Computing at the Unity Federation

Intent

(g/, Our Statement

At the Unity Federation our computing curriculum intends to ensure that all of our students develop as confident, creative
and adaptable digital citizens. We acknowledge that future generations will rely heavily on their computational confi-
dence and digital skills in order to support their progress within their chosen career paths. We want to equip pupils to use
computational thinking and creativity that will enable them to become active and responsible participants in the digital
world. It is important to us that the children understand how to use the ever-changing technology to express themselves,
as tools for learning and as a means to drive their generation forward into the future.

Therefore, it is our school’s aim to equip children with the relevant skills and knowledge that is required to understand the
three core areas of Computing (Computer Science, Information Technology and Digital Literacy) incorporating resources
from the Chris Quigley computing curriculum and the National Centre for Computing Education to offer a broad and bal-
anced approach to providing quality first teaching of this subject.

Computing is an integral part to a child’'s education and everyday life. Consequently, we intend to support our pupils to
access and understand the core principles of this subject through engaging and activities. Whilst ensuring they under-
stand the advantages and disadvantages associated with online experiences, we want children to develop as respectful,
responsible and confident users of technology, aware of measures that can be taken to keep themselves and others safe
online.

Our aim is to provide a computing curriculum that is designed to balance acquiring a broad and deep knowledge along-

side opportunities to apply skills in various digital contexts. Beyond teaching computing discreetly, we will give pupils the
opportunity to apply and develop what they have learnt across wider learning in the curriculum.
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Computing at the Unity Federation

IMPLEMENTATION

Our Statement
S

O;

Our scheme of work for Computing is adapted from the ‘Teach Computing’ and Chris Quigley computing curricula and covers all aspects of the Na-
fional Curriculum to ensure progression within substantive and disciplinary knowledge. These schemes were chosen as they have been created by
subject experts and based on the latest pedagogical research. Teach Computing units provide the core planning and knowledge base for the feach-
ers whilst the Chris Quigley milestones are used to assist with progression and coverage.

The curriculum aims to equip young people with the knowledge, skills and understanding they need to thrive in the digital world of today and the fu-
ture. The curriculum can be broken down into 3 strands: computer science, information technology and digital literacy, with the aims of the curriculum
reflecting this distinction.

The national curriculum for computing aims fo ensure all pupils:

* can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data repre-
sentation (Computer science)

* can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such prob-
lems (Computer science)

* can evaluate and apply information technology, including new or unfamiliar technologies, analytically fo solve problems (Information technology)

* are responsible, competent, confident and creative users of information and communication technology. (Digital literacy)

During their time in our schools’ students will have access to and develop their knowledge of programmes within the Google suite, Canva, Scratch
Block coding programmes and will use physical computing devices such as MicroBit, Crumble, chrome books and BeeBots. Computing lessons are im-
plemented during each term and teachers are encouraged to incorporate programmes and technology within the wider curriculum.

E-Safety and Digital Citizenship

A key part of implementing our computing curriculum was to ensure that safety of our pupils is paramount. We take online safety very seriously and we
aim fo give children the necessary skills to keep themselves safe online. Children have a right to enjoy childhood online, to access safe online spaces
and to benefit from all the opportunities that a connected world can bring them, appropriate to their age and stage.

Children build online resilience through the use of the ‘Project Evolve — Education for a Connected World' framework. The framework aims to support
and broaden the provision of online safety education, so that it is empowering, builds resilience and effects positive culture change. The objectives
promote the development of safe and appropriate long-term behaviours, and support educators in shaping the culture within their setting and be-

yond.
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Computing at the Unity Federation

IMPLEMENTATION continwted

{ {5‘3 The Threshold Concepts
C..

Our planning and assessment in history any structured around 4 main concepts

Digital Literacy

Digital literacy is the ability to use
information and communication
technologies to find, evaluate, cre-
ate, and communicate infor-
mation, requiring both cognitive
and technical skills.

Information Technology

The study, use, and development
of computer systems for storing,
processing, refrieving, and sending
information

Computer Science

The core of computing is computer
science, in which pupils are taught the
principles of information and compu-
tation, how digital systems work, and
how to put this knowledge to use
through programming

Internet safety

Children learn how to use technology
safely and respectfully. They begin to
understand the dangers of what could
happen if the internet is used irrespon-
sibly and learn what to do should a sit-
uation arises.
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Computing at the Unity Federation

m IMPLEMENTATION continued
@{’} The Teaching and Learning

Our curriculum is split into three milestones, one for each of our three mixed age classes. Teachers,
use the threshold concepts to plan suitably challenging learning for the children in their class.

