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Mission Statement 

An Active 3-D Education 

active minds, active bodies, active souls 

At Ings Primary School we believe that a child’s early education is formative and enduring.  The 
lessons we teach give the knowledge, skills, beliefs and attitudes that inform future choices and 
life’s direction.  They enable children to begin to discover who they are and what their place in a 
rapidly changing world might be.  Our work is to provide children with a caring and safe 
environment in which to discover the adventure that is life. 

We make it our mission to enable children to be successful and active participants in their own 
future, active participants in the futures of their friends, families and local community and active 
participants in the future of the world that they will inherit from us. 

We make it our mission to enable children to be active participants by delivering a “3-D Education”.  
We believe that such an education will lead to the highest possible academic standards and provide 
relevant opportunities to learn that will increase the life chances of all our pupils. 

First Dimension:  Active and healthy minds.  We will promote the development of an intellectual 
ability, giving opportunities to be inquisitive, enquiring, enterprising, reasoning and ambitious. 

Second Dimension:  Active and healthy bodies.  We will promote the development of physical ability, 
giving opportunities to take part in sport, competition, growing activities, cooking and making things. 

Third Dimension:  Active and healthy souls.  We will promote the development of the soul’s aesthetic 
ability, giving opportunities for each child to engage in the arts, culture, democracy and to develop a 
deep understanding of being a citizen of the UK and the world. 

We will deliver our mission by teaching the Statutory Framework for the Early Years Foundation 
Stage and the National Curriculum as our core curriculum, and we will augment it with the four 
strands of the Open Futures approach; 

 Ask It – philosophical enquiry 
 Grow It – growing healthy food and a healthy natural environment 
 Cook It – creating healthy and nutritious meals 
 Film It – communicating in a digital age 



ICT POLICY 
 
1. Aims and objectives  

Computing teaches pupils to understand and apply the fundamental principles and concepts of 
computer science, including abstraction, logic, algorithms and data representation. Pupils lean 
to analyse problems in computational terms where they have repeated practical experience of 
writing computer programs in order to solve such problems. Pupils will learn to evaluate and 
apply information technology, including new or unfamiliar technologies, analytically to solve 
problems. Through learning about computer programming and technologies pupils will learn to 
be responsible, competent and confident users of technology with embedded taught E-Safety 
skills. Pupils will also become creative users of information and communication technology with 
initiatives such as Film it. 

2. Teaching and learning approach 

Computing involves learning specific skills and at a range of scales.  

Computing skills will be taught through the use of the Switched on Computing scheme of work.  

Computing skills include creating, debugging and predicting the behaviour of programmes. 
Understanding algorithms and to detect and correct errors. This may include practical 
experiences using Beebots or computer programmes such as Scratch to create programmes.  

Technology will be used to create, store, organise, manipulate, and retrieve digital data. This 
will be achieved through the use of stand alone computers, tablets, laptops, digital cameras, 
camcorders and data loggers. Pupils will learn to use these technologies at different levels 
throughout the scheme of work.  

 E-Safety lessons will be used to equip pupils to be respectful and to use information 
technology safely online and on other online technologies. This will include keeping personal 
information private; identifying where to go for help and support when they have concerns. 
This will be taught throughout the year and in E-Safety week in the spring term.  

3. Curriculum planning 

The school delivers the statuary requirements of the Computing Programme of Study through 
the Switched on Computing scheme of work for year 1-6. 

The school delivers the statutory requirements of Development Mattters in the Early Years 
Foundation Stage and the National Curriculm (Revised 2014). 

Beyond this the school follows the curriculum approach of Open Futures (Ask It, Grow It, Cook 
It, Film It). 

Foundation stage  

We teach computing in The Foundation Stage as part of the topic work covered during the 
year.  Computing is achieved through the Technology strand of the Understanding the World 
aspect of the Early Years Curriculum aiming to achieve the Early Learning Goals (ELGs) which 
underpin the curriculum planning for pupils aged three to five.  The technology strand includes 
using a simple programme, interacting with age appropriate software, recognising that 
technology is used for specific purposes at home and school. This will be achieved by using, 
cameras, tablet apps, Beebots, games from home, using CD’s and DVD’s and talking about the 
range of technologies used in our lives.    



Key Stages 1 & 2 

Years 1 – 6 will follow the scheme of work Switched on Computing. The follow units 
cover all aspects of the Computing Programme of Study.  

