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Introduction

At Hook Lane we want children to become responsible, competent, confident and creative
users of information and communication technology.

Computing Curriculum
® The National Curriculum for Computing aims to ensure that all pupils:

® Can understand and apply the fundamental principles and concepts of computer science,
including abstraction, logic, algorithms and data representation

® (Can analyse problems in computational terms, and have repeated practical experience of
writing computer programs in order to solve such problems

® (Can evaluate and apply information technology, including new or unfamiliar technologies,
analytically to solve problems

® Are responsible, competent, confident and creative users of information and
communication technology.



1 Online Safety

Online Safety

Online Safety is taught discretely in the Autumn term throughout all year groups, using guidance from the ‘Education for a
Connected World’ Framework. This Framework has been built upon by the Trust to incorporate lessons and resources from
Thinkuknow, Common Sense Media and the Google ‘Be Internet Legends’ Scheme for KS2. This ensures that children are given the
knowledge and understanding to work safely, responsibly and with a healthy approach to technology throughout the rest of the
school year. Within this framework, children are taught to be aware of the 4 main risks involved in using the internet, often referred
to as the 4C’s.

being exposed to illegal, inappropriate or harmful material
being subjected to harmful online interaction with other users
Conduct: personal online behaviour that increases the likelihood of, or causes, harm
Commerce: these are risks such as online gambling, inappropriate advertising and financial scams.

Objectives are revisited, developed and often put into practice throughout the year considering pupils’ use of technology across the
curriculum in school and at home. Online Safety is not just taught discretely and with the launch of the 1:1 programme, it is
important that Online Safety is at the heart of day to day teaching e.g. safety guidance on a new game or app that is being widely
used in the classroom, showing respect and thought when using the stream on Google Classroom etc.



Online safety
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Online safety
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He loves football and has two
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& Digital Skills Curriculum

In addition to our online safety provision, digital skills are a key part of Hook Lane’s approach to teaching and
learning and is not just part of the computing curriculum. The digital world provides a platform that allows us to
connect, collaborate and create. It opens up opportunities to learn about new and important issues, and it
empowers innovation in ways that were unimaginable just a few years ago. Digital literacy is necessary for
children to demonstrate their ability to become digital citizens; individuals responsible for how they use
technology to interact with the world around them. Whilst most pupils may be adept at using digital tools (quick
swipes, open browsers, play games, watch videos) through passive use, their understanding of what these tools
can do actively as a learning tool is often limited. We aim to shift our pupils from being ‘passive users’ of
technology to ‘active users’ of technology. Technology enables pupil driven choice and differentiation in the kind
of work they create for sharing their learning and understanding such as video, audio or written stories.



Starting this year, children in year 3 at Hook Lane will have a 1:1 Chromebook
support them with their learning both in school and at home. A Chromebook is a laptop that
uses Google Chrome to connect to the internet for education and work activities. Each child will
have their own Chromebook, which is labeled and kept in a protective case. Before taking their
chromebook home they must sign an agreement to show that they will look after their
chromebook, bring it to school every day charged and to use their chromebook appropriately both
in and out of school. Children will then be expected to bring their device to school each day to use
for learning.

We are excited to be starting this new scheme with Year 3 and each year will enroll another year
group into the 1:1 device programme. In four years time we will offer the programme out to the
whole of KS2.



Lt Adaptive teaching

Using adaptive teaching to provide the opportunity for all pupils to experience
success by adapting lessons, whilst maintaining high expectations for all. This may be
through:

e Specifically tailored lessons enable children to set their own pace

e Personalised equipment- earphones, mouse, coloured background, text to speech/speech to text
software

e Use of videos, scaffolds, breaking larger tasks down into manageable parts

e Visual instructions and supports/prompt sheets to work through a task

Word mats for key vocabulary

Peer scaffolding

‘I do, we do, you do’ approach

Shared devices

Pre-teaching and overlearning of skills



Programmes that support our Curriculum
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lly fun and we do google classroom and fun Maths work.”

u spend too long on your device you might use all your battery.”
really fun and | love using computers at school.”

ve typing.com and playing fun games on busythings.”

peed of learning and typing has got even better!”

able to research on it has helped me answer questions.”




Pupil Voice

Year 4 - “We go onto safe internet and if people are trying to hack your account you can tell an adult or an
adult at school.”

“When we use computers we use it to learn about how to be safe online and my brother uses purple mash
and numbots. He tell me he learns a lot on it.”

Year 5 - “I find it really fun using nearpod, quizzes and sometimes playing games. | struggle with times
tables but TT rockstars has helped me with that.”

‘| like nearpod because it helps build my imagination in my answers. | use inference and retrieval skills in
my answers.”

Year 6 - “WWe've improved by having our own chromebooks instead of sharing.”

“It helps me understand computing and we can also use it in After School Club.”



