM [Creating Media),
D {Duata and
infiarmation),

DD |Design and

Diese loprant),

ET {Effective Use of
Taols).

i, BD, ET:

= Use diffarant
diigital devicas,

- Recognise that
YOU AN SO0EE
content on a digital
device,

- Lde & moude,
touchisresn or
Approprisbe aicess
device to target
and select options
on Soresn.

- Recognise &
i=lectian of digital
dévices,

- Recagnise the
basic parts of &
eamputer, &g
MOUSE, SErEan,
keybaard.

- Salmet & digital
device bo Fulfil a
specific task, e.g. to
take a photo.

LHe techmalagy ta
explore and access
digital cantent.

- Dipe=rate & digital
device with suppart
to Tulfil & task.

- Créate dimgle
digital contert, e.g.
digital art.

- Choose media to
Loy
infarmation, &.g.
image for & poster,
Acceid content in a
range of for mats,
B2, irnage, viden,
audia.

- Ardwr Badic
guestions abaut
infa rendticn
diriplayed in images
E.E. moare ar ks,

i

- Label and group
objects using data
packages.

- Create pictograms.

- Select objects by
attributes.

O™, DD, ET:

- Use shape tools.

- Create a digital
painting and compare
to real paintings.

- Use the cormputer ta
Wi,

- dddfrermovefedit text
and carmpare writing o
computer writing.

- Use digital devices to
take/edit photagraphs.
- know that images can
be changed.

- Explain how
infarmation can be
presented on a
computer.

- Create, review and
refine rmusic.

Di:

- Create branching databaeses uiing yes/no questions and
explain why they need to be well structured.

- Use digital devices to collect data including using
sensors)data logging.

- Answeer guestions using collected data.

- Retord infarmatian using a databaie.

- Group and sont data

- Campare data and answer real-world questionds.

- Use & spreadshest to callect data, use formulas, plan
events and present data

£, DD, ET:

- Plan, réview, imprave and evaluate an animation (Stop-
Frarme).

- Retognise how text and images convey infarmation.

- Create information wiing publishing software, selecting
suitable layouts.

- Use digital devices to record, store, edit and combine
saundaudia.

- Use devices to create, edit, change and improve images.
- Capture video foatage wing & device. Edit and reshaat
wideo.

- Create vector drawings by combining shapes using tools to
achieve a desired result.

- Ta evaluate different methods of communication.

- Design a webpage considering copyright and implications
of linking content awned by athers.

- Use a computer ta create 30 graphics.
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Digital Literacy

Ta become a
respandible,

competent, confident

and creative user of
infarmatiaon and
cammunication

technalogy, including

safe and cordiderate
infEr et e,

Ta undarstand how
computer networks
work.

WCCE Strands:

55 (Safety and
Security],

IT [Impact of
Technalagy).

55, IT-

- Are gware that
some anling
content is
inappropriate.

- A gware that
infarmation can be
public or private.

- Know to tell an
appropriste adult i
they see something
on the computer
that upsets them.

55, IT-

- Create rules for using

technalogy

respan Sy,

- Use technology
safely.

- Keep perional
infarmation private.
- Use technolegy
respectiully.

- Know where to ga to

get help.

- Knew how technology

it used inmide amd
dutiide of schaal.

55, 1T-

- Use technology safely, reipectifully and responsibly.

- Emow what is acceptable and unacceptable online
beharviour.

- Identify & range of ways to report concern about content
and contact.

- Understand the need to make choices when using
technalogy and recognise sometimes things can be
trusfalse.

- Recognise the risks of using online technalagy.

- K bow £ miinimise onfing risks.

- Evaluate the consequences of unreliable content.

- Kmovw that not all images are real.

- Recognise that working together on the internet can be
public ar private

- Understand and explain what copyright is.



