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· displays around the Computing classroom and on the children’s individual computer accounts/work folders. Can also be measured through speaking to the children. 
· we measure the impact through:
· Summative assessment of pupil discussions about their learning. 
· Children’s work saved onto their individual accounts

    Computing 
              INTENT at St John’s we
· develop technology literate children, using a range of devices and applications to enhance, motivate and support their learning in innovative ways. 
· ensure the children are responsible digital citizens who appreciate the benefits of using technology to create their own content.
· encourage pupils to develop a range of strategies to keep themselves safe from the potential dangers online to effectively connect with the world.
· have a curriculum designed around the four key areas: computer science, information technology, digital literacy and online safety. 

 STRENGTHS at St John’s are 
· 28 computers available for the children throughout the school day. 
· laptops available to be used in the classroom. 
· 57 iPads available for class use or for use within Computing lesson. 
· all software and apps as up to date as possible available for use as and when required
In EYFS at St John’s the
· Pupils begin their journey with technology with access to iPads as well as time spent in the computer room to familiarise them with a desktop setup. 
· Children’s curiosity is facilitated with challenge and modelling how to use the equipment carefully and safely. 
For SEN children Computing lessons are:
· Timed appropriately for concentration levels
· Tasks altered if needed for success to achieve an outcome the same as everyone else. 
AREAS for development/action plan
· Continue to develop staff CPD and training
· Club for Key Stage 2 to attend that is not coding.
IMPLEMENTATION at St John’s we
· use BeeBots, Tinkercad, google drawings, paintz.app on the desktop computers. Apps such as wavepad, busy things and timetables rockstars. 
· aim to improve all mouse skills while also learning how to log on and off the computers. 
· educate all pupils about online safety and what to do if they encounter something which makes them feel uncomfortable, as well as what is personal information and why it is important we don’t share it with someone on the internet. 
· code BeeBots in Key Stage 1 and then move onto sprites on a variety of programmes. 
· Key Stage 2 pupils continue their coding journey, not only making the sprites move, but interact with each other. 
· Their digital literacy skills are combined with English, Science, History and Geography and work is word processed and presentations are created using PowerPoint. 
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