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“A high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world.”
At Elm Academy, we recognise that information technology (IT) and the internet are powerful tools for learning, communication, and collaboration. Within the school, these tools are available to enrich the curriculum, challenge students, and foster creativity and independence. While using IT for social interaction and idea-sharing can greatly benefit the entire school community, it is essential that they are used responsibly and appropriately. A key aspect of computing education is learning how to stay safe while using the internet. This is embedded within our computing curriculum and also within PSHE and assemblies.

At the heart of computing is computer science, where students learn the fundamentals of information and computation, how digital systems function, and how to apply this knowledge through programming. Computing also empowers children to use, communicate, and develop ideas effectively in the digital world. Rather than just learning to use software, they gain insights into how software is created. Students will engage in activities like designing programs, debugging (resolving issues in their code), and using logical reasoning to predict outcomes. While computing terminology can be complex, children will develop an understanding of these terms as part of their lessons.

As a school we involve the use of engaging tools to develop fundamental computing skills

· Purple Mash: for interactive learning activities that introduces children to coding, digital art, and online safety. It provides a creative platform to build skills in a variety of computing topics.
· Bee-Bots: to teach younger children basic programming and sequencing. Hands-on activities can help them grasp directional commands and simple algorithms in a fun, tactile way.
· Scratch: to KS2 pupils to create their own games, animations, and interactive stories. This encourages logical thinking, problem-solving, and creativity while developing more advanced coding skills.

By combining these tools, the strategy ensures progression in computing knowledge and skills across year groups, making learning interactive and accessible. Elm Academy believes resourcing computing as a priority and have a computing suite of 30 computers, 2 sets of class laptops, tablets available across classes and a class set of Bee Bots. We plan as a school to continue developing our access to computing devices to support our pupils.

Assessment in Computing is carried out both formally and summatively in order to gain an understanding of the pupil’s achievements and the next steps for their progress. Pupils are assessed during units on both their subject knowledge and also their outcomes. Assessments are carried out in various forms, including observing, questioning and discussing, as appropriate to the age of the children and the nature of the unit. A summative assessment system is used for Years 1- 6 and inputted on DC Pro.
