
 
 

 
 

 

 
 

 
 

 

 
 

 

 
 

 

 
 

 

 
 

 

STAG LANE JUNIOR SCHOOL 

Computing Policy 

 
Article 3: The best interests of the child must be a top priority in all actions concerning 

children. 

Article 13: Children have the right to get and to share information, as long as the 

information is not damaging to them or to others. 

Article 17: Children have the right to reliable information from the mass media. 

Television, radio, and newspapers should provide information that children can 

understand, and should not promote information that children can understand, and 

should not promote materials that could harm children.                                                         

Article 19:  Children have the right to be safe.icle 4  

 

Status  Non Statutory 

Prepared by David Brandon 

Date written September 2017 

Shared with staff September 2017 

Date last ratified NA 

Date ratified NA 

Date to be 

reviewed 

Summer 2019 



Computing at Stag Lane Junior School  
 

1. Aims and objectives 

1.1 Computing is changing the lives of everyone. Through teaching computing, 
we equip children to participate in a rapidly-changing world where work and 
leisure activities are increasingly transformed by technology. We enable them to 
find, explore, analyse, exchange and present information. We also focus on 
developing the skills necessary for children to be able to use information in a 
discriminating and effective way. Computing skills are a major factor in enabling 
children to be confident, creative and independent learners. (Vision Statement) 

We see the teaching of computing and the use of the Internet as essential in 
upholding pupils’ rights to a good education as well as their right to be safe,  

1.2 The aims of Computing are to enable pupils:  

• To develop capabilities in finding, selecting and utilising information;  

• To use technology for effective and appropriate communication;  

• To monitor and control events both real and imaginary;  

• To apply hardware and software to creative and appropriate uses;  

• To apply their technical skills and knowledge to their learning in other 
areas;  

• To use their technical skills to develop their language and communication 
skills;  

• To know what to do if they feel uncomfortable with anything seen or heard 
through computing communication (see also e-safety policy); 

• To act as safe and responsible citizens when utilising technical skills, 
particularly online (see also e-safety policy); 

• To explore their attitudes towards computing and its value to them and 
society in general.  

 

2. Teaching and learning styles 

2.1 As the aims of computing are to equip pupils with the skills necessary to use 
technology to become independent learners, the teaching style that we adopt is 
as active and practical as possible. At times, we do give pupils direct instruction 
on how to use hardware or software in ‘skills’ lessons, but for the majority of the 
time computing lessons are schemed around the exploration and practical 
application of skills by the pupils themselves. Pupils are expected to use 
improving technical capabilities across the curriculum. For example, pupils might 
research a history topic by using the internet, or they might create an 
investigation for a Mathematics topic using a program from our Network. Pupils 
who are learning science might use the computer to model a problem or to 
analyse data. We encourage pupils to explore ways in which the use of 
computing can improve their results, for example, how a piece of writing can be 
edited or how the presentation of a piece of work can be improved. 



2.2 We recognise that all classes have pupils with widely differing computing 
abilities. This is especially true when some children have access to computing 
resources at home, while others do not, and in the variation of devices on offer in 
the home – for example, more pupils now have access to a smartphone or tablet 
than a standalone computer at home, whereas our ICT lessons frequently involve 
accessing computers. We provide suitable learning opportunities for all pupils by 
matching the challenge of the task to the ability and experience of the child. We 
achieve this in a variety of ways, by:  

• Using Interactive Whiteboards in our teaching for all subjects in the 
curriculum.  

• Setting common tasks which are open-ended and can have a variety of 
responses;  

• Setting tasks of increasing difficulty (not all children complete all tasks);  

• Grouping children by ability in the room and setting different tasks for each 
ability group;  

• Mixing pupils of differing abilities to share experiences and skills;  

• Providing resources of different complexity that are matched to the ability 
of the child;  

• Using classroom assistants to support the work of individual children or 
groups of children.  

• Providing time for children who cannot access computers and the internet 
at home by way of clubs both during lunchtimes and after school.  

