	Computing at the Grove School



	Intent
	For pupils working in early stages of development with Personalised Learning Intentions and being assessed using MAPP.

For pupils working at early stages of development the Computing opportunities provide a

theme/context for multi-sensory delivery. Pupils work on cross curricular areas of

learning often including those set in the 12 month outcomes of the CSP/EHCP. The themes 

enable pupils to access a wide range of creative and exciting planned activities to extend and build on known interests and motivations. The themes also enable repetition to sustain each pupil’s achievements. There is an intensive focus on all aspects of communication and

personal outcomes and engagement through the themes.

Pupils may use an extensive range of hardware and software which is skilfully planned into

curriculum delivery, supporting their progress towards personal outcomes. Examples may

include tracking activities using Eye Gaze technology, use of high-tech Augmentative and

Alternative Communication technology (AAC) or targeted switch work.



	Implementation


	               Brief Example of the Curriculum: Finding and Sharing Information

	
	Sample Activities and Learning Outcomes

A pupil accesses Eye Gaze technology in a distraction free environment. Using her eyes she scans the area and tracks the orange ball, when fixing her gaze on the ball, further movement and sound effects are activated.
	Sample Activities and Learning Outcomes 

Working on the plasma screen a pupil uses a switch to activate visual and auditory responses using ‘Big Bang’ software

	Personalised Learning Intentions will be planned in line with pupils 12 month outcomes linked to their CSP/EHCPs. Within the context of the above activities they may relate to:

	· raising / turning head towards screen in response to visual and auditory information at beginning of task. 

· displaying engagement by focusing on Eye Gaze program for specified duration of time, following an engage/pause approach.

· scanning screen (vertically / horizontally) to track moving target.
· tolerating wearing headphones for specified duration of time to engage in  switch activity in a busy environment.

· sustaining attention on motivating switch activity in busy environment for specified duration of time.
· fixing gaze on a target to activate further movement and auditory effect. 
· using left hand to activate auditory and visual effects during motivating switch activity.
·  responding to change of onscreen information after pressing switch – smiling / giggling / changing facial expression.


	                       Impact
	Examples of pupil’s individual responses and progress:

 ( X engaged in Eye Gaze for cause and effect activity for 10 minutes using a self regulated engage/ pause approach. 

( X tracked a moving target vertically and horizontally onscreen. She displayed her persistence by steadily raising her head and making small graded movements to fix her gaze on the target when it stopped moving. 

( X tolerated wearing headphones when working in a busy environment for the duration of the switch activity linked to ‘big bang’ (10 minutes).

 ( X responded to visual and verbal prompts (his name being called) to press a switch when placed in front of him to activate ‘Old McDonald’. Initially, X required up to 5 seconds to activate the switch, once familiar, he operated the switch without prompt to continue to song.

 ( X looked towards the computer screen when pressing the switch, he smiled and laughed in response to activation the song and animation, ‘Old McDonald’.

	Pupils working on Step 1 and 2 being assessed using ‘I Can Statements’


	                                                                                   Intent  
	The Computing curriculum has a focus on engagement in order to develop early subject specific knowledge and skills. Communication and personal/social development remain an integral part of all delivery. It also aims to equip pupils with the knowledge understanding and skills to use information and communication technology creatively and purposefully. 

The Computing curriculum at The Grove School is structured into three areas Computer Science, Information Technology and Digital Literacy (detailed briefly below). 

Pupils complete activities relating to these areas through functional application of skills related to each area in wider curriculum contexts. A developmental framework is also in place to provide guidance on skills based progression for individual learners. 

Computer Science 

( Programming – use of control technologies such as Bee Bots. 

( Using early programming techniques to manipulate information within programs.

 Information Technology 

( Using search technologies effectively.

 ( Using technology purposefully to create, organise, store, manipulate and retrieve digital content.

 Digital Literacy

 ( E-Safety 

( Recognising common uses if technology beyond school. 

E-Safety Curriculum: 

Online technologies play a key a role in teaching and learning across the whole school curriculum. Therefore, the E-Safety curriculum is not exclusive to teaching within the Computing modules. Instead, a broad and balanced online safety education is embedded into practice across each key stage to ensure pupils are supported to navigate the online world safely and positively, across a wide range of technologies.

For more information to support pupils in staying safe online, information can be accessed by activating the following link: https://www.thinkuknow.co.uk/


	Brief example of the curriculum – Finding and Sharing information / E-Safety


	Sample Activities and Learning Outcomes 

Pupils use symbols to create a ‘Staying Safe Online’ poster – distinguishing between safe and unsafe practice when offered a choice.


