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Rationale:

Computing is an essential part of modern life and is becoming increasingly important in the
workplace. The National Curriculum (2014) for computing aims to equip pupils with the skills
and knowledge they need to use technology effectively and responsibly. The curriculum also
aims to inspire pupils to pursue further study and careers in computing and related fields.

Aims:

e To develop pupils' computational thinking skills, including their ability to solve
problems and to design and create programs.

e To develop pupils' understanding of how computers and networks work, and to help
them to use technology safely and responsibly.

e Toinspire pupils to take an interest in computing and to pursue further study and
careers in computing and related fields.

e To ensure that all pupils have access to the same opportunities to learn about and
use technology.

Curriculum Intent:

The computing curriculum is designed to provide pupils with the skills and knowledge they
need to use technology effectively and responsibly, and to inspire them to pursue further
study and careers in computing and related fields. The curriculum is structured to ensure
that pupils develop a secure understanding of computational thinking, programming, and
digital literacy, and that they are able to apply these skills in a range of contexts.

iMedia:

The computing curriculum is planned and delivered by Junior Jam within iMedia sessions.
Their intent is to educate pupils on how to use technology academically and outside of
school, combining the computing curriculum with a wide range of media subjects. Topics
such as music production and stop motion animation support pupils in developing their
understanding of computer applications, as well as promoting vocationally relevant
interests in engaging and creative technology industries.
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Curriculum Implementation:

Junior Jam have created a curriculum that spans from Reception to Year 6. They have
mapped the full framework of content including concepts, knowledge, skills, keywords and
objectives.

Computing activities are planned with one or more of these three core areas in mind:

e Computer Science — the understanding of coding and programming across a range of
physical devices and digital resources.

e Information Technology — the range of skills required to operate and manipulate specific
programmes, systems and content.

e Digital Literacy — the knowledge required to use technology safely and to evaluate and
react to any potential risks of the online/digital world.

Within the curriculum, aspects of computational thinking are interweaved in all of the
activities and modules to help children to gain independence and skills in problem solving.
Definition of computational thinking;

e Decomposition: Solve a problem by breaking it into smaller pieces.

e Pattern: Find the order and analyse the data.

e Abstraction: Ignore/take away anomalies within the pattern.

e Algorithmic Design: Create a solution using a series of ordered steps.



Knowledge is learned and applied through Apple apps such as Scratch, Hopscotch, Tynker
and Lightbot to ensure development of pupil knowledge. The curriculum map is
supplemented with additional resources such as complex programming booklets and
animation extras to enhance the learning and give appropriate challenges to our pupils.

In line with National Curriculum requirements and our commitment to the safety and
wellbeing of our pupils, internet safety is foregrounded, with a whole half term dedicated to
this within KS1 and KS2. Alongside this, internet safety knowledge is emphasised at various
points throughout the year.

As evidenced within Junior Jam’s planning documents and knowledge organisers, keywords
are taught and used frequently throughout the course. This is designed to build core
language for pupils to use when discussing computing, technology and software.

Curriculum Impact:

The success of the computing curriculum is measured through formative and summative
assessment, including teacher assessment, pupil self-assessment, and external assessments.
Teachers use assessment to identify pupils' strengths and weaknesses and to plan future
learning. Pupils are encouraged to reflect on their learning and to set targets for
improvement. The computing curriculum aims to ensure that pupils make progress in their
computational thinking skills, programming abilities, and digital literacy, and that they are
able to use technology safely and responsibly.

From summer 2023, Junior Jam measure and evidence the impact of the computing
curriculum through the following methods:

e Verbal feedback during lessons.

e Session Forms — These are weekly reports on whether the learning objective for the
lesson was achieved which are accessible via the school portal.

e Course Evaluations — These are half-termly reports for each class, measuring how the
class performs against a range of statements specific to the course, allowing Junior Jam
instructors to track how each class performs against national expectations.

e Reporting and Assessing — These are individual grades for each child covering
attainment, behaviour and progression within the course.

e Uploads — Each half term work from each class is collated and shared with school.

Monitoring:

The computing curriculum intent, implementation and impact are monitored through a
range of strategies, including lesson observations, work scrutiny, and analysis of outcomes.
Senior leaders and subject leaders work together to monitor the quality of teaching and
learning, and to identify areas for improvement. Regular feedback is provided to Junior Jam
and the contract would be terminated if there were concerns about quality.