• Using our school website and apps to support teaching and learning both 
in and out of school.                                                                                                                              

3. Computing curriculum planning 

3.1 The school adapts planning from the Rising Stars Switched on Computing 
scheme of work for the new primary curriculum 2014. We also offer choices of 
units from 100 Framework Lessons (one book per phase group) as well as 
standalone Microsoft Office units, created by David Brandon which cover 
Microsoft Word and PowerPoint. 

3.2 We carry out the curriculum planning in Computing in three phases (long-
term, medium-term and short-term). The long-term plan maps the Computing 
topics that the pupils study in each term during each key stage. The computing 
subject leader works this out in conjunction with Year Group Leaders in each 
year group, and the children often incorporate developing technical skills as part 
of their work in other subject areas. Our long-term computing plan shows how 
teaching units are distributed across the year groups, and how these fit together 
to ensure progression within the curriculum plan. These units are, for the most 
part, based on those provided by Rising Stars.  

3.3 Our medium-term plans give details of each unit of work for each half term. 
They identify the key learning objectives for each unit of work and stipulate the 
curriculum time that we devote to it. The Computing subject leader is responsible 
for keeping and reviewing these plans. Some topics between Year Groups are 
swapped to match what they are learning in other subjects, and to fill ‘gaps’ 
created by the introduction of the new curriculum in September 2014. 

 



 

3.4 The class teacher is responsible for writing the short-term plans with the 
computing component of each lesson. These plans list the specific learning 
objectives of each lesson. The class teacher keeps these individual plans and 
s/he and the computing subject leader often discuss them on an informal basis.  

3.5 The topics studied in computing are planned to build upon prior learning. 
While we offer opportunities for children of all abilities to develop their skills and 
knowledge in each unit, we also build planned progression into the scheme of 
work, so that the children are increasingly challenged as they move up through 
the school.  

3.6 When computing opportunities arise in other subject areas, teachers note 
these down in their termly planners.  

3.7 Standalone Microsoft Office units have been added to the curriculum to 
enhance the basic skills of the pupils. The units will enable the children to 
practice skills that are used in an everyday capacity in the real world, enabling 
them to stay current. These units are accompanied by a ‘pre’ and post 
assessment allowing the teacher to monitor their progress. 

 

4. The contribution of computing to teaching in other curriculum areas 

4.1 Computing contributes to teaching and learning in all curriculum areas. For 
example, graphics work links in closely with work in art, and work using 
databases supports work in mathematics, while programs on the Network and the 
Internet prove very useful for research in humanities subjects. Computing 
enables children to present their information and conclusions in the most 
appropriate way.  

4.2 English  

Computing is a major contributor to the teaching of English. Through the 
development of keyboard skills and the use of computers, children learn how to 
edit and revise text. They have the opportunity to develop their writing skills by 
communicating with people over the Internet, and they are able to join in 
discussions with other children throughout the world through the medium of video 
conferencing, use of emails and publishing class blogs. They learn how to 
improve the presentation of their work by using desk-top publishing software. 
When children create things such as radio shows or interviews, we use portable 
recordable microphones or the iPads, and edit using software.  

4.3 Mathematics  

Many computing activities build upon the mathematical skills of the pupils. Pupils 
use computing in mathematics to collect data, make predictions, analyse results, 
and present information graphically. Interactive Teaching Plans are used by 
teachers during lessons. iPads are available with appropriate apps to support 
mathematical learning. The Skoolbo online program, which every child has a log 
in for, also develops mathematical skills. 

4.4 Personal, Social and Health Education (PSHE) and citizenship (See also e-
safety policy) 

Computing contributes to the teaching of PSHE and citizenship as children learn 
to work together in a collaborative manner. They develop a sense of global 
citizenship when using online resources, communication devices and social 



media. Through the discussion of moral issues related to electronic 
communication, children develop a view about the use and misuse of technology, 
and learn how to report anything they come across online which makes them 
uncomfortable. They learn to speak up about situations and issues which concern 
them, and keep up to date with national and international events, gaining their 
right to information.  