Milestone 1
Autumn Spring Summer

Year A Project evolve (relationships, Information Technology - Digital Computer Science - Programming

reputation and privacy) Painting Animations
Computer skills

Year B Project evolve - Computer Digital Literacy - Information Technology - Grouping
Systems and Networks - Technology around us Data
Technology around us
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m IMPLEMENTATION continuted
()
@{’} The Teaching and Learning

Milestone 2

Autumn Spring Summer

Year A Project Evolve/ Digital Information technology Computer science - Programming A -
Literacy Repetition in shapes

Year B Project Evolve/ Digital Information technology - Computer science
Literacy Stop Frame Animation Programming B - Events and actions

Connecting computers in programs
Year C 2 Year Raolling Programme. Repeat these alternate years
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m IMPLEMENTATION continuted
()
@{’} The Teaching and Learning

ilestone 3
Autumn Spring Summer
Year A Digital literacy Information technology Computer Science - Programming A -
Selection in physical computing
Year B Digital literacy

Year C

Computing Systems and
Metworks - Communication +
Collaboration

Information technology -
Photo Editing

Computer science - Programming A -
Repetition in shapes

Digital literacy

Information technology

Computer Science - Programming A -
Variables in games
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Computing at the Unity Federation
{ IMPACT

At the Unity Federation we know nothing is learned unless it rests in pupils’ long-term memories.

This does not happen, and cannot be assessed, in the short term. So to measure the impact of our his-
tory curriculum we try to explore the answers to two main questions:

. How well are pupils coping with the curriculum contente

. How well are they retaining previously tfaught content?

We explore this through:

Assessing Learning: Monitoring:
Before, during and after lessons. Subject leadership monitoring
Using the assessment statements and Governor monitoring, fol-

for each milestone. lowing our monitoring schedule.
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IMPACT continued

Progression through the milestones

vj

Milestone 1/EYFS

Milestone 2

Milestone 3

Digital Literacy
Digital literacy
is the ability to
use information
and
communication
technologies to
find, evaluate,
create, and
communicate
information,
requiring both
cognitive and
fechnical skills.

* Understand how to tum on
chrome book or similar devices

* Knows basic computer confrols
(click on track pad, keyboard
keys — shift, delete, retum, space
bar).

« Can loock after computing
equipment.

+ Keep personal information
private when using technology

* Knows who to contact for help
if they are unsure about online
content or contact.

« Participate in class social
media accounts (e.g dojo,
seesaw).

* Understand online risks and the
age rules for sites.

+ Understand online risks and the
age rules for sites.

+ Recognise acceptable online
content.

+ Give examples of the risks
posed by

online communications.

+ Contribute to blogs or online
content moderated by teaching
staff.

* Recognise acceptable online
behaviour.

* Understand that comments
made online that are hurtful or
offensive are the same

as bullying.

+ Understand the term
‘copyright’.

+ Understand how online
services work.

+ |5 selective when using digital
content.

« Can appreciate how search
results are selected.

« Collaborate with others
online on sites approved and
moderated by teachers.
* Give examples of the risks of
online communities and
demonstrate knowledge
of how 1o minimise risk and
report problems.
+ Understand and demonstrate
knowledge that it is illegal to
download copyrighted
material, including music or
games, without express written
permission, from the copyright
holder.
+ Understand the effect of
online comments and show
responsibility and
sensitivity when online.
+ Understand how simple
networks are set up and used.
» |5 discerning in evaluafing
digital content.
» Appreciates how search
results are ranked.

JW 2024




Computing at the Unity Federation

v]

IMPACT continued

Progression through the milestones

Milestone 1/EYFS

Milestone 2 | Milestone 3

Computer
Science
The core of
computing is
computer
science, in
which pupils
are taught the
principles of
information
and
computation,
how digital
systems work,
and how fo put
this knowledge
to use through
programming

understand what algorithms are,
how they are implemented as
programs on digital devices, and
that programs execute by following
precise and unambiguous
instructions

create and debug simple
programs

use logical reasoning to predict the
behaviour of simple programs

use technology purposefully to
create, organise, store, manipulate
and retrieve digital content

recognise common uses of
information technology bevond
school

use technology safely and
respectfully, keeping personal
information private; identify where
to go for help and support when
they have concems about content
or contact on the intemet or other
online technologies

design, write and debug programs that accomplish specific
goals, including controlling or simulating physical systems; solve
problems by decomposing them into smaller parts

use sequence, selection, and repetition in programs; work with
variables and various forms of input and output

