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1.0 Intent: 
Greenfields Academy are strong believers in the impact of Computing as part of a broad and balanced curriculum. Computing equips children to use computational thinking and creativity to understand and change the world. At Greenfields we want to develop ‘future ready thinkers’ - children who understand how to use the ever-evolving technology that will be present in their lives. High quality Computing education equips children with the skills of computational thinking, information technology and digital literacy.
Children should be able to engage with as well as critically evaluate their work and the work of others, developing their knowledge to be able to communicate and navigate a range of digital contexts. As their skill set progresses, they should be enabled to create as well as consume digital content; to express themselves using technology and apply and develop their skills as a tool for learning across the curriculum.
2.0 Implementation 
The implementation of the Computing Curriculum at Greenfields Academy is based on the National Curriculum and supported by Teach Computing Curriculum Planning, ensuring the teaching of a broad range of skills and knowledge. Children in Key Stages 2, 3 and 4 are taught weekly computing lessons and also have a weekly E-safety lesson created using knowledge maps and bespoke plans generated by Project Evolve. The children's learning is further enhanced with a whole school Computing theme day in the Autumn term where the children have the opportunity for collaborative working and exploring a range of online and offline activities.  
Children are to record the development of their computing skills, knowledge and evaluations in their Computing books and digitally. Teachers use books, along with audiovisual evidence and learning observations to make summative assessments every 10-weeks.
The monitoring of the standards of children’s work and of the quality of teaching in Computing is the responsibility of the subject champion. The work of the subject champion also involves supporting colleagues, being informed about current developments in the subject, and providing a strategic lead and direction for the subject in the school.  
3.0 Impact:
• To enable children to understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation;
• To help each child be able to analyse problems in computational terms, and have repeated practical experience of writing computer programs to solve such problems;
• To develop the children’s ability to evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems;
• To ensure the children are responsible, competent, confident and creative users of information and communication technology;
• To assist children in having meaningful discussions and reflections about appropriate online behaviours and challenging their misconceptions.
• To explore with children how computing and information technology has changed in their lifetime, how it will develop in the future and how it may impact their lives; 
• To foster an enjoyment of and engagement with computing and information technology to enrich the children’s learning in all areas of school and life.
4.0 Review:
Written September 2024 – D. Quanbrough (Subject Champion) 
Review Date: July 2025
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