4.5 Design and Technology 

The Design process is deeply entrenched in Design and Technology as well as 
Computing. There are several units across the Computing curriculum that follow 
the same steps when working on a project. The initial idea and draft phase, 
followed by refining the draft, creating literature on your idea, the design element 
and then troubleshooting. This enables the children to work systematically 
through the project refining their idea as they move through the phases. We have 
recently purchased a 3D printer and design unit to enable the students an 
opportunity to work on all phases in the Design process and to create a prototype 
at the end. This provides our pupils with an exciting opportunity to see, first hand, 
the technology being used in the industrial and commercial spheres. 

 

5. Teaching Computing to children with special needs 

5.1 At our school, we teach computing to all pupils, whatever their ability. 
Computing forms part of our school curriculum policy to provide a broad and 
balanced education for all pupils. We provide learning opportunities that are 
matched to the needs of pupils with learning difficulties. In some instances, the 
use of computing has a considerable impact on the quality of work that pupils 
produce; it increases their confidence and motivation. Pupils with special needs 
often use specialised computer programs that are on our Network, especially in 
the core subjects. When planning work in computing, we take into account the 
targets in any individual Pupil Provision Plans (PPPs) within the class. Each 
classroom has a computer at the back of the room to allow pupils to word 
process work when necessary, and each class has an iPad which can be used to 
look up definitions of words, find pictures for children with EAL, practise fine 
motor skills e.g. for handwriting and to take photos of pupils completing tasks. 
The use of computing can aid pupils in progression towards targets, and also 
provide evidence of this process. 

6. Assessment and recording 

6.1 Teachers assess children’s work in computing by making informal 
judgements as they observe them during lessons. Computing champions are 
issued with stickers from the Computing Subject Leader which they award to ½ 
pupils per lesson, which they also record. Pupils’ progress is closely monitored by 
the class teacher and at the end of each topic each pupil will be assigned to a 
box on the assessment grid developed by the Computing subject leader in 
conjunction with Rising Stars. These boxes indicate whether the child has met 
the expectations for a topic, or is working above or below national expectations 
as detailed in the new national curriculum 2014. These grids are saved 
electronically and the computing subject leader collects them in for analysis.  

6.2 At the end of the academic year, the assessment grids are copied and 
passed up to the next class teacher by the computing subject leader, so that the 
next teacher knows the starting points of each child in September, enabling 
differentiation and challenge from the very beginning of the year.  



6.3 The Computing subject leader keeps samples of the children’s work in a 
portfolio. This demonstrates the expected level of achievement in computing for 
each age group in the school.  

6.4 When appropriate, pupils print out work, although as part of our Eco Award 
criteria, pupils’ work is saved onto their own files and only printed out whenever 
necessary. 

6.5 Rising Stars provides self-assessment sheets for each topic which the pupils 
are encouraged to complete and save onto the system.  

6.6 Computing Champions issue awards for outstanding work per topic, which 
are given out in achievement assembly. Pupils who show particular talents in 
computing are added to the gifted and talented register, and are also monitored 
closely in terms of e-safety as these are often the most vulnerable children in this 
area. 

7. Resources 

7.1 At Stag Lane, we have worked hard to keep our computing resources up to 
date and current. After our role out programme we have been able to install 
Interactive Smart Panel Displays (ISPD) in Year 4, 5 and 6 with our next phase 
updating Year 3, who still have old generation promethean interactive boards. 
Year 4 and 5 have 3 x 65-inch Smart Boards and Year 6 have just been 
upgraded to 5 x 75-inch Promethean Active Panels. The current Art, Music, EAL, 
Conference, Computing and Support rooms have old generation promethean 
interactive boards with projectors. All classrooms have 2 x Personal computers 
which are currently being updated.  

Each class has been issued with a class iPad and each year group has a set of 
30 laptops for whole class, group or individual use. 

The ICT suite contains thirty LG personal computers and a Promethean 
Interactive Whiteboard.  

In the best interest of the school and our aim to maintain our Eco standards, we 
have removed all inkjet printers from the classrooms and replaced them with an 
efficient Colour Photocopier that has been networked and linked to all computers. 

The only rooms to have individual laser jet printers are the admin office, deputy 
head, head teacher and Senco for data protection purposes. 