 Year 1 

- We are treasure hunters  (using programmable toys) 

- We are TV chefs ( filming a recipe) 

- We are painters (illustrating an eBook) 

- We are collectors (finding images using the web) 

- We are storytellers (producing a talking book) 

- We are celebrating (creating a card electronically) 

Year 2 

- We are astronauts (programming on screen) 

- We are games testers (exploring how computer games work) 

- We are photographers (taking, selecting and editing digital images) 

- We are researchers (researching a topic ) 

- We are detectives (communicating clues) 

- We are zoologists (recording bug hunt data) 

Year 3  

- We are programmers (programming an animation) 

- We are bug fixers (finding and correcting bugs in programs) 

- We are presenters (videoing performance) 

- We are network engingeers (exploring computer networks, including the 
internet) 

- We are communicators (communicating safely on the internet) 

- We are opinion pollsters (collecting and analysing data) 

Year 4  

- We are software developers (developing a simple educational game) 

- We are toy makers (prototyping an interactive toy) 

- We are musicians (producing digital music) 

- We are HTML editors (editing and writing HTML) 



- We are co-authors (producing a wiki) 

- We are meteorologists (presenting the weather) 

Year 5 

- We are game developers (developing an interactive game) 

- We are cryptographers (cracking codes) 

- We are artists (fusing geometry and art) 

- We are web developers (creating a web page about cyber safety) 

- We are bloggers (sharing experiences and opinions ) 

- We are architects (creating a virtual space) 

Year 6 

- We are app planners (planning the creation of a mobile app) 

- We are project managers (developing project management skills) 

- We are market researchers (researching the app market) 

- We are interface designers (designing an interface for an app) 

- We are app devleopers (developing a simple mobile phone app) 

- We are marketers (creating video and web copy for a mobile phone app) 

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

Core Subjects (English, Mathematics, Science) 

Wherever possible, but without creating tenuous links, teachers will design sequences of 
lessons in the core subjects which link with the Learning Journey being studied so that skills 
learned can be meaningfully applied. 

Along with the scheme of work there will be ongoing work linked to learning journeys using the 
Film it strand of Open Futures. This will include activities such as, films, animations and photo 
books.  

English will allow for key skills to be developed in word processing and presentation. 
Computing will make this an easy cross curricular link demonstrating to the pupils the purpose 
of word processing.  

Computing provides ample opportunity to support mathematical and scientific learning, 
particularly in the collection, interrogation and presentation of statistical work and data 
collection. This will be done with the use of data loggers and computer software such as 
spreadsheets.   

Foundation Subjects (Art and Design, Citizenship, Computing, Design and Technology, 
Foreign Language, History, Music Physical Education) 



By taking a Learning Journey approach teachers will plan to deliver elements of these subjects 
via the lead geographical theme.  Other elements (usually skill, e.g. brush technique in art or 
programming in computing) will be taught in standalone lessons.  The learning journey is the 
ideal time to apply the skills learned elsewhere. 

Personal, Social and Health Education (PSHE)  

Computing is ideally suited to enabling pupils to engage with issues of online safety at a 
personal, group and even global level.  Debate and discussion will follow that allow children to 
develop lines of philosophical enquiry.  Group work is often an opportunity for teamwork and 
teachers should seek out opportunities to develop these skills. 

Spiritual, Moral, Social and Cultural Development 

As well as the comments made above computing allows important discussion about online 
safety, being a respectful and safe user of current and developing technologies.  

We will make it our aim to teach responsibility and respect seeking to instil attitudes of care and 
concern about the online community and the fast developing new technologies.  

5. Inclusion  

At Ings Primary School we teach computing to all pupils, whatever their ability.  Computing 
forms parts of the school curriculum policy to provide a broad and balanced education to all 
pupils.  Though our computing teaching we provide learning opportunities that match the needs 
of pupils with learning difficulties and we take into account the targets set for individual pupils in 
their individual Education Plans (IEPs). 

6. Assessment and recording 
 

We assess the pupil’s work in computing by making informal judgements as we observe the 
pupils during lessons.  Once the pupils complete a piece of work, we mark and comment as 
necessary.  At this moment in time the school is internally consulting on the range of 
assessment approaches required to assess children’s progress through the National 
Curriculum. 

At this moment in time (September 2014) teachers should record the skills learnt through each 
half termly project, to build a profile of each pupil’s skills and abilities.  

During the academic year 2014/2015 the computing subject leader will begin to collate samples 
of the pupil’s work in a portfolio which shows what the expected level of achievement is in 
geography in each year of the school. 

7. Resources 

The computing subject leader ensures that there are sufficient resources in our school to be 
able to teach all the computing that are encountered.  We keep these resources in a central 
store where there is a box of equipment available for all projects.  

Each class will be responsible for their own set of tablets to be used for computing and cross 
curricula learning.  

It is the responsibility of each teacher to advise the computing subject leader of any breakages 
or shortages. 

8. Monitoring and review 



 The computing subject leader is responsible for monitoring the standing of the pupil’s work and 
the quality of teaching in computing.  The computing subject leader is also responsible for 
supporting colleagues in the teaching of computing, for being aware of current developments in 
the subject, and for providing a strategic lead and direction for the subject in the school. 

 The computing subject leader will give the Headteacher an annual report in which s/he 
evaluates the strengths and weaknesses in the subject and indicates areas for further 
improvement.  We allocate special time for the vital task of reviewing samples of pupil’s work 
and for visiting classes to observe teaching in the subject. 


