COMPUTING

AT SHALFLEET AND YARMOUTH CHURCH OF ENGLAND
PRIMARY SCHOOLS




NATIONAL CURRICULUM STATEMENT

Purpose of study

A high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world. Computing has deep links
with mathematics, science, and design and technology, and provides insights into both natural and artificial systems. The core of computing is computer
science, in which pupils are taught the principles of information and computation, how digital systems work, and how to put this knowledge to use through
programming. Building on this knowledge and understanding, pupils are equipped to use information technology to create programs, systems and a range of
content. Computing also ensures that pupils become digitally literate — able to use, and express themselves and develop their ideas through, information and
communication technology — at a level suitable for the future workplace and as active participants in a digital world.

Aims

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.




OUR INTENT

By the time our children leave our school, our computing provision aims to have equipped
them with the necessary skills to understand and access the modern technological world.

They will have developed computational thinking, increased their digitally literacy and thus

be prepared for their future work environment.




The Federation of the Church Schools of Shalfleet and Yarmouth
Curriculum for Learning Overview

Owr purpose s 1o edwucate children n an atmosphere of Christian love where all achieve the very best they can,

moww and thirowghout their lives

" Lifelong
| Achieverment
Relationzhips Determminaticn Hespect

L urmiculum Valises We have strong partnershps and We are determined o do our very We show respect to others and the
posiive relaticnshps best o achieve efvircrament

Coherent learming Strong working High quality Valuing all children,
links and pathways partnerships outcomes, deep learning is accessible to

Design principles to kearning all

inspire & challenge

What are we Iying to achieve?

Challenging. Opportunities for Fromotes Broad, relevant and
| ervcpacyingg ard e albele independence and balanced

J milivating o T b TS Cur osity Local, Mainland, Global

The curriculum as the entire planned learning experience =

Lessons |  Topics | Evemts/Trips | Enviwonment | Enrichmentinspire || Partnerships

Flexible and responsive teaching strategies - Stamulating and well organised learning el onments —
EfMfectve use of assessmeent - w-"_““_

|

Approaches Sequences of learming that ink ey deas n Subpect Gomams - Iﬂ__“m—“mﬂ

B Teaching for A [ Chear undet standing of cognition and kearning - Good sulyect knowlrdge - Skilful mstruction, coaching and facilitating -
[ learming - flexibbe ncluson strategees 1o tackle educatonal disadvantage - social. moral. speritual, cultural education

]

S (o J( rseo J( o J( o J( v JC_ow (o )
v ‘“‘|-[3---- = | 0= = | ““j ™

[ Pt B i Ot en Efipciien ups af
[ Successful einfinmsiigs o o e . Owsl pmd mettes Dvaboge: te R Pl r wticn —— :u;:::::"l-ﬂ
[ ——— et ek Bl has  amd Feh Lanrer garms e
Learnin o wnoerstood b S-S Py - g B arteeg Lalcrea
T Erummis -
g L (L 1e P i CREAAET SremE LT g & el R EArTEreg

|

Systematic monitorng, acticn and rewview - Do design primciples fransiate mto an inspirmg and challeEnging curriculum for all’?
Evidenced by...

What is the impact?  How do we implement ?




COMPUTING AT THE FEDERATION OF THE CHURCH SCHOOLS OF SHALFLEET AND YARMOUTH

Federation Vision for
Computing — Intention for

Children

By the time our children leave
our school, our computing
provision aims to have equipped
them with the necessary skills to
understand and access the
modern technological world.
They will have developed
computational thinking,
increased their digitally literacy
and thus be prepared for their
future work environment.

Big Ideas
Computer science — exploring

algorithms behind programs and

creating these, moving on to

learning how to test and debug these to create
a working program of their own.

Information technology — learning a variety of
skills within the realms of IT, these include
word processing, presentation creation,
spreadsheets, databases and video

production.

Digital literacy — investigating how to be safe
when using computing technology not just
restricted to computers. Giving children the
tools to protect themselves.

-

Content and Sequencing (Broad, relevant and balanced)

Create and debug simple programs (KS1) Design, write and debug programs
that accomplish specific goals (KS2)
Use logical reasoning to predict behaviour of simple programs (KS1) Using

logical reasoning to explain how simple algorithms work and detect errors (KS2)

Use technology safely and respectfully, keeping personal information private and knowing
where to go for help (KS1) recognising acceptable/unacceptable behaviour and identifying
a number of ways to report issues (K52)
Use technology purposefully to create, organise, store, manipulate and retrieve digital
content (KS1) Select, use and combine a variety of software (including internet services) on
a range of devices (K52)
Recognise common uses of information technology beyond school (KS1) Understand
computer networks including the internet (KS2)
Create and debug simple programs (K51) Use sequence, selection, repetitions, variables,
inputs and outputs in programs (KS2)

Algorithms link
strongly to
mathematics,
requiring children
to apply their
learning to
sequencing code.

Strong Working
Partnerships:

Children will work
together to
evaluate and
debug their
projects, offering
ideas and
suggestions to
improve them
further.

Through teaching
the children will
have a deep
understanding of
how computing
systems work and
power our lives.

Valuing All
Children/Accessible
Learning:

All children in our
Federation have the
same opportunities to
achieve the same end
goals as each other
with scaffolding
enabling this.

Children will be
challenged to apply
their skills across the
computing
curriculum to create
a range of projects
that they can
creatively adapt to
truly make their own.

Vision for the Federation Learning Principles in Computing

Children will leave
school remembering
the first time they
learned how to use
computing skills that
they will use

repeatedly throughout

their lifetime.

Promotes
Independence and
Curiosity:

Children will be able
to apply their learned
skills within
computing science to
develop projects that
they can test with
their own ideas.

Local, Mainland
and Global:

Children will be able
to develop skills that
allow them to
communicate
effectively across
the technological
landscape of our
world.

Links with English and

Maths

Maths: Directional language, angles,
measurement, four main operations,
sequencing, coordinates

English: Sentence structure skills within word

processing

Progress

-E

Support

Projects based around computing science skills ([computing)
will develop through the year groups in the complexity of
algorithms used and support given.
Information technology areas will show developed skills in
their projects appropriate for their year groups (such as
spreadsheet formulas being developed in upper KS2)

Everyone has access to the computing National Curriculum.
Children will be supported with recapping any basic skill not achieved

in previous year groups.

Changes made to computers/devices in order to enable access
(background lighting/colours or keyboard sizing for example)




PROGRESSION OF SKILLS

|. Information Technology

2. Computing Science

3. Digital Literacy (2 slides)

4. Vocabulary and Resources

5. Overview of coverage (Split into each half term)




COMPUTING EYF5 Link Key S5tage 1 Lowrer Key Stage 2 Upper Key 5tage 2
INFORMATION | INFORMATION TECHNOLOGY — | INFORMATION TECHNOLOGY — GENERAL INFORMATION TECHNOLOGY — GENERAL INFORMATION TECHNOLOGY — GENERAL
TECHNOLOGY | GEMERAL -  Mame a range of digital devices (yr 1) -  Open and save a file to a suitable folder (yr 3) -  Use the keyboard confidently to type at a suitable pace (yr 5)

-  Use different digital devices
-  Recognise a range of digital
devices

DATA —

- Sort familiar objects into 1
ar more categories

- Answer basic questions
about information
displayed in images, e.g.
moare or less

= Collect simple data (e.g.
likes/dislikes) on a topic

- Can present simple data
using images, e.g. number
of animals

MULTIMEDIA (SOUND AND

VISION])

- Access content in a range of
formats, e.g. image, video,
audio

- Understand that
information and media can
be stored on a digital
device, e.g. they ask to view
a photo that has been
taken on a tablet

- Can distinguish between
text, image, video and
audio content

COMMUMNICATION —

-  Use technology to explore
and access digital content

- Dperate a digital device
with support to fulfil a task

- Create simple digital
content, e.g. digital art

- Choose media to convey
information, e_g. image for
a poster

- Choose a digital device
from a selection to
complete a specific task

- Add text to a document
using the keyboard (where
appropriate)

Know where to save and open work (yr 2)

DATA

Identify an object by asking yes/no questions (yr 1)
Recognise charts, tables or branching databases and
understand why we use them [yr 1)

Explain information shown in a simple chart, pictogram,
infographic or database [yr 1)

Use specific software to create simple charts (yr 1)
Collect data on a topic (eye colour, pets etc.) (yr 1)
Present data in a pictogram independently (yr 1)
Identify an object using a branching database (yr 1)
Recognise an error in a branching database. (yr 1)
Create a branching database using pre-prepared images
and questions (yr 2}

Explain how different formats communicate information
and their benefits (yr 2)

Independently plan out and create a branching
database (yr 2)

Evaluate a given branching database and suggest
improvements (yr 2)

Understand that the questions you ask are important,
when collecting data (yr 2)

MULTIMEDIA (SOUND AND VISION)

Select media (e.g. images, video, sound) to present
information on a topic (yr 1)

Take pictures and videos on a media device (yr 1)

Use pictures to create short simple animations (yr 1)
Use photo editing software to simply edit pictures taken
(e.g. change filters) (yr 2)

Create a short video joining 2 or more clips together (yr
2)

Find out similar information in different formats, e.g.
text, video, audio (yr 2)

Introduce how a green screen can be used for pictures
and video (yr 2)

COMMUMICATION (TEXT/PRESENTATION)

Understand that you can edit and change digital content
(wr 1)

Select basic options to change the appearance of digital
content (yr 1)

Combine media with support to present information,
e.g. text and images (yr 1)

Apply edits to digital content to achieve a particular
effect (yr 1)

Plan out digital content (yr 2)

Present ideas and information by combining media
independently (yr 2)

Talk about what makes digital content good or bad (yr
2)

Edit digital content to improwve it (yr 2)

Use suitable file names when saving work (yr 3)