use logical reasoning to explain how some simple algorithms
work and to detect and correct errors in algorithms and
programs

understand computer networks, including the intemet: how
they can provide muliiple services, such as the World Wide
Web, and the opportunities they offer for communication and
collaboration

use search technologies effectively, appreciate how results are
selected and ranked, and be disceming in evaluating digital
content

select, use and combine a variety of software (including
internet services) on arange of digital devices to design and
create arange of programs, systems and content that
accomplish given goals, including collecting, analysing.
evaluating and presenting data and information

use fechnology safely, respectfully and responsibly; recognise
acceptable/unacceptable behaviour: identify a range of
ways to report concerms about confent and contact.
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{ IMPACT contiruted
Progression through the milestones

Milestone 1/EYFS Milestone 2 Milestone 3
Information + Use arange of applications and * Use some of the * Choose the most suitable
Technology | devicesin order to communicate advanced features applications and devices for
The study, use. | ideas, work and messages. of applications and the purposes of
and « Can access simple paint and writing | devices in order communication.
development | shehware with adult support. to communicate ideas, + Use many of the advanced
of ;omp'“f”er + Use simple databases to record work or features in order to create high
SYHEE?,ISQ o information in areas across the messages professionally. quality, professional or
pfOCESSI'F:IQ, curriculum. « Can choose an efficient communications.
retrieving, and appropriate programme or | « Uses Google classroom to
sending app to complete a task view and respond fo tasks set
information « Access DNEAT google by the teacher.
apps independently » Select appropriate
* Devise and construct applications fo
databases devise, construct and
using applications manipulate data and present
designed for this purpose it in an effective and
in areqs across the professional manner.
curriculum.
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{ IMPACT contiruted
Progression through the milestones

Milestone 1/EYFS Milestone 2 | Milestone 3
Internet s Recognise online or offline that anyone « Explain what identify means.
Safety - can say ‘'no’ to somebody who makes « Know that people can present themselves in
self-image them feel uncomfortable. different ways online, and that some people
and identify e Recognise that there are people online change fhgiridentify online.

+ Describe positive ways 1o interact with others
online, and making a positive impact.
« Canunderstand that pretend to be somebody else

who may make you feel uncomfortable.
s (Can give examples of how to ask for help.
o Can explain how others may look and act online. and the risks of this.

dlffereﬁnﬂy online. . ] « Canidentify, and critically evaluate online content
» Can give examples of issues online. relating to gender, race, religion, disability, culture
and other groups and explain why it is important to
challenge and reject inappropriate representations
online.
« Can explain the importance of asking for help.
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{ IMPACT contiruted
Progression through the milestones

Milestone 1/EYFS

Milestone 2 | Milestone 3

Internet
Safety -
Online
relationships

Can recognise that we
can communicate online
and how we can do this.
Can say when they would
need fo ask permission to
use something online.

Use the internet with adult
support fo communicate.
Can explain why ifs
important to be kind and
considerate when online.
Can explain the risks of
communicating with
someone they do not
know offline, and why
someone would do this.
Can give or deny
permission online, and
know why permission of
others should be asked.

Can explain the ways the people online can get along when they
have the same inferests.

Can explain that ‘knowing' someone onling is different to offline.

Can explain what it meant by ‘frusting somecone onlineg’ and why this is
different from ‘liking somecne online' and why it is important 1o be
careful about who fo trust online and what infoermation to share.

Can be confident in knowing they can change their mind about
trusting someone online who made them feel uncomfortable.

Know that some online content can hurt people's feelings.

Explain the importance of giving and gaining permission before sharing
things online.

Can describe ways of being safe and having fun with others cnline.
Give examples of how o be respectful to others online and recognise
healthy and unhealthy online relationships.

Can understand that information online can influence people’s beliefs.
Can give examples of technology-specific forms of communication
([emajis. gifs. memes).

Can explain that some people online may want to do harm to others,
and recognise that it is not the victim's fault.

Can describe how some people may be part of online
communications and evaluate the advontages and disadvantages of
this.

Can explain how taking and sharing inappropriate images of
somebody even if they say its ckay, may have an impact on the sharer.
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IMPACT continued

Progression through the milestones

Milestone 1/EYFS

Milestone 2 Milestone 3

Internet Can identity ways to put
Safety - information online.
Onling Understand the information stays
Reputation online and can be copied.
Cescribe information that
shouldn't go online,
Can understand that information
online can be seen by others.
Internet Krow ways people are unkind
Safety - online, and say how this would
Online fesl
Bulbying krow how to behave posifively
online.
Can explain why online bullying is.
krow how to get help for online
bullying.
Internet Can say how to use the intermet
safety - for finding information.
Managing krow the risks of finding things
online online that make us feel
information uncomfortable.