	Sample Activities and Learning Outcomes

After creating their ‘Staying Safe Online’ poster, pupils practice making safe choices by choosing a safe website / program to access.



	Implementation
	Understanding basic information about how to stay safe online. 

· identify ‘safe’ and ‘unsafe’ ways to keep safe online when presented with a choice of symbolised sentences. 

· beginning to understand the need to be careful with their own information when accessing the internet. 

· becoming aware that information can be public or private.


	Identifying a ‘safe’ website / activity to complete on the computer using preferred mode of communication. 

· following simple instructions (verbal / pictorial) to locate a preferred computer program / website. 

· making selections to explore and access specific content, with specified level of support.

· recognising icons on computer desktop e.g. Busy Things 

· operating preferred computer program using touch screen.



	Impact
	Examples of pupil’s individual responses and progress:

 ( when offered two symbolised sentences of safe and unsafe online practice, X correctly chose the ‘safe’ choice and independently glued this to his online safety poster. 

( X made a staying safe online poster by sorting typed sentences of safe and unsafe practice. After completing the task, X replied “You have to stop and think” when asked “How can you keep safe on the computer?”

 ( X chose a preferred computer program by pointing to his choice from a selection of six pictorial icons. 
( X responded to a pictorial cue (picture of icon) and verbal prompt, “Find the same”, to locate the Busy Things icon on the computer desktop. Using his index finger on his left hand he selected the icon. 

( using the touch screen function, X located preferred activities on Busy Things using his index finger on his left hand. He remained engaged in each activity until it finished (up to 10 minutes). On completing of the activity X independently selected another activity on Busy Things.


	           Pupils working at step 3 and 4 and above and being assessed with ‘I can  

           Statements’ Subject Specific teaching of Computing



	Intent


	It is our intention to enable children 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. We want children/young people  to know more, remember more and understand more in computing so that they leave school computer literate. 
Computing skills are a major factor in enabling children/young people to be confident, creative and independent learners and it is our intention that children have every opportunity available to allow them to achieve this. 

We deliver a computing curriculum that develops pupil’s learning and results in the acquisition of knowledge of the world around them that ensures all pupils can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation and have repeated practical experience of writing simple computer programs in order to solve such problems. 

We deliver a computing curriculum that prepares pupils to live safely in an increasingly digital British society where pupils can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems. 



	Implementation 
	· Clear and effective, bespoke cross curricular computer experiences that provide coverage in line with the National Curriculum. Teaching and learning should facilitate progression across all relevant key stages within the strands of digital literacy, information technology and computer science 

· Access to resources which aid in the acquisition of skills and knowledge. 

· Children will have access to the hardware (computers, tablets, programmable equipment) and software that they need to develop knowledge and skills of digital systems and their applications 

· Teaching and learning should facilitate progression across all key stages within the strands of digital literacy, information technology and computer science. Children will have the opportunity to explore and respond to key issues such as digital communication, cyberbullying, online safety, security and social media. 

· Wider Curriculum links and opportunities for the safe use of digital systems are considered in wider curriculum planning. 

· The importance of online safety is shown through displays within the learning environment. 

· Parents are informed when issues relating to online safety arise and further information/support is provided if required. 

	Impact
	· Children will be confident users of technology, able to use it to accomplish a wide variety of goals, both at home and in school. 

· Children will have a secure and comprehensive knowledge of the implications of technology and digital systems. This is important in a society where technologies and trends are rapidly evolving. 

· Children will be able to apply the British values of democracy, tolerance, mutual respect, rule of law and liberty when using digital systems. 



	
	                                   Enrichment and Entitlement for all

	
	( Access to specialist ICT resources to support subject specific curriculum delivery.

 ( Access to assistive hardware: Alternative keyboards and mice, Eye Gaze technology, iPads with supporting accessories and mounts, switches, switch interfaces, switch adapted toys, touch screen technology. 

( Access to assistive software: Inclusive Technology software, iPad APPs, Communication Software (Boardmaker), Eye Gaze software, Switch accessible software, Help Kidz Learn, Busy Things.

 ( Specialist Dark Rooms across the Primary and Secondary Phases for planned individual and small group work. 

( Use of fixed wall and floor projectors for interactive cause and effect activities, supporting curriculum delivery and different complexities.

( Interactive Whiteboards (height adjustable / touch screen enabled where needed) in addition to classroom computers for planned pupil use.


Links to National Curriculum Programmes of study for reference

https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
Link to MAPP assessment 

https://www.thedalesschool.org/info-policies/assessment-progression-mapp/
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