Type using all fingers (yr 3)

Understand you can organise files using folders (yr 3)
Delete, mowve and copy files (yr 3)

Use right-click, left-click and double-click appropriately
on a mouse (yrd)

DATA

Appreciate that different programs work with different
types of data, e.g. text, number (yr 3)

Explore a record database to find out information (yr 3)
Know that there is a difference between data and
information (yr 3)

Use filters in a database to find out specific information
(yr 3)

Understand the benefits of using a computer to create
charts and databases (yr 3)

Understand that search engines store information in
databases (yr 3]

Design a questionnaire and collect a range of data on a
theme (yr 3)

Enter data into a database package and test (yr 4)
Draw conclusions from information stored in a
database, table or chart (yr 4)

Present data in a nurmber of different ways to convey
infarmation (yr 4)

MULTIMEDIA (SOUND AND VISION)

Use photo editing software to resize and crop photos as
well as use further tools (e.g. contrast, brightness) (yr 3)
To be able to create a short video using filters,
transitions and the trimming tool (yr 3)

Use pictures to create a more substantial animation. (yr
3)

To be able to use sound effects, soundtracks and titles
when editing videos (yr 4)

COMMUNICATION (TEXT/PRESENTATION)

Know how to copy text and images into a another
document (yr 4)

Edit existing media to make new content with an
awareness of copyright (yr 3)

Evaluate existing and their own digital content (yr 3)
Edit digital content to improve it according to feedback
[vr 3)

Design and create digital content for a specific purpose
(yr 4)

Collaborate with peers using online tools, e.g. blogs,
Google Drive, Office 365 (yr 4)

Collect, organise and present information effectively
using a range of media (yr 4)

Use a range of tools to edit and enhance media for a
particular effect (yr 4)

Use common keyboard shortcuts (yr 5)
Organise files effectively using folders (yr 5)

DATA

Question a database using more complex searches (yr 5)

Design and create a database (yr 5)

Create a graph from a data (both databases and spreadsheets) (yr 5)
Use a range of mathematical formula with data (yr 5)

Design their own form of data collection independently for a specific
purpose (yr 6)

MULTIMEDIA (SOUND AND VISION)

To be able to edit videos to include titles, voiceovers, volume boosting
and to amend speed where necessary. (yr 5)

To be able to edit videos using the green screen (yr 5)

To edit photos using more advanced terms such as (saturation and
hue] (yr 5)

To create and edit an independent video project (yr 6)

To create and edit photos independently for a purpose. [yr 6)

COMMUMNICATION (TEXT/PRESENTATION)

Identify and use appropriate hardware and software to fulfil a specific
task (yr 5)

Remix and edit a range of existing and their own media to create
content (yr 5)

Recognise the audience when designing and creating digital content
(yr 5)

Understand the benefits of using technology to collaborate with
others (yr 5)

ldentify success criteria for creating digital content for a given purpose
and audience (yr 6)

Evaluate their own content against success criteria and make
improvements accordingly (yr 6)




COMPUTING | EYFS Link Key Staga 1 Lower Key Stage 2 Upper Key Staga 2
COMPUTING | COMPUTING SCIENCE - COMPUTING SCIENCE - COMPUTING SCIENCE - COMPUTING SCIENCE -
SCIENCE - Repeat an action with - Identify and list the steps of a known task In order (yr 1) |- Understand that we can decompose a problem into |- Recognise that different solutions exist for the same problem (yr 5|
technologytotriggera |- Understand that we control computers by giving them smaller steps to make it simpler (yr 3) - Predict what wil happen in & program or algorithm (e.g. change of
specific outcome Instructions (yr 1) - Remix and change an existing program (yr 3) output) when the input changes (e.g. sensor, data or event) [yr 5)
- Recognise the successor | - Createa simple program e.g. to control asprite [yr1) |- Predict the outcome of a program, e, Scratch (yr3) |- Use two-way selection, ie. if. then... else... {yr 3]

failure of an action

- Follow simple instructions

to control & digital device

- Tryalternative approaches

{o achieve a goal

- Understand that we control | -

computers

- Canorder the steps of a

known task

- Input a short sequence of

Instructions to control a
device (e.g bee bot app)

- Recognise patterns in

groups of objects

- Understand what an algorithm is (yr 1)

- (reate a simple algorithm (yr 1)

- Identify and explain patterns in groups of objects [yr 1)
- Debug an error in a simple algorithm or program e, In

Scratch Jr{yr 1]
Predict the outcome of a simple algorithm or program

(yrl)

- Understand that computers have no intelligence and we

have to program them to do things yr 1)

- Understand that the order of instructions In an

algorithm is Important (yr 2)

- Understand that instructions in an algorithm need to be

clear and unambiguous (yr 2)

- Evaluate the success of an algorithm or program (yr 2|
- |dentify and correct errors in & given algorithm or

program (debugging) (vr 2)

- Usethe language If.. then to describe the relationship

between two actions (yr 2)

= Use diagrams to represent an algorithm, e.g. a flowchart | -

[yr3)

- Use repetition to make programs more efficient (yr 4)
- Use forever loops in & program (yr 4]
- Create 3 program using a range of events/inputs to

control what happens (yr 4)

- Decompose a problem and create a solution for each

step (yr4)

Create programs including repeat until loops {yr 5)

- Understand the difference between and use if.. then... and if. then..

else.., statements (yr 5|

- Recognise variables in & program (yr 6|
- Create simple variables, e.g, to keep score or remove lives n a game

[yr6)

- Combine a variable with relational operators (< = ») to determine

when a program changes, e.g. if score > 5, say “well done” (yr 6)



COMPUTIMNG EYFS Link Key Stage 1 Lower Key Stage 2 Upper Key Stage 2
DIGITAL ESAFETY ESAFETY ESAFETY ESAFETY
UITERACY Self-image gnd identi Self-imoge gnd identity Self imoge and identity Seif image gnd idemntity

- | cam recosgnise that | can say
‘no” f ‘please stop’ T tell” f
‘Il ask' to somebody who asks
me to do something that
makes me feesl sad,
embarrassed or upset.

- | can explain how this could be
either in real life or onfine.

Cinline relstionzhips

- | can recognise 5oMme Ways in
wehich the internet can be used
to communicate.

- | can give examples of how |
(might) use technalogy to
communicate with people |

krow.

Onl .

- | can identify ways that | can
put information on the
internet,

©nline bullying

- | can describe ways that some
people can be unkind anline.

E | can offer examples of how
this can make others feel.

Managing gnling infermation

- | can talk about how | can use
the internet to find things cut.

- | can identify devices | could
use to access information on
the intermet.

- | can give simple examples of

how to find information (e.g-
search engine, voice activated
searching).

Ith |- i md i

- I can identify rules that help
keep us safe and healthy in
and beyond the home when
using technology, and | can
give simple examples.

Privacy and security

- | can identify some simple
examples of my personal
information (e.g. name,
address, birthday, age,
location).

- | can describe the people | can
trust and can share this with; |
can explain why | can trust
them.

Copyright and ownership

- I kmiow that work | create
belongs to me.

- | can name my work so that
others know it belongs to me.

| can recognise that there may be people online who
could maks me feel sad, embarrassed or upset [yr 1)
If zomething happens that makes me feal sad, wormiad,
uncomfortable or frightened | can give examples of
when and how to speak to an adult | can trust. [yr 1)

| can explain how other people’s identity online can be
different to their identity in real life. [yr 2]

| can describe ways in which people might make
themselves look different online. [yr 2)

| can give examples of issues online that might make
me feel sad, worried, uncomfortable or frightened; |
can give sxamples of how | might get help. (yr 2)

Cwnline relstionships

| can use the internet with adult support 1o
communicate with people | know. (yr 1)

| can explain why it is important to be considerate and
kind to people online. [yr 1)

| can wse the internet 1o communicate with people |
don't know well (e.g. email a penpal in ancther school/
country]. yr 2}

| can give examples of how | might use technology to

communicate with others | don't know well. [yr 2]

Through discreet teaching | can recognise that
information can stay online and could be copied. (yr 1)
Through discrest teaching | can describe what
information | should not put onling without asking a
wrusted adult first. [yr 1)
| can sxplain how information put onling about e can
last for a long time. (yr 2}
| kmow who te talk to if | think somecnes has made a
mistake about putting something online [yr 2)

ilyin
| can describe how to behave onling in ways that do
not upset others and can give examples. (yr 1}
| can give examples of Bullying behaviowr and how it
could look online. (yr 1)
| understand how bullying can make someone feel.
{yr 2)
| can talk about how someone can/would get help
about being bullied online or offline. (yr 2)

Managing online information

| can use the internet to find things ocut. (yr 1)

| can use simple keywords in search engines. (yr 1)

| can describe and demonstrate how o get help from a
wrusted adult or helpline if | find content that makes me
feel sad, uncomfortable worried ar frightenad. (yr 1)

| can use keywords in search engines_[yr 2)

| can demonstrate how to navigate a simple webpage
ta get to information | need (e.g. home, forward, back
buttons; links, tabs and secticns). {yr 2)

| can explain what woice activated searching is and how
it might bz wsed [e_g. Alexa, Google Mow, Siril. [yr 2)

| can explain the difference between things that are
imaginary, ‘made up’ or ‘mske believe” and things that
are “true’ or ‘real’_ [yr 2}

| can explain why some information | find online may
not be true. (yr 2)

Hezlth, well-beins and lifestyle

| can explain rules to keep us safe when we are using
technology both in and beyond the home, and | can
pive examples of some of these rules [yr 1)

| can explain what is meant by the term Sdentity”. [yr 2)

| can explain how | can represent myself in different ways
online. [yr 3)

| can explzin ways in which and why | might change my identity
depending on what | am doing online [e_g. gaming; using an
avatar; social mediz). (yr 3)

| can explain how my online identity can be different to the
identity | present in ‘real life’. (yr 4)