Can know the difference
betwesen things that are ‘made
up' and that not all information
online iz frue,

Can search forinformation on other pecple online.

Friow what people would be wiling and unwiling to share online and
why,

Can ask for help and advice on shanng things online.

krow that information online can be shared, copied and changed.

Can sxploin strategies anyone can vse to protect their ‘digital personality”
and online reputation including degrees of anonymity.

Fnow organizations fo go fo about online bullying [ChildLine, TheMix).
Can explain how fo block abusars.

Can capture bullying content for evidence e.qg. screenshots

Caon describe how what one person perceives as 'banter’ might be
experienced by other: as bullying.

Explain how to behave appropriately online, and give examples of online
bullying.

Explain why people need to think carefully about what they post online
and how it can be perceived by others,

Can sxploin the difference between a 'belief’ ‘opinion’ and ‘fact.’

Can use key phrases in search engines fo gather accurate information
online.

Can sxploin what avtocomplete is and how to choose the best
suggestion.

Can understand that no all opinions onlineg will be accepted as true or fair.
Can analyse and make a judgment on the accuracy of information
online. Can explain what is meant by ‘fake news'

Can describe some of the methods used to encourage people to buy
things online e.g. pop up ads.

Can exploin that technology can be used to Impersonate living things
e.q. Al and describe the benefits and risks of this,
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Computing at the Unity Federation

Progression through the milestones

Milestone 1/EYFS

Milestone 2 | Milestone 3

Internet Can come up with
Safety - rules to stay safe
Health, online.
Welbeing
and Lifestyle
Internet Know what personal
Safety — information is
Privacy and Know who is o
Secunty trustworthy person to
share personal
information with
Explain how passwords
are used to protect
them
Can explain what
private means
Internet Know that work |
Safety - create is mine and
Copyright that other peoples
and work is thelr
ownership Can sove work using
suitable ngme

Can sxplain why spending foo much fime using technoloegy can sometimas have a

negative impact on anyone. Can give fips for helping with wellbeing using

technology.

Can sxplain why some online content have rastrictions why it iz important to follow

them and know who to talk to if others are making them feel uncomfortable.

Can know how technology can give a distraction from other things, both positively

and negatively.

Can understand times and sifuations where technology vse may need to be limited.

Can recognise featurss of persuasive design and how they are used to entice

people.

Can assess and action different strategies to reduce impact technology has on

wellbeing.

Can describe simple strategies for creating and kesping posswords private.,

Can give regsons s to why people should only share information with people who

they frust,

Can know that devices can collect and share data.

Can explain that internet use is never fully private.

Can describe how some online services may seek consent to store information about

me.

Know the digital age of consent and the impaoct this has on online services asking for

consent.

Can exploin why copying someone’s work from fhe infernet without parmission isn’t

fair.

Consider who owns content online when wanting to use it

Can give examples of some content which wouldn't be appropriate|to use without

consent .. music and videos.

Can assess and justify when it is acceptable to use the work of others.

Can give example of work that is permitted to be reused.

Can demonstrate how to use references to acknowledge sources on the intemet.
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{ IMPACT contiruted
Vocabulary Progression

Milestone|

Milestone 2

Milestone 3

Algorithm, attribute, code, code snippet,
command, computer, data, debugging,

information, information technology,
programme, property, run, technology.

Algorithm, attribute, code, code snippet,
command, computer, data, debugging,
information, information technology,
object, programme, property, run,
technology.

Browser, condition, digital device,
domain name, hardware, Hyper Text
Markup Language (HTML), hyperlink,
input, input device, internet, network,

object, output, process, repetition, router,
selection, server, soffware, stored, switch,

variable, web, web address, web
browser, web page, website, WiF, world
wide web (WWW)

Algorithm, attribute, code, code snippet,
command, computer, data, debugging,
information, information technology,
object, programme, property, run,
technology.

Browser, condition, digital device,
domain name, hardware, Hyper Text
Markup Language (HTML), hyperlink,
input, input device, internet, network,

object, output, process, repetition, router,
selection, server, software, stored, switch,
variable, web, web address, web
browser, web page, website, WiFi, world
wide web (WWW)

Computer network, computer system,
condition controlled loop, count
controlled loop, data set, decompose,
execute [run), infinite loop, loop
[condition controlled), loop (count
controlled), loop (infinite), output device,
procedure, subroutine, uniform resource
locator (URL), Wireless access point
(WAP).
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