St Patrick’s Catholic Primary School
The Catholic Diocese of Lancaster
Our Mission Statement:
“Sharing Our Faith, Inspiring Education, Achieving Our Dreams”

“Go, therefore, make disciples of all nations.
And look, I am with you always; yes, to the end of
time.” (Matthew 28:19-20)
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Computing Policy
At St Patrick’s Catholic Primary School, we celebrate that we are
all unique and loved by God. With Christ at the centre of all we
do, we strive to unlock each child’s potential to become the
individual they are created to be. We are working together to
build a community built on love, faith, forgiveness and service.
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Computing Policy Statement

School Mission and Curriculum Vision

At St Patrick’s Catholic Primary School, our Computing curriculum is deeply rooted in our mission statement: "Sharing Our Faith, Inspiring Education, Achieving Our Dreams." Guided by this we recognise that digital literacy and technological fluency are vital gifts for navigating the modern world. We aim to equip our children with the skills to use technology creatively, collaboratively, and critically, while always demonstrating the Christian virtues of respect, responsibility, and kindness in their digital interactions.

Our Vision
Our vision is to deliver an ambitious, high-quality Computing curriculum that empowers all pupils to become computationally literate, digitally resilient, and responsible creators. We aim to equip children with the foundational knowledge of how digital systems work, the practical skills to program devices, and the critical framework necessary to safely navigate the rapidly changing digital landscape. By providing purposeful opportunities to experiment, problem-solve, and debug, we build deep logical thinking, confidence, and personal achievement.


Statutory Framework and Curriculum Design
This policy ensures compliance with the statutory National Curriculum Programme of Study for Computing (Key Stages 1 and 2), as well as the "Understanding the World" specific area within the Early Years Foundation Stage (EYFS) Framework.
Our school adopts the national Teach Computing Curriculum, created by the National Centre for Computing Education (NCCE).
This framework splits computing into four primary structural pillars, which are progressively built upon each year:
1. Computing Systems and Networks: Understanding the physical hardware components of devices, how they communicate across networks, and how the internet operates.
2. Programming: Developing algorithmic thinking by designing, writing, and debugging programs to achieve specific goals, utilizing both concrete and block-based code.
3. Data and Information: Collecting, organizing, manipulating, and analysing digital data sets to extract meaningful insights.
4. Creating Media: Using a diverse array of digital software and tools to design, edit, and publish digital artefacts, including audio, animation, text, and 3D design.


Teaching and Learning Implementation
Computing is treated as both a discrete academic discipline and an active cross-curricular tool. To ensure children develop a deep, lasting mastery of concepts, our delivery model includes:
Computing is taught in blocks across all year groups, utilizing school laptops, iPads, and specialized physical programming hardware (such as Beebots and Crumble controllers).
The Role of Online Safety: Online safety is not treated as a one-off lesson. E-safety, digital footprint management, and media balance are actively woven into the start of every single unit. We use national frameworks alongside Teach Computing guidelines to address age-appropriate digital safety, screen-time awareness, and critical evaluation of online content.
 Bespoke Community Adaptation: While following the national Teach Computing progression, teachers explicitly connect lessons to our local Heysham context—such as modelling digital systems used at Heysham Port, analysing local environmental datasets, or creating digital animations of local heritage landmarks.


Whole-School Curriculum Map
The plain text list below outlines the sequential distribution of primary computing domains across the academic year, tracking the progressive structure of the Teach Computing Curriculum.
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	Autumn
	Spring
	Summer

	EYFS
	Technology Around Us: Identifying digital devices in the classroom, playing with cause-and-effect toys, and understanding digital buttons.
	Digital Art and Storytelling: Using simple painting apps on iPads to capture shapes and using audio recorders to document spoken language.
	Directional Coding: Using floor robots to explore directional commands, predicting simple movements, and tracing pathways.

	Year 1
	Computing Systems and Networks: Technology Around Us / Creating Media: Digital Painting.
	Programming: Moving a Robot (Beebots) / Data and Information: Grouping Data.
	Creating Media: Digital Writing / Programming: Introduction to Animation (ScratchJr).

	Year 2
	Computing Systems and Networks: Information Technology Around Us / Creating Media: Digital Photography.
	Programming: Robot Algorithms / Data and Information: Pictograms.
	Creating Media: Making Music / Programming: Quizzes on ScratchJr.

	Year 3
	Computing Systems and Networks: Connecting Computers / Creating Media: Animation.
	Programming: Sequence in Scratch / Data and Information: Branching Databases.
	Creating Media: Desktop Publishing / Programming: Events and Actions in Scratch.

	Year 4
	Computing Systems and Networks: The Internet / Creating Media: Audio Production (Podcasting).
	Programming: Repetition in Shapes (Logo) / Data and Information: Data Logging.
	Creating Media: Photo Editing / Programming: Repetition in Scratch.

	Year 5
	Computing Systems and Networks: Sharing Information / Creating Media: Vector Drawing.
	Programming: Selection in Physical Computing (Crumble Controllers) / Data and Information: Flat-File Databases.
	Creating Media: Video Production / Programming: Selection in Quizzes (Scratch).

	Year 6
	Computing Systems and Networks: Communication / Creating Media: 3D Modelling.
	Programming: Variables in Games (Scratch) / Data and Information: Spreadsheets.
	Creating Media: Web Page Creation / Programming: Sensing and Inputs.




Inclusion, SEND, and Adaptive Practice
At St Patrick’s, we guarantee that all children can access an ambitious Computing curriculum. The highly practical, logical nature of the subject allows children with Special Educational Needs and Disabilities (SEND) or literacy barriers to demonstrate excellent logical capability.
· Cognitive Scaffolding: Complex programming tasks are broken down into visual, bite-sized components ("unplugged" physical tasks). We utilize screen-matching aids, physical command cards, and scaffolded code blocks where children modify existing code before creating it from scratch.
· Flexible Recording and Tools: Pupils experiencing fine-motor difficulties are provided with adapted inputs, such as rollerball mice, touchscreen devices, or visual shortcut keys. Children can evidence understanding of computational logic through video recordings of their running code, screen capture tools, or verbal summaries.
· Peer Collaboration: Pair programming is heavily utilized, allowing children to share the roles of "driver" (typing code) and "navigator" (guiding the instructions), building excellent communication and problem-solving skills.


Assessment, Feedback, and Monitoring
Formative Assessment
· Live Debugging: Teachers deliver immediate, verbal feedback "live" during practical computing sessions, prompting children to analyse why a loop failed, find errors in a database, or optimize a media layout.
· Portfolio Capture: Student media artefacts, programming scripts, and digital files are preserved within shared school drives or individual pupil digital folders, providing an ongoing visual and functional record of their computational progress.

[bookmark: _GoBack]Summative Assessment
At the conclusion of each Teach Computing unit, teachers evaluate student progress using diagnostic check-questions, short retrieval quizzes, or by reviewing the success criteria of final independent projects. Computing tracking data is logged into our internal reporting system termly, identifying children who are working *towards*, *meeting*, or *exceeding* age-related National Curriculum expectations.
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