Enowing this, | can describe the right dedisions about how |
interact with others and how others perceive me. [yr 4)

Omiline relationships

| can describe ways people who hawve similar likes and interests
can get together online. [yr 3)

| can give examples of technology-speafic forms of
communication (e.g. emojis, acronyms, text speaik).

vr 3]

| can explain some risks of communicating online with others |
don't know weell. [yr 3)

| can explain why | should be careful who | trust online and what
information | can trust them with. (yr 3)

| can explain how my and other people’s feelings can be hurt by
what is said or written online. [yr 3)

| can explain why | can take back my trust in someone or
somaething if | feel nervous, uncomfortable or worried. (yr 3)

| can i what it r o “know someone” online and why
this might be different from knowing someons in real life. (yr 3)
| car explain what is meant by trusting someone online’. | can
axplain wity this iz different from Tikking somecne online”. [yr 3)
| car drsoribee strategies for safe and fun experiences in a range
of online social environments. (yr 4)

| can give sxamples of how to be respectful to others online. (yr
4)

| can sewrch for information about mysel! online. (yr 3)

| can recognise | need to be careful before | share anything
about mysell or others online. [yr 3)

| lenow wiho | should ask if | am not sure if | should put
something online. (yr 3}

| can describe how others can find ocut information about me by
looking online. [yr 4)

| can explain ways that some of the information about me
online could have been created, copied or shared by others. [yr
4)

Omiline bullying

| can explain what bullying is and can describe how people may
bully others. fyr 3)

| can describe rules about how o behave online and how |
follow them. [yr 3}

| can identify some online technologies where bullying might
ke place. [yr 2)

| can describe ways people can be bullied through a range of
madiz [e.g. image, video, text, chat). (yr 4)

| can explain why | nead to think carefully about how content |
post might affect others, their feelings and how it may sffect
how others feel about them ([their reputation). (yr 4)

Managing online information

| can use key phrases in search engines. (yr 3)

| can explain what autccomplete is and how to choose the best
suggestion. [yr 3)

| can explain how the internet can be used to sell and buy
thing=_ (yr 3]}

- I can explain how identity onling can be copied, modified or alterad. [yr 5)

- I can demonstrate responsible choices about my online identity, depending on
context. [yr5)

- I can describe ways in which madia can shape ideas sbout gender. (yr 5]

- I camn identify messages about gender roles and make judgements based on them.
{yr )

- I can challenge and explain why it is important to reject inappropriate messages
about gender online. [yr &)

- I can describe issuss online that might make me or others feel sad, worried,
uncomfortable or frightened. | know and can give examples of how | might get
help, both on and offline. {yr &)

- 1 can explain why | should keep asking until | get the help | need. [yr &)

Online relationships

- I can explain that there are some people | communicate with online wha may
want to do me or my friends harm. | can recognise that this is not my/our fault.
{yr 5)

- I can make positive contributions and be part of online communities. {yr 5)

- I can describe some of the communities in which | am involved and describe how
I collaborate with others positively [yr 5)

- 1 ean show | understand my responsibilities for the well-being of others in my
online social group. (vr 6)

= lecan explain how impulsive and razh communications online may cause problems
{e.g. flaming, content produced in live streaming). (yr 6)

- lcan demonstrate how | would support others (including those who are having
difficulties) online [yr &)

- | can demonstrate ways of reporting problems online for both myself and my
friends. (yr &)

- I can search for information about an individual online and create a summary
raport of the information | find. (yr 5)

- | can describe ways that information about people online can be used by othars
o make judgments about an individual. (yr 5)

= I can explain how | am developing an online reputation which will allow other
people o form an opinion of me. (yr 8)

- lcan describe some simple ways that help build & positive online reputation. [yr
&)

lin 1y

- lcan recognise when somecne is upset, hurt or angry anline. (yr 5)

= I can describe how 1o get help for sameone that is being bullied enline and assess
when | nesd o do or say something or tell sameone. [yr 5)

- I can explain how to block abusive users. (yr 5]

- I can explain how | would report online bullying on the apps and platforms that |
wse, [yr 5)

- I can describe the helpline services who can support me and what | would say and
do if | needed their help {e.g. Childline). [yr 5}

- I can describe how to capture bullying content as evidence (e.g screen-grab, URL,
profile] ta share with athars wha can help me. (yr 6)

- I can identify a range of ways 1o report concems both in school and at home
about anline bullying. (yr &)

Managing online information

- I can use different search technologies (yr 5)

- I can evzluate digital content and can explain how | make choices from search
results. (yr 5)

- I can sxplain key concepts including: data, information, fact, opinion belief, trus,
falzz, walid, reliable and evidence. (yr 5)

- I understand the difference between online mis-information (inaccurate
information distributed by accident) and dis-information {inaccurate information
deliberately distributed and intendad to mislead). {yr 5}

- I can sxplzin what is meant by ‘being sceptical’. | can give examples of whean and
wihy it is important to be ‘sceptical’. [yr 5)

- I can explzin what is meant by 3 “hoax'. | can explain why | need to think carefully
before | forwsard anything online. {yr 5)




COMPUTING EYFS Link Key Stage 1 Lower Key Stage 2 Upper Key Stage 2
DIGITAL HOW A COMPUTER WORKS — - I can explain simple guidance for using technology in - “1 can explain the difference between = ‘belief, an ‘opinion” and | - | can explzin why some information | find online may not be honest, accurate or
LITERACY -  Recognise the basic parts of 2 different environments and settings.(yr 2) a Fact’ " {yr3) legal. (yr 5)

computer, £.2. mouse, screen,
keyboard

- Use a mouse, touchscreen or
appropriate access device to
target and s=lect options on
screen

- Recognise key parts of a
keyboard, e.g. spacebar,
numbers and letters

| can sa2y how those rules/guides can help me. [yr 2)

Privacy and security

| can recognise more detziled examples of information
that is personal to me (e g. where | live, my family’s
names, where | go to school). (yr 1)

I can explain why | should always ask 3 trusted adult
before | share any information about myself online.
(yr 1)

| can explain how passwords can be used to protect
information and devices. {yr 1)

I can describe how online information about me could
be seen by others. [yr 2)

| can describe and explain some rules for keeping my
information private. (yr 2)

| can explain what passwords are and can use
passwords for my accounts and devices. (yr 2)

| can explain how many devices in my home could be
connected to the internet and can list some of those
devices. (yr 2)

| can explain why work | create using technology
belongs to me. (yr 1)

| can say why it belongs to me (e.g. ‘it is my idea’ or 1
designed it’). (yr 1)

| can save my work 50 that others know it belongs to
me (e.g. filename, name on content). (yr 1)

| can describe why other people’s work belongs to
them. (yr 2)

| can recognise that content on the internet may
belong to other people. (yr 2)

HOW A COMPUTER WORKS

Explain what the basic parts of a computer are used
for, e.g. mouse, screen, keyboard (yr 1)

Recognise and use a range of input devices, e.g. mouse,

keyboard, microphone, touchscreen (yr 2)

Recognise and use a range of output devices, e g.
printer, speakers, monitor/screen (yr 2)

Recognise that a2 range of devices contain computers,
e.g. washing machine, car, laptop (yr 2)

1 can analyse information and differentiste between ‘opinions’,
‘beliefs” and Tacts'. | understand what criteria have to be met
before something is 2 ‘fact”_ (yr 3)

| can describe how | can search for information within a wade
group of technologies (e g social media, image sites, video
sites). (yr 4}

| can describe some of the meathods used to encourage people
to buy things onfine (e_g. advertising offers; in-app purchases,
pop-ups) and can recognise some of thess when they appear
onfine. [yr 4)

| can explain that some people | ‘'meet online” (e_g. through
social media) may be computer programmes pretending to be
real people. (yr 4)

| can explsin why lots of people sharing the same opinions or
befiefs online does not make those opinions or beliefs true. (yr
4)

Health, well-being and lifestyle

| can explain why spending too much time using technology can
sometimes have a negative impact on me, | can give some
examples of activities where it is easy to spend a lot of time
engaged (e.g. games, films, videos). (yr 3)

| can explain how using technology can distract me from other
things | might do or should be doing. (yr 4)

| can identify times or situations when | might need to limit the
amount of time | use technology. (yr 4)

| can suggest strategies to help me limit this time. (yr 4)

Privacy and security

| can give reasons why | shouid only share information with
people | choose to and can trust. | can explain that if | am not
sure or | feel pressured, | should ask a trusted adult. (yr 3)

| understand and can give r why p ds are
important. (yr 3)

| can describe simple strategies for creating and keeping
passwords private. (yr 3)

| can describe how connected devices can collect and share my
information with others. {yr 3)

| can explain what a strong password is. (yr 4)

| can describe strategies for keeping my personal information
private, depending on context. (yr 4)

| can expiain that others online can pretend to be me or other
people, indluding my friends. (yr 4)

1 can suggest reasons why they might do this. (yr 4)

| can explain how internet use can be monitored. (yr 4)

Copyright and ownership

| can explain why copying someone else’s work from the
internet without permission can cause problems. (yr 3)

| can give wples of what th probl might be. {yr 3)
When searching on the internet for content to use, | can explain
why | need to consider who owns it and whether | have the
right to reuse it, and | can give imp ples (yr 4)

HOW A COMPUTER WORKS

Understand that school computers are connectad (yr 3}
Understand that the Intermet is made up of computers from ail
around the world connected together (yr 4)

Understand that that school computers are connectaed together
in 2 network (yr 2)

Understand that we use = web browser to access information
stored on the Intemet (yr 2)

| can explain why information that is on = large number of sites may still be
inaccurate or untrue. | can assess how this might happen (e.g. the sharing of
misinformation either by accident or on purpose). {yr 5)