There are 3 sets of iPads containing 15 each in secure lockable trolleys, and one 
set of 15 Windows Surfaces tablets. Every computer in the school is linked to our 
network which has internet access through our provider. We have secured our 
network through Securus (anti-virus) and LGFL firewall which is maintained by 
Wibird. Each classroom teacher has a laptop so planning can be completed both 
at home, and at school. We keep resources for ICT, including software, in a 
central store in the ICT suite as well as in classrooms.  

7.2 Along with the computers, the school has the following:  

Hardware 

• Colour printers in the Art Room  

• Scanners 

• Digital cameras – 1 per year group  

• Video cameras – 2 HD, 1 DVD  

• 15 portable recording devices  



• 32 Headsets 

• Calculators  

• 1 Playstation 2, with Singstar for music  

• 15 Nintendo DS Consoles with Brain Training Games for Mathematics 
(SEN)  

• 1 Nintendo Wii  

• 2 Electronic Microscopes  

• 3 Visualisers  

• HD Projector (Hall) 

• Retractable Screen (Hall) 

• Sound Board and Equipment (Hall) 

Software  

ICT  

• Word Processing Packages – Microsoft Office – Access, Excel, 
PowerPoint, Publisher, Word  

• 2Simple Software – 2Calculate, 2Count, 2Graph, 2Paint, 2Publish+, 
2Question, 2Review+, 2Type, 2Paint A Picture, 2Investigate, 2Animate, 
2Simple Maths Games 1, 2Simple Music Toolkit, 2Do It Yourself  

• Interactive Whiteboard Software – ACTIVprimary, ACTIVstudio 2 

• Interactive Smart Panel Display Software – Smart Notebook 

• Photo Editing Software – Digital Blue, AM Capture  

• Control and Modelling Software – Superlogo, Data Harvest, Flowol 3, 
SketchUp 

• Media – Podium, Logitech Image Studio, Cubasis, Digital Blue, Think 
Video KS3, Pinnacle Studio8 (site licence), Pinnacle Studio 11 (1 user 
licence), Audacity 

• Animation – Scratch, Monkey Jam, Logitech Image Studio ICT Curriculum 
Policy.  



Subject Areas  

• Literacy Programs – Big Writing Games, Clicker 4, English Frames, 
Phonic Spelling, Star spell 2001, 100 Literacy Lessons – Yr5, Interactive 
Literacy Yr 3-6, Wellington Square, Rising Star Assessment, Junior 
Librarian 3, Accelerated Reader. 

• Mathematics Programs – Counter for Windows, Microsmile, Numeracy 
Workout, Bounce, Information Workshop, Number Works, 100 Maths 
Lessons – Yr4 and 5, Numbershark, Abacus Evolve Planner Yr5.  

• French – Pilote fasions de Courese, Pilote ma Ville 3, Pilote Moi, Pilote 
mon Ecole – 2  

• Geography – Rivers CD, Mountain CD, Londons Thames, Google Earth, 
Recycling Digital Photopack 

• Science – Sensing Science Primary, Virtual Experiments, QX3 Computer 
Microscope, Thomas the Clown, Who Am I  

• RE – Boardworks Yr5 RE, Boardworks Y6 RE, Faiths, Exploring World 
Religions, Ready Resources  

• Other – Testbase – Literacy, Mathematics, Science  

- Discalculia Screener  

- IEP Complete, Early Years Complete  

- Easiteach  

 

8. Monitoring and review 

8.1 The monitoring of the standards of the children’s work and of the quality of 
teaching in computing is the responsibility of the computing subject leader and 
the Curriculum Support Team. The computing subject leader is also responsible 
for supporting colleagues in the teaching of computing, for keeping informed 
about current developments in the subject and for providing a strategic lead and 
direction for the subject in the school. The computing subject leader regularly 
discusses the computing situation with the headteacher and provides an annual 
summary report in which s/he evaluates the strengths and weaknesses in the 
subject and indicates areas for further improvement. During the year, the 
computing subject leader has specially-allocated time for carrying out the vital 
task of reviewing samples of the children’s work and for visiting classes to 
observe the teaching of computing. 