I can use search technologies effectively. (yr 6)

| can explain how search engines work and how rasults are selected and ranked.
(yr 6)

| can demonstrate the strategies | would apply to be discerning in evaluating
digital content. (yr 6)

| can describe how some online information can be opinion and can offer
examples. {yr 6]

I can explain how and why some people may present ‘opinions’ as ‘facts’. {yr 6)
| can define the terms ‘influence’, ‘manipulation’ and ‘persuasion’ and explain
how | might encounter these online (e.g. advertising and ‘ad targeting’). {yr 6)

| can demonstrate strategies to enable me to analyse and evaluate the validity of
‘facts’ and | can explain why using these strategies are important. {(yr 6)

| can identify, flag and report inappropriate content. (yr 6)

I can describe ways technology can affect healthy sleep and can describe some of
the issues. (yr S)

| can describe some strategies, tips or advice to promote healthy sleep with
regards to technology. (yr 5)

| can describe common systems that regulate age-related content (e.g. PEGI,
BBFC, parental warnings) and describe their purpose. (yr 6}

| can assess and action different strategies to limit the impact of technology on
my health (e.g nightshift mode, regular breaks, correct posture, sleep, diet and
exercise). (yr 6)

| can explain the importance of self-regulating my use of technology; | can
demonstrate the strategies | use to do this (e.g. monitoring my time online,
avoiding accidents ). (yr 6)

| can create and use strong and secure passwords. (yr 5)

| can explain how many free apps or services may read and share my private
information (e.g. friends, contacts, likes, images, videos, voice, B
geolocation) with others. (yr 5)

| can explain how and why some apps may request or take payment for additional
content (e.g. in-app purchases) and explain why | should seek permission from a
trusted adult before purchasing. (yr 5)

| use different passwords for a range of online services. (yr 6)

| can describe effective strategies for managing those passwords (e.g.password
managers, acronyms, stories). {yr 6)

| know what to do if my password is lost or stoien. (yr 6)

| can explain what app permissions are and can give some examples from the
technology or services | use.(yr §)

| can describe simple ways to increase privacy on 2pps and services that provide
privacy settings. (yr 6)

| can describe ways in which some online content targets people to gain money
or information illegally; | can describe strategies to help me identify such content
(e.g. scams, phishing). (yr 6)

Copyright and ownership

I can assess and justify when it is acceptable to use the work of others. (yr 5)

| can give examples of content that is permitted to be reused. (yr 5)

| can demonstrate the use of search tools to find and access online content which
can be reusad by others. (yr §)

| can demonstrate how to make references to and acknowledge sources | have
used from the internet. {yr 6}

HOW A COMPUTER WORKS

Understand that different devices can have different operating systems, and can
give examples, e.g. Windows, iOS, Android (yr 5)

Understand the main functions of an operating system (yr §)

Recognise common file types and extensions (yr 6)




COMPUTING | EYFS Link Key Stage 1 Lower Key Stage 2 Upper Key Stage 2
Vocabulary | Device, computer, mouse, | Save, open, database (branching), software, Suitable, file names, folders, click, move, organise, copy, | Complex, formula, voiceover, volume baost, speed, saturation, hug,
keyboard, numbers, letters, | hardware, infographic, chart, table, pictogram, specific, conclusions, convey, store, collect, design, audience, evaluate, solutions, selection, variables, relational operators,
document, type, spacebar, | editing, animation, filters, green screen, clips, questionnaire, filter, record, test, rasize, crop, contrast, modified, altered, pender, judzements, reject, communities, contributions,
scraen, internet, online, combine, apply, instructions, algorithm, program, | brightness, sound effects, soundtracks, titles, trim, impulsive, social group, abusive, capture, fact, opinion belief, trus, false,
technology, content, text, patterns, error, predict, debug intelligence, order, | transition, document, copyright, collaborate, enhance, valid, reliable, evidence, misinformation, disinformation, distributed, hoax,
image, video, audio, media, | identify, unambiguous, evaluate, identity, decompose, remix, repetition, flowchart, loaps, events, sceptical, discerning, ranked, influence, manipulation, persuasion,
digital, data, information, communicate, support, behaviour, bullying, search | inputs, solution, identity, perceive, avatar, trust, respectful, | advertising, flag, report, ad targeting, validity, promote, self-regulating,
personal, online, real life, trust, | engine, keyword, demonstrate, navigate, webpage, | shared, reputation, chat, content, engaged, strategies, monitoring, age-related, geo-location, privacy, targets, illegal, scams,
categories, action, success, | home, forward, back buttons; links, tabs, sections, | pressured, private, connected, personal, monitor, phishing, acknowledge, references, operating system, functions, extensions,
failure, repeat, outcome, voice-activated, imaginary, environments, guidance, | permission, network, browser, fila types,
instructions, approach, contral, | settings, password, account, rules, microphone,
patterns, input, order. touchscreen, printer, speakers, computers other
devices),
Resources= | E-safety links document, Code it planning/resources, E-safety links document, | Code it planning/resources, E-safety links document, Scratch, | Code it planning/resources, E-safety links document, Scratch, IT skill
Including link | Scratch JR, BeeBot app, Seratch JR, BeeBot app, Beebots, IT skills document, | IT skills document, Seratch, Word, PowerPoint, Excel, Access, | document, Scratch, Word, PowerPoint, Excel, Access, Google Drive, Gmail
toReading | Beebots, IT skills document, | Word, PowerPoint, Excel, Gmall, iMovie, Stop Google Drive, Gmall, iMavie, Stop animation app, Green IMovie, Stop animation app, Green Screen app, Snapseed app (photo editing

whiteboard app, Paint, Word,
[aptops, iPads, Google Chrome,
other electronic devices (that
use computers), role play

technology,
https://voww. 28 com/jitSHpaint

(for drawing and presenting
datal

animation app, Green Screen app, Snapseed app
(nhato editing app), laptops, iPads, Google Chrome,
(Green Screen, other electronic devices (that use
computers|. https://www.j2e.com/i2data/ (for data
work)

Screen app, Snapseed app (photo editing app), laptops, iPads,
Google Chrome, Green Screen, hitps://www.j2e.com/[2data/

app), laptops, iPads, Google Chrome, Green Screen,
https://www.j2e.com/[2data/ (for data work|

(for data work)
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FEDERATION COVERAGE - AUTUMN |

Yr2

Yr3

Yrd

Yr5

Yre

Aut 1

E-Safety x 2 LESSOMNS

Self image and Identity
(https://projectevolve.co.uk/to

E-Safety x 2 LESSONS

Self image and Identity
(https://projectevolve.co.uk/toolkit/yea

E-Safety x 2 LESSONS

Self image and Identity

(https://projectevolve.co.uk/toolkit/years/

E-Safety x 2 LESSONS

Self image and Identity
(https://projectevolve.co.uk/toolkit/y

E-Safety x 2 LESSONS

Self image and Identity
(https://projectevolve.co.uk/toolkit/yea

E-Safety x 2 LESSONS

Self image and Identity
{https://projectevolve.co.uk/toolkit/

olkit/years/year-one/self-

rsfyear-two/self-image-and-identity/)

year-three/self-image-and-identity/) LOOK

image-and-identity/ ) LOOK TO
COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN.

Health, well-being and lifestyle
(https://projectevolve.co.uk/to

LOOK TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN.

Health, well-being and lifestyle
(https://projectevolve.co.uk/toolkit/yea

TO COVER ALL TARGETS IN ONE LESSON
THE BEST YOU CAN.

Health, well-being and lifestyle

(https://projectevolve.co.uk/toolkit/years/

ears/4/self-image-and-identity/) LOOK
TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN.

Health, well-being and lifestyle
(https://projectevolve.co.uk/toolkit/y

rs/5/self-image-and-identity/) LOOK TO
COVER ALL TARGETS IN ONE LESSON
THE BEST YOU CAN.

Health, well-being and lifestyle
(https://projectevolve.co.uk/toolkit/yea

rs/year-two/health-well-being-and-

year-three/health-well-being-and-

olkit/years/year-one/health-

lifestyle/) LOOK TO COVER ALL

well-being-and-lifestyle/) LOOK
TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAM.

TARGETS IN ONE LESSON THE BEST
YOU CAN.

lifestyle/)

ears/4/health-well-being-and-
lifestyle/) LOOK TO COVER ALL
TARGETS IN ONME LESSON THE BEST
YOU CAN.

rs/5/health-well-being-and-lifestylef)
LOOK TO COVER ALL TARGETS IN ONE
LESSOMN THE BEST YOU CAMN.

yvears/6/self-image-and-identity/)
LOOK TO COVER ALL TARGETS IN
ONE LESS0ON THE BEST YOU CAN.,
YOU MAY NEED TO TACKLE SOME
TARGETS IN SUM 2

Health, well-being and lifestyle
{https://projectevolve.co.uk/toolkit/
years/6/health-well-being-and-
lifestyle/) LOOK TO COVER ALL
TARGETS IN ONE LESSON THE BEST
YOU CAN.

Communication

- Understand that you can
edit and change digital
content (yr 1)

- Select basic options to
change the appearance of
digital content (yr 1)

- Combine media with
support to present
information, e.g. text and
images (yr 1)

- Apply edits to digital
content to achieve a
particular effect (yr 1)

TYPING (1 LESSON)

WORD — (1 LESSON)

Multimedia (Vision)

- Use photo editing software to
simply edit pictures taken (e.g.
change filters) (yr 2)

- Introduce how a green screen can
be used for pictures and video (yr 2)

Photo taking (1 lesson) —

Green screen photos (1 lesson]) -

Communication

- Know how to copy text and images
into a another document (yr 3)

- Edit existing media to make new
content with an awareness of
copyright (yr 3)

- Ewaluate existing and their own digital
content (yr 3)

- Edit digital content to improve it
according to feedback (yr 3)

WORD (2 LESSONS) -

Computing science (3 LESSONS)

- Use repetition to make programs
more efficient [yr 4)

- Use forever loops in a program (yr
4)

- Create a program using a range of
events/inputs to control what
happens (yr 4)

- Decompose a problem and create
a solution for each step (yr 4)

http://code-it.co.uk/wp-
content/uploads/2019/06/exploringl

oopsPLAN.pdf
(PLAN — links inside)

Multimedia (Vision)

- To edit photos using more advanced
terms such as (saturation and hue).

Photo editing (2 lessons)

Multimedia (Vision)

- To create and edit photos
independently for a purpose. (yr
6)

Photo editing (2 lessons).

Multimedia (Vision)

- Select media (e.g. images,
video, sound) to present
information on a topic (yr 1)

- Take pictures and videos on
a media device (yr 1)

Photo taking (1 lesson)

Communication

- Plan out digital content (yr 2)

-  Present ideas and information by
combining media independently (yr
2)

- Talk about what makes digital
content good or bad (yr 2)

- Edit digital content to improve it (yr
2)

TYPING [1 LESSON)

WORD — (1 LESSON)

Multimedia (Vision)
-  Use photo editing software to resize

and crop photos as well as use further

tools (e.g. contrast, brightness) (yr 3)

Photo editing (2 lessons)

Communication

-  Design and create digital content
for a specific purpose (yr 4)

- Collaborate with peers using
online tools, e.g. blogs, Google
Drive, Office 365 (yr 4)

- Collect, organise and present
information effectively using a
range of media (yr 4)

- Use a range of tools to edit and
enhance media for a particular
effect (yr 4)

WORD (2 LESSONS

Communication (Presentation) —

- Identify and use appropriate
hardware and software to fulfil a
specific task (yr 5)

- Remix and edit a range of existing
and their own media to create
content (yr 5)

- Recognise the audience when
designing and creating digital
content (yr 5)

- Understand the benefits of using
technology to collaborate with
others (yr 5)

POWERPOINT (2 LESSONS)

Communication

- Identify success criteria for
creating digital content for a
given purpose and audience (yr
6)

- Ewvaluate their own content
against success criteria and
make improvements accordingly

(yr 6)

WORD (2 Lessons)




Yrl

FEDERATION COVERAGE - AUTUMN 2

Yr2

Yr3

Yra

YrS

Yreo

Aut 2

E-Safety x 2 LESSONS

Online relationships
(https://projectevolve.co.uk/toolkit/years/year-

E-Safety x 2 LESSONS

Online relationships
(https://projectevolve.co.uk/tool

E-Safety x 2 LESSONS

Online relationships
(https://projectevolve.co.uk/tool

E-Safety x 2 LESSONS

Online relationships
(https://projectevolve.co.uk/toolkit/y

E-Safety x 2 LESSONS

Online relationships
(https://projectevolve.co.uk/toolkit/yea

E-Safety x 2 LESSONS

Online relationships
(https://projectevolve.co.uk/toolkit/

one/online-relationships/) LOOK TO COVER ALL
TARGETS IN OME LESSON THE BEST YOU CAN.

Online bullying
(https://projectevolve.co.uk/toolkit/years/year-
one/online-bullying/}

kit/years/year-two/online-
relationships/) LOOK TQO COVER
ALL TARGETS IN ONE LESSON
THE BEST YOU CAM.

Online bullying
(https://projectevolve.co.uk,/tool
kit/years/year-two/online-
bullying/)

LOOK TO COVER ALL TARGETS IN
ONE LESSON THE BEST YOU CAN.

kit/years/year-three/online-
relationships/)

LOOK TO COVER ALL TARGETS IN
ONE LESSON THE BEST YOU CAN.
YOU MAY NEED TO TACKLE
SOME TARGETS IN S5UM 2

Online bullying
(https://projectevolve.co.uk/tool
kit/years/year-three/online-
bullying/) LOOK TO COVER ALL
TARGETS IN ONE LESSON THE
BEST YOU CAN.

ears/4/online-relationships/)
LOOK TO COVER ALL TARGETS IN ONE
LESSOMN THE BEST YOU CAN.

Online bullying
{https://projectevolve.co.uk/toolkit/y
ears/4/online-bullying/) LOOK TO
COVER ALL TARGETS IN ONE LESSON
THE BEST YOU CAN.

rs/5/online-relationships/)
LOOK TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAMN.

Online bullying
(https://projectevolve.co.uk/toolkit/yea
rs/S/online-bullying/) LOOK TO COVER
ALL TARGETS IN ONE LESSON THE BEST
YOU CAN. YOU MAY NEED TO TACKLE
SOME TARGETS IN SUM 2

years/6/online-relationships,) LOOK
TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN.

Online bullying
(https://projectevolve.co.uk/toolkit/
years/6/online-bullying/)

LOOK TO COVER ALL TARGETS IN
OMNE LESSON THE BEST YOU CAN.

Computing science (3 LESSONS)
Coding — All barefoot based around algorithms

- Identify and list the steps of a known task in
order (yr 1)

- Understand that we control computers by
giving them instructions (yr 1)

- Understand what an algorithm is (yr 1)

- Create a simple algorithm {yr 1)

- ldentify and explain patterns in groups of
objects (yr 1)

- Predict the outcome of a simple algorithm
or program (yr 1)

- Understand that computers have no
intelligence and we have to program them
to do things (yr 1)

Computing science (3 LESSONS)
Coding — All barefoot based
around algorithms

- Understand that the order of
instructions in an algorithm is
important (yr 2)

-  Understand that instructions
in an algorithm need to be
clear and unambiguous (yr 2)

- Ewvaluate the success of an
algorithm or program (yr 2)

- Identify and correct errors in
a given algorithm or program

(debugging) (yr 2)

Computing science (3 LESSONS)

- Remix and change an existing
program (yr 3)

- Predict the outcome of a
program, e.g. Scratch (yr 3)

http://code-it.co.uk/wp-
content/uploads/2019/04/dialo
gue vC.pdf (PLAN including links
inside)

Computing science (2 LESSONS)

- Use repetition to make programs
more efficient (yr 4)

- Use forever loops in a program (yr
4)

- Create a program using a range of
events/inputs to control what
happens (yr 4)

- Decompose a problem and create
a solution for each step (yr 4)

http://code-it.co.uk/wp-
content/uploads/2019/05/sequencet

oloopPLAN.pdf
[(PLAN — Links inside)

Computing science (3 LESSONS)

- Recognise that different solutions
exist for the same problem (yr 5)

- Predict what will happen in a
program or algorithm (e.g. change
of output) when the input changes
(e.g. sensor, data or event) (yr 5)

http://code-it.co.uk/wp-
content/uploads/2019/10/makingchoic
esPLAN.pdf

(PLAN — Links inside)

Computing science (3 LESSONS)

- Recognise variables in a
program (yr &)

- Create simple variables, e.g. to
keep score or remove lives in a
game (yr 6)

- Combine a variable with
relational operators (< = >) to
determine when a program
changes, e.g. if score = 5, say
“well done” (yr 6)

http://code-it.co.uk/wp-
content/uploads/2019/05/basicPro

cedurePlan.pdf
[PLAN — Links inside)

Data (Database) (2 LESSONS)

- ldentify an object by asking yes/no
questions (yr 1)

-  Recognise charts, tables or branching
databases and understand why we use
them (yr 1)

- Explain information shown in a simple
chart, pictogram, infographic or database

(yr 1)

- Identify an object using a branching
database (yr 1)

- Recognise an error in a branching database.
(yr 1)

Data (Database) (2 LESSONS)

- Create a branching database
using pre-prepared images
and questions (yr 2)

- Explain how different formats
communicate information
and their benefits (yr 2)

- Independently plan out and
create a branching database
(yr 2)

- Ewvaluate a given branching
database and suggest
improvements (yr 2)

Data (Database) (2 LESSONS)

- Appreciate that different
programs work with different
types of data, e.g. text,
number (yr 3)

- Explore a record database to
find out information (yr 3)

-  Know that there is a
difference between data and
information (yr 3)

- Use filters in a database to
find out specific information
(yr 3)

Data (Database) (2 LESSONS)

- Enter data into a database
package and test (yr 4)

- Draw conclusions from
information stored in a database,
table or chart (yr 4)

Data — (Database) (2 LESSONS)
- Question a database using more
complex searches

- Design and create a database

- Create a graph from a data (both
databases and spreadsheets)

Data — Database (2 LESSONS)

- Design their own form of data
collection independently for a
specific purpose (yr 6)




FEDERATION COVERAGE - SPRING |

Sprl

How a computer works — (Repeat targets from
previous year)

How a computer works — (Repeat
targets from previous year)

How a computer works — (Repeat
targets from previous year)

How a computer works — (Repeat
targets from previous year)

How a computer works - (Repeat
targets from previous year)

How a computer works — (Repeat
targets from yr 4)

Data (Charts) (LESSON 2)

- Recognise charts, tables or branching
databases and understand why we use
them (yr 1)

Data (Charts) (2 LESSONS)

- Understand that the
guestions you ask are
important, when collecting

Data (Database) (2 LESSONS)

- Understand the benefits of
using a computer to create

Data (Charts) (2 LESSONS)

- Draw conclusions from
information stored in a database,
table or chart (yr 4)

Data - Spreadsheets (2 LESSONS) -

- Create a graph from a data (both
databases and spreadsheets) {yr 5)

- Use a range of mathematical

Data — Spreadsheet (2 LESSONS)

Design their own form of data
collection independently for a

- Explain information shown in a simple data (yr 2) charts and databases (yr3) |- Present datain a number of formula with data (yr 5) specific purpose (yr 6)
chart, pictogram, infographic or database - Understand that search different ways to convey
{yr1) englines store Information In information (yr 4)
- Use specific software to create simple databases (yr 3)
charts (yr 1) - Design a questionnaire and
- Collect data on a topic [eye colour, pets collect a range of data on a
etc.) (yr 1) theme (yr 3)
- Present data In a pictogram independently
(yr1)
Communication Communication Communication Communication Communication

Understand that you can edit and change
digital content (yr 1)

- Select basic options to change the
appearance of digital content (yr 1)

- Combine media with support to present
information, e.g. text and images (yr 1)
Apply edits to digital content to achieve a
particular effect (yr 1)

WORD (2 LESSONS)

Plan out digital content (yr 2)

- Present ideas and
information by combining
media independently [yr 2)
Talk about what makes digital
content good or bad (yr 2)

- Edit digital content to
improve it (yr 2)

POWERPOINT (2 LESSONS)

- Know how to copy text and

images into a another

document (yr 3)

Edit existing media to make

new content with an

awareness of copyright (yr 3)

- Evaluate existing and their
own digital content (yr 3)

- Edit digital content to
improve it according to
feedback (yr 3)

POWERPOINT (2 LESSONS)

Design and create digital content
for a specific purpose (yr 4)

- Collaborate with peers using
online tools, e.g. blogs, Google
Drive, Office 365 (yr 4)
Collect, organise and present
information effectively using a
range of media (yr 4)

- Use arange of tools to edit and
enhance media for a particular
effect (yr 4)

POWERPOINT (2 LESSONS)

Communication (Text)

- Identify and use appropriate
hardware and software to fulfil a
specific task [yr 5)

- Remix and edit a range of existing
and their own media to create
content (yr 3)

- Recognise the audience when
designing and creating digital
content (yr5)

- Understand the benefits of using
technology to collaborate with
others (yr 5)

WORD (2 LESSONS)

|dentify success criteria for
creating digital content for a
given purpose and audience (yr
b)

- Evaluate their own content
against success criteria and
make improvements accordingly

(yr 6}

POWERPOINT (2 Lessons)




Yrl

FEDERATION COVERAGE - SPRING 2

Yr2

Yr3

Yrd

Yr5

Yr6

Spr 2

E-Safety x 2 LESSONS

Managing online information (COMING SOON)

Online reputation

(https://projectevolve.co.uk/toolkit/years/year-
one/online-reputation/) LOOK TO COVER ALL
TARGETS IN ONE LESSON THE BEST YOU CAN.

E-Safety x 2 LESSONS

Managing online information
(COMING SOON)

Online reputation
(https://projectevolve.co.uk/tool
kit/years/year-two/online-
reputation/)

LOOK TO COVER ALL TARGETS IN
ONE LESSON THE BEST YOU CAN.

E-Safety x 2 LESSONS

Managing online information
(COMING SOON)

Online reputation

(https://projectevolve.co.uk/tool

kit/years/year-three/online-

reputation/) LOOK TO COVER ALL

TARGETS IN ONE LESSON THE
BEST YOU CAN.

E-Safety x 2 LESSONS

Managing online information
(COMING SOON)

Online reputation
(https://projectevolve.co.uk/toolkit/y
ears/4/online-reputation/) LOOK TO
COVER ALL TARGETS IN ONE LESSON
THE BEST YOU CAN.

E-Safety x 2 LESSONS

Managing online information (COMING
SOON)

Online reputation
(https://projectevolve.co.uk/toolkit/yea
rs/5/online-reputation/) LOOK TO
COVER ALL TARGETS IN ONE LESSON
THE BEST YOU CAN.

E-Safety x 2 LESSONS

Managing online information
(COMING SOON)

Online reputation
(https://projectevolve.co.uk/toolkit/
years/6/online-reputation/) LOOK
TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN.

Multimedia (Vision)
Use pictures to create short simple
animations (yr 1)

Stop motion animation (2 lessons)

Computing Science (2/3 Lessons)

Understand that the order of
instructions in an algorithm is
important (yr 2)

- Understand that instructions
in an algorithm need to be
clear and unambiguous (yr 2)
Evaluate the success of an
algorithm or program (yr 2)

- Identify and correct errors in
a given algorithm or program
(debugging) (yr 2)

Coding = Knock Knock (2/3
LESSONS)

Multimedia (Sound and Vision)
- Tobe able to create a short

video using filters, transitions

and the trimming tool (yr 3)

- Use pictures to create a more

substantial animation. (yr 3)

Video editing (2 lessons)

Stop animation (2 lessons)

Computing Science (3 LESSONS)

Use repetition to make programs
more efficient (yr 4)

- Use forever loops in a program (yr
4)
Create a program using a range of
events/inputs to control what
happens (yr 4)

- Decompose a problem and create
a solution for each step (yr 4)

http://code-it.co.uk/wp-
content/uploads/2019/06/toygiveaw

ayPLAN.pdf
(PLAN - Links inside)

Multimedia (Sound and Vision)
- To be able to edit videos to include
titles, voiceovers, volume boosting and

to amend speed where necessary.

- To be able to edit videos using the
green screen.

Video editing (2/3 lessons)

Green Screen editing (1 lesson)

Multimedia (Sound and Vision)
- Tocreate and edit an
independent video project (yr 6)

Computing Science (3 LESSONS)

Recognise variables in a
program (yr 6)

- Create simple variables, e.g. to
keep score or remove livesin a
game (yr 6)

Combine a variable with
relational operators (< =>) to
determine when a program
changes, e.g. if score > 5, say
“well done” (yr 6)

http://code-it.co.uk/wp-
content/uploads/2019/05/NestedL
oopsProcedurePlan.pdf (PLAN -
Including links)
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Yr2

Yr3

Yrd

¥r5

¥ré

Sum

E-Safety x 2 LESSONS

Privacy and Security
(https=-/fprojectevolve.co.ukftoolkit/years fyear-

E-Safety x 2 LESSONS

Privacy and Security
(https-//fprojectevolve co. uk/ftool

E-Safety x 2 LESSONS

Privacy and Security
(https-/fprojectevolve. co uk/ftool

onefprivacy-and-security/) LOOK TO COVER ALL
TARGETS IN ONE LESSON THE BEST YOU CAN.

Copyright and Ownership
(https://projectevolve. co. uk/toolkit/years
onefcopyright-and-ownership/) LOOK TO
COVER ALL TARGETS IN ONE LESSON THE BEST
YOUuU CAN.

ear-

kitfyears/year-two/privacy-and-
security/) LOOK TO COVER ALL
TARGETS IN ONE LESSON THE
BEST YOU CAN. YOU MAY NEED
TO TACKLE 50ME TARGETS IN
s5uUmM 2

Copyright and Ownership
(https://projectevolve.co.uk/tool
kit/yvears/year-two/copyright-
and-ownership/) LOOK TO COVER
ALL TARGETS IN ONE LESSON
THE BEST YOU CAN.

kit/years/year-three/privacy-and-
security/) LOOK TO COVER ALL
TARGETS IN ONE LESSON THE
BEST YOU CAN. YOU MAY NEED
TO TACKLE SOME TARGETS IN
s5um 2

Copyright and Ownership

(https: rojectevolve.co.uk/tool
kit/years/year-three/copyright-
and-ownership/) LOOK TO
COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN.

E-Safety x 2 LESSONS

Privacy and Security

https://projectevolve.co.u
ears/4/privacy-and-securi
LOOK TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN. YOU
MAY NEED TO TACKLE SOME
TARGETS IN 5UM 2

toolkit

Copyright and Ownership

(https: rojectevolve co.uk/toolkit
ears/4/copyright-and-ownership/)
LOOK TO COVER ALL TARGETS IN ONE
LESSON THE BEST YOU CAN.

E-Safety x 2 LESSOMNS

Privacy and Security
(https://projectevolve. co uk/toolkit/vea

rs/5/privacy-and-security/) LOOK TO
COVER ALL TARGETS IN ONE LESS0ON
THE BEST ¥YOU CAMN.

Copyright and Ownership

(bttps: rojectevolve co ukftoolkit/vea
rs/5/copyright-and-ownership/)

LOOK TO COVER ALL TARGETS IN ONE
LESSOMN THE BEST YOU CAN.

E-Safety x 2 LESSONS

Privacy and Security
(bttps://projectevolve.co.ukftoolkit

years/6/privacy-and-security/f)
LOOK TO COVER ALL TARGETS IN

OME LESSON THE BEST YOU CAN.
YOU MAY NEED TO TACKLE SOME
TARGETS IN 5UM 2

Copyright and Ownership
(COMING SOON)

Computing Science (3 LESSONS)

- |dentify and list the steps of a known task in
order (yr 1)

= Understand that we control computers by
giving them instructions (yr 1)

- Create a simple program e.g. to control a
sprite (yr 1)

-  Understand what an algorithm is (yr 1)

- Create a simple algorithm (yr 1)

- ldentify and explain patterns in groups of
objects (yr 1)

- Debugan errorin a simple algorithm or
program e.g. in Scratch Jr (yr 1)

- Predict the outcome of a simple algorithm
or program (yr 1)

-  Understand that computers have no
intelligence and we have to program them
to do things (yr 1)

- Coding - {1 LESSON)
https://barefootcas.org.uk/barefoot-
primary-computing-
resources/computational-thinking-
approaches/tinkering/ks1-activity-scratch-

junior-tinkering/

Coding — Travelling — (2 LESSONS)
http://code-it.co.uk/scratchjriravelling

Multimedia (Vision)

-  Create a short video joining 2
or more clips together (yr 2)

= Introduce how a green screen
can be used for pictures and
video (yr 2)

Green Screen Video (2/3 lessons)

Computing Science (3 LESS0NS)

-  Understand that we can
decompose a problem into
smaller steps to make it
simpler (yr 3)

= Remix and change an existing
program (yr 3)

-  Predict the outcome of a
program, e.g. Scratch (yr 3)

http://code-it.co.uk/wp-
content/uploads/2019/10/explo
ringsequencePLANalt.pdf (PLAN
— Links inside)

Multimedia (Sound and Vision)

- To be able to use sound effects,
soundtracks and titles when
editing videos (yr 4)

Video editing (3 lessons)

Computing Science (3 LESSONS)

-  Recognise that different solutions
exist for the same problem (yr 5)

- Predict what will happen in a
program or algorithm (e.g. change
of output) when the input changes
|e.g. sensor, data or event) (yr 5)

- Use two-way selection, i.e. if...
then... else... (yr 5)

-  Create programs including repeat
until loops (yr 5)

-  Understand the difference between
and use if.. then_. and if... then...
else... statements (yr 5)

hitp://code-it.co.ukfwp-

contentfuploads/20193/09/wizardschoi
cesPLAN.pdf (PLAN — Links inside)

Video editing (3 lessons)

- To create and edit an independent
video project (yr 6)

—Set the children a creative
challenge (linked to the topic if
possible) where they need to
create a video for a specific
purpose (advertise something, how
to video etc) They would continue
to use iMovie to edit them (Green
screen if needed) and they can then
be exported to the cameral roll
when created and saved onto the
Google Drive (children can be
reminded how to do this
themselves)




FEDERATION COVERAGE - SUMMER 2

Sum

E-safety x 2
repeat two of the areas judged to need further
work.

E-safetyx 2
repeat two of the areas judged to
need further work.

E-safety x 2
repeat two of the areas judged to
need further work.

E-Safety x 2
repeat two of the areas judged to
need further work.

E-Safety x 2
repeat two of the areas judged to need
further work.

E-Safety x 2
repeat two of the areas judged to
need further work.

Communication

- Understand that you can edit and change
digital content (yr 1)

- Select basic options to change the
appearance of digital content (yr 1)

- Combine media with support to present
information, e.g. text and images (yr 1)

- Apply edits to digital content to achieve a
particular effect (yr 1)

POWERPOINT (2 LESSONS)

Communication

- Plan out digital content (yr 2)

- Present ideas and
information by combining
media independently (yr 2)

- Talk about what makes digital
content good or bad (yr 2)

-  Edit digital content to
improve it (yr 2)

WORD (2 LESSONS)

Communication

- Know how to copy text and
images into a another
document (yr 3)

- Edit existing media to make
new content with an
awareness of copyright (yr 3)

- Ewvaluate existing and their
own digital content (yr 3)

- Edit digital content to
improve it according to
feedback (yr 3)

WORD (2 LESSONS)

Communication

Design and create digital content
for a specific purpose (yr 4)
Collaborate with peers using
online tools, e.g. blogs, Google
Drive, Office 365 (yr 4)

Collect, organise and present
information effectively using a
range of media (yr 4)

Use a range of tools to edit and
enhance media for a particular
effect (yr 4)

GOOGLE SLIDES (2 LESSONS)

Communication (Presentation) —

- Identify and use appropriate
hardware and software to fulfil a
specific task (yr 5)

- Remix and edit a range of existing
and their own media to create
content (yr 5)

- Recognise the audience when
designing and creating digital
content (yr5)

- Understand the benefits of using
technology to collaborate with
others (yr 5)

GOOGLE SLIDES (2 LESSONS)

Communication

- ldentify success criteria for
creating digital content for a
given purpose and audience (yr
g)

- Evaluate their own content
against success criteria and
make improvements accordingly

{yr &)

WORD (2 Lessons)

Computing Science (2 LESSONS)

- Identify and list the steps of a known task in
order (yr 1)

- Understand that we control computers by
giving them instructions (yr 1)

- Create a simple program e.g. to control a
sprite (yr 1)

- Understand what an algorithm is (yr 1)

- Create a simple algorithm (yr 1)

- Identify and explain patterns in groups of
objects (yr 1)

- Debug an error in a simple algorithm or
program e.g. in Scratch Jr (yr 1)

- Predict the outcome of a simple algorithm
or program (yr 1)

- Understand that computers have no
intelligence and we have to program them
to do things (yr 1)

Coding — Dancing - http://code-

it.co.uk/scratchjrdance

Computing Science (3 LESSONS)

- Understand that the order of
instructions in an algorithm is
important (yr 2)

- Understand that instructions
in an algorithm need to be
clear and unambiguous (yr 2)

- Ewaluate the success of an
algorithm or program (yr 2)

- Identify and correct errors in
a given algorithm or program
(debugging] (yr 2)

Barefoot Coding — Scratch
Tinkering Activity -
https://barefootcas.org.uk/baref
oot-primary-computing-
resources/computational-
thinking-
approaches/tinkering/key-stage-

1-2-activity-scratch-tinkerin,

Coding —Magic Carpet
http://code-it.co.uk/carpet

Computing Science (3 LESSONS)

- Understand that we can
decompose a problem into
smaller steps to make it
simpler (yr 3)

- Remix and change an existing
program (yr 3)

- Predict the outcome of a
program, e.g. Scratch (yr 3)

- Use diagrams to represent an
algorithm, e.g. a flowchart

(yr 3)

http://code-it.co.uk/wp-
content/uploads/2020/04/sequ
enceandinputsPLAN.pdf

(PLAN — Including links)

Computing Science (3 LESSONS)

Use repetition to make programs
more efficient (yr 4)

Use forever loops in a program (yr
4)

Create a program using a range of
events/inputs to control what
happens (yr 4)

Decompose a problem and create
a solution for each step (yr 4)

http://code-it.co.uk/wp-

content/uploads/2019/06/continuou

sloopsgamePLAN.pdf
(PLAN — Including links)

Computing Science (3 LESSONS)

- Recognise that different solutions
exist for the same problem (yr 5)

- Predict what will happen in a
program or algorithm (e.g. change
of output) when the input changes
(e.g. sensor, data or event) (yr 3)

- Use two-way selection, i.e. if...
then... else... (yr 5)

- Create programs including repeat
until loops (yr 5)

- Understand the difference between
and use if... then... and if... then...
else... statements (yr 5)

http://code-it.co.uk/wp-
content/uploads/2019/06/conditionsta
rtsactionPLAN.pdf (PLAN)

Computing Science (3 LESSONS)

- Recognise variables in a
program (yr 6)

- Create simple variables, e.g. to
keep score or remove livesin a
game (yr 6)

- Combine a variable with
relational operators (< =) to
determine when a program
changes, e.g. if score > 5, say
“well done” (yr &)

http://code-it.co.uk/wp-
content/uploads/f2019/06/ShapeVa
riablesPlan.pdf (PLAN — Including
links)




A MORE DETAILED VERSION OF THE WHOLE
FEDERATION COVERAGE
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PLANNING DOCUMENTS — MEDIUM TERM

All Planning Available At The Link Below (ALL TERMYS)

https://drive.google.com/drive/folders/11c9s0-c-9Se0TdeH5z2KLCDmxg2Banb5



https://drive.google.com/drive/folders/1Ic9s0-c-9Se0TdeH5z2KLCDmxg2Banb5
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Class teachers use assessment to track the achievements of pupils
through the computing subsections. This can influence next steps for - I R B . et

pupils and the level of support needed. | | [T |7 - o

| will use assessment to analyse summative data through the monitoring

and evaluating process. i e _
Key computing targets for each sequence of lessons and children should

be assessed against these. N N

The assessment model is designed to support all pupils to access the
computing curriculum and also challenge higher attaining pupils.
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MONITORING AND EVALUATING

Impact of the implementation of the computing curriculum is measured in a variety of ways.
These include:

* Pupil Conferencing

*  Work Scrutiny — alongside teacher’s planning

¢ Assessment data

* Learning walks

¢ Learning environment

EVIDENCE ATTAINED FROM THESE FOLLOWS ON THE NEXT SLIDES (SPLIT INTO YEAR GROUPS)




COMPUTING IN EYFS

* Information Technology — Data

* Information Technology - Multimedia

* Information Technology — Communication
* Computing Science

* Digital Literacy — E-Safety

* Digital Literacy — How a computer works




INFORMATION TECHNOLOGY - GENERAL




INFORMATION TECHNOLOGY - DATA




INFORMATION
TECHNOLOGY -
MULTIMEDIA




INFORMATION TECHNOLOGY -
COMMUNICATION




COMPUTING SCIENCE




DIGITAL LITERACY — E-SAFETY

This half term we are exploring how to stay safe and have linked this to our ICT focus too. We have

been discussing toys from the past and present and this led us to thinking about technology that we
now use at home as toys. We discussed how we stay safe with toys like scooters (helmets), marbles 410 I'c Bo
and small toys like lego pieces (not putting in our mouths) etc and the children were surprised to 3
hear that gadgets could pose them dangers too.
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We unpicked dangers that we can see and dangers we can’t see and explained to children that when
using the Internet Stranger Danger is something we need to be aware of, even if we can’t see the
Stranger. We used Smartie the Penguin to consider problems/dangers we might face whilst on the
internet and discussed solutions e.g. what happens if a scary or not nice picture pops up when we
are playing a game? Are we allowed to play the same games as older people in the house? Why /
why not?

We showed children pictures of different devices and asked them to see if they had them and/or
used them at home. The children were surprised to learn that all the devices we showed could be
connected to the internet and this led to children asking things like, “What is the internet? How does
it work?’

In class we are using school computers to explore the 2 Simple Software, with the aim of getting
children more confident in switching on computers, navigating to and within a particular program
and gaining independence to log off and switch off computers fully.



DIGITAL LITERACY — HOW A COMPUTER WORKS




COMPUTING IN YEAR |

* Information Technology — Data

* Information Technology - Multimedia

* Information Technology — Communication
* Computing Science

* Digital Literacy — E-Safety

* Digital Literacy — How a computer works




INFORMATION TECHNOLOGY - DATA




INFORMATION TECHNOLOGY -
MULTIMEDIA

https://drive.google.com/drive/fol
ders/IHN4H2iW80lI XYBBWC1
JEULWJH|OcVYFy

Video examples at this link

https://drive.gooqgle.com/drive/folders/17nF
YBDjv97C74ubiKOHoMuYkEuhqit-S

Video examples at this link!


https://drive.google.com/drive/folders/17nFYBDjv97C74ubiKOHoMuYkEuhqit-S
https://drive.google.com/drive/folders/1HN4H2iW80I_XYBBWC1JFULwJHj0cvYFy

INFORMATION TECHNOLOGY -
COMMUNICATION

https://drive.qgoogle.com/drive/folders/1MaqVzOPG92

h9ngL3K2lySOIgp_4tmAvLX

See documents that were created at this link

2]
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verPoint Presentat



https://drive.google.com/drive/folders/1MqVzOPG92h9nqL3K2IySOIqp_4tmAvLX
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| can axplain mules v keep us safe when we are using technology both in and begord the home.

| Rules that help at home Rules to help at school

/ & ¥

/ fmfas
Nox 6g€fe
b (EATNY

S oo I

Communicate

Managing online information

0
e 2 {%Y




Whose is this? \
Match the work |
to the owner. » o

What ihir’igs belong
to you at home?
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What things belong
to you at school?

DIGITAL LITERACY — E-SAFETY (CTD)

Diya Simon

Copyright and ownership

projectevolve.co.uk
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Copyright and Ownership
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DIGITAL LITERACY — HOW A COMPUTER WORKS




COMPUTING IN YEAR 2

* Information Technology — Data

* Information Technology - Multimedia

* Information Technology — Communication
* Computing Science

* Digital Literacy — E-Safety

* Digital Literacy — How a computer works




INFORMATION TECHNOLOGY - DATA




INFORMATION TECHNOLOGY - MULTIMEDIA




INFORMATION TECHNOLOGY -
COMMUNICATION




COMPUTING SCIENCE
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DIGITAL LITERACY — E-SAFETY

What could you say?

New friends group
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COMPUTING IN YEAR 3

* Information Technology — Data

* Information Technology - Multimedia

* Information Technology — Communication
* Computing Science

* Digital Literacy — E-Safety

* Digital Literacy — How a computer works
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INFORMATION TECHNOLOGY -
MULTIMEDIA

See video at this link:
https://drive.google.com/drive/
u/O/folders/101TidnAAce7cJ

G6qOHHxbZIMketGth50



https://drive.google.com/drive/u/0/folders/1O1TidnAAce7cJG6qOHHxbZIMketGth5O
https://drive.google.com/drive/u/0/folders/1Iko3EOJ43-J3xwDwkut1_y9iwxgjlsoC
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COMPUTING SCIENCE
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How to draw & Crazy Character called:
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Ladybiug Manch Game
PRIV Scratch 3 Page 1
PREDICT

Now stae Scratch, load the
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o to e Hyou were ight.

Ladybur Wunch Game
USE MODIFY CREATE Page 1
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hat ey wil poist the lacybug 180 dogrees?

2, What ey will mowe the Ladyug S 169
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DIGITAL LITERACY — E-SAFETY
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SAY NO TO
BULLYING!
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Respect!
Happiness is the world.
Spread the word.

Will you be the kind one?

You don't need to pay to be kind!
Bo kind.

Mean people are not happy!

Be happy! Spread joy!

Step ullyingfrom ths vkl xveyeme!




DIGITAL LITERACY — HOW A COMPUTER WORKS

Emdia

Topuk ‘ O ukpus

ll‘iﬁ(l)‘g,
@ m
LA

Lo Adeasagid  the pants P s PN Lo Pikes
sxplant Avhak oo ukpak and gk

ol
Qe -




COMPUTING IN YEAR 4

* Information Technology — Data

* Information Technology - Multimedia

* Information Technology — Communication
* Computing Science

* Digital Literacy — E-Safety

* Digital Literacy — How a computer works




INFORMATION TECHNOLOGY - DATA
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INFORMATION TECHNOLOGY - MULTIMEDIA

See the videos at this link:
https://drive.google.com/driv
e/u/O/folders/11Bro3laPHz1
-7cNymxC2|V6NrBPbAf2C

IM d{:ém W b 2 E v


https://drive.google.com/drive/u/0/folders/11Bro3laPHz1-7cNymxC2jV6NrBPbAf2C

INFORMATION TECHNOLOGY -
COMMUNICATION
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DIGITAL LITERA

Respect - your own defil

Respect means...
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Signs & Symptoms
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Respect - your own definition

Respect means...
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DIGITAL LITERACY — E-SAFETY |
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COMPUTING IN YEAR 5

* Information Technology — Data

* Information Technology - Multimedia

* Information Technology — Communication
* Computing Science

* Digital Literacy — E-Safety

* Digital Literacy — How a computer works




INFORMATION TECHNOLOGY - DATA
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INFORMATION TECHNOLOGY - MULTIMEDIA

See videos here:
https://drive.google.com/drive/u/O/folders/1zioj0

XANal1J3gI5G8NMNtSH8fX4S2Jyo

See videos here:

https://drive.qooqgle.com/drive/u/O/folders/1b6N
28VXgsNLG4TEEI6 UQYUuylALWZA9



https://drive.google.com/drive/u/0/folders/1zioj0XANa1J3qI5G8NmNt5H8fX4S2Jyo
https://drive.google.com/drive/u/0/folders/1zioj0XANa1J3qI5G8NmNt5H8fX4S2Jyo
https://drive.google.com/drive/u/0/folders/1b6N28VXgsNL64TEEI6_UQYUuyIALwZA9

INFORMATION TECHNOLOGY -
COMMUNICATION

'FLORIDA! |
e

https://drive.qoogle.com/drive/folders/1yl
9aZzp2snLllgAFzgFNEARPQgblyACM

SEE DRIVE LINK FOR PPT AND
WORD DOCUMENT EXAMPLES



https://drive.google.com/drive/folders/1y19aZzp2snLIlgAFzqFNEARpQqblyACM

Computer Science

Count controlled loops
Bow 4 times: Loop 3 times
Stand Sit

COMPUTING SCIENCE
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COMPUTING IN YEAR 6

* Information Technology — Data

* Information Technology - Multimedia

* Information Technology — Communication
* Computing Science

* Digital Literacy — E-Safety

* Digital Literacy — How a computer works




define

INFORMATION TECHNOLOGY - DATA

&8 [s=arcn record 1 ta 17 of 17
Name Year Born Death Year Age At Death How Many Wives How Many Children Beginning Of Reign
Alfred The Great B49 899 50 1 5 886
Edward the Elder 874 924 50 3 14 899
Ethelstan 894 939 45 [} 0 924
Edmund | 521 946 rt} 2 2 939
Eadred 923 955 1 0 0 946
Eadwig 940 959 19 1 [ 955
Edgar the Peaceful 943 975 £} 2 3 959
Edward the Martyr 562 978 1 0 0 a75
Ethelred 966 1,016 48 H 12 978
Sweyn 963 1,014 50 2 8 1,013
Ethelred 966 1,016
Edmund Ironside 990 1,016

995 1,035

& database

J cefine ‘ form

Q& searc

Hame
Year Born

Death Year

Age At Death

How Many Wives
How Many Children
Beginning Of Reign

End OF Reign

Haw Lang They Reign

sort by [entered]

record 1 of 17

Alfred The Great
849
899

50

End Of Reign
299

X

How Lang They Reign ()

- UK/Russia
Populations

Anglo Saxon
Kings Data/Charts




INFORMATION TECHNOLOGY - MULTIMEDIA
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https://youtu.be/UKJzrrqOrwU

INFORMATION TECHNOLOGY -
COMMUNICATION

Ollie and Toby -
Saxon Gods

2

Molly and Tilly -
Saxon Homes




COMPUTING SCIENCE
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DIGITAL LITERACY — E-SAFETY
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NEXT STEPS —2020-21

NEXT STEPS INDIVIDUALS/ | ACTIONS

To capture pupil voice on the subject Subject lead - Create questionnaires (adapted for each key stage) in
and the delivery of the learning order to capture pupil voice.
- Use leadership time to go to both school sites and
capture the pupils views
- Use the views of the pupils to reflect on the subject
within the federation and create actions based on the
children’s views.

To prioritise gathering evidence of Subject - Disseminate to the teachers areas which were the

learning in areas most affected by the lead/teachers strongest for coverage and evidence last year.

pandemic (e.g. How a computer works) - Outline the importance of the areas that need the
coverage.

-  Guide the teachers on the use of assessment documents
to identify the relevant targets that need to be addressed
within the focus areas.

- Outline that these will be a focus of planning and work
scrutiny.



NEXT STEPS — PT 2

NEXT STEPS INDIVIDUALS/ | ACTIONS

To ensure all new computing Subject lead/IT - Review iPads and laptops for key software such as Scratch

equipment (from Freshwater) has all manager and Scratch JR.

relevant software on. - Give the IT manager a list of software required for the
curriculum.

- Follow up with the IT manager if there are any issues with
the software.

To observe the teaching of computing  Subject lead - To make time to schedule in one computing observation
(something not possible last year due to of each class in the federation.
bubbling) - To inform teachers ahead of time when these

observations will be.

- To observe the classes.

- To give feedback along specific criteria decided
beforehand based on planning and the lesson area (e.g.
digital literacy or computing science).

- To follow up with the class teacher to see evidence of the
feedback being followed up.



NEXT STEPS — PT 3

NEXT STEPS INDIVIDUALS/ | ACTIONS

TEAM

To set up a consistent VPN connection  Subject lead/IT To notify the IT manager of the need for a VPN
to allow file access Manager - Allow the IT manager access to the laptop to set up the
VPN
- To use the VPN to access the pupil documents in order
to access files directly for work scrutiny.
- To use the files as evidence in the portfolios.
- To use the files to give more detailed work scrutiny
feedback to teachers.

“
|



