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Continuing The Learning Journey Together

Computing Policy.
Date: September 2021
Review: September 2022
Social Media Policy


[bookmark: _Hlk505761786]      Introduction
Computing and ICT (Information and Communications Technology) play a vital role in our lives, particularly in current times where technologies are constantly changing and evolving. A sound knowledge and understanding of ICT and Computing enables and prepares pupils to be active participants in a world where work, and other activities, are increasingly transformed by access to varied and developing technology. It is our duty as educators to ensure all children have access to an education in which such technologies are available and to ensure that skills are taught and practiced to a high standard in a variety of ways.

The National Curriculum for Computing reflects the developments that have taken place over recent years; shifting focus from children learning how to use computers, to becoming competent and confident analytical thinkers, computer programmers and understanding how technology works.  The curriculum encompasses three main strands of Computing (C), Information and Communication Technology (ICT), and Digital Literacy (DL) which will be outlined in this policy.

This policy should be read in conjunction with the E-safety, Acceptable Usage and Social Media policies.

Purpose
This policy aims to reflect the academy values in relation to the learning and teaching of Computing, Information and Communication Technology (ICT) and Digital Literacy. It is intended to provide an overview of what we will do and act as a guide for teachers, learning support assistants, parents and carers and governors. 

The purpose of the C and ICT policy at Park Hall is:
· To establish a framework for teaching and learning which meets the requirements of the Computing Curriculum 2014;
· To promote a good understanding of what C, ICT and DL are and how they will look at Park Hall;
· To establish clear expectations for staff and pupils;
· To promote continuity and coherence throughout school;
· To establish clear procedures and guidelines for staff to operate within. 

Aims and Objectives
We aim for our curriculum to:
· Provide a whole school approach to C and ICT, ensuring continuity and progression;
· Provide children with opportunities to develop their computing capabilities in all areas specified by the National Curriculum Computing Programme of Study;
· Provide challenge and excitement for our pupils, both in C / ICT and through their use of technologies across the curriculum;
· Inspire children to be creative and innovative with new and emerging technologies.

We aim for members of staff to:
· Be confident users of new technologies to be able to use them effectively as powerful tools to support and enhance teaching and learning opportunities across the curriculum;
· Develop good subject knowledge in relation to C, ICT and DL so that they are able to deliver high quality lessons to enable pupils to be challenged and achieve highly;
· Use computing technologies, when appropriate, to improve access to learning for pupils with a diverse range of individual needs, including those with SEN and disabilities.
· Provide pupils with challenging, engaging and motivating lessons;
· Engage and develop creativity and cross-curricular use of technology in all subjects;
· Teach pupils the importance of and effective methods of e-safety; security, personal safety and confidentiality;

We aim for our children to:
· Become autonomous, independent users of computing technologies;
· Be confident users of new technologies and be able to experiment with them in different ways to communicate learning;
· Demonstrate effective practices, ensuring that they take responsibility for their on-line safety and model the academy values of respect, “Tweeting others the way we would like to be tweeted”. 
· Be able to use logical thinking and reasoning to solve problems;
· Gain and apply new skills and knowledge in the areas set out in the POS;
· Understand how their C and ICT learning in school impacts on their future lives;

The Computing Curriculum - C, ICT and DL 
The introduction of the Computing Curriculum focuses on three main areas:

•	Computer Science / Computing (C) – The ability to understand how technologies work and how to be an effective author of them. The ability to apply logical reasoning and computational thinking to solve problems.
•	Information and Communication Technologies (ICT) – The ability to be an effective and thoughtful user of technologies to store, present and communicate information. 
•	Digital Literacy (DL) - The ability to locate, organise, understand, evaluate, and analyse information using digital technology. It involves a working knowledge of current ‘high-technology’, and an understanding of how it can be used. 

As described above, C and ICT are different, but complimentary subjects. It is also important to note that much of our C curriculum will be non-computer based. The focus in this area is computational thinking and logical reasoning to equip our children with the thinking skills they will need to solve computer based problems.  
As described by Edsger Dijkstra – 
[image: ][image: ][image: ][image: ] “We need to do away with the myth that computer science is about computers. Computer science is no more about computers than astronomy is about telescopes, biology is about microscopes or chemistry is about beakers and test tubes. Science is not about tools, it is about how we use them and what we find out when we do.”

 At Park Hall Academy, the curriculum will be planned and taught based on these three key areas. The following pages show the long term plan for the three aspects of the curriculum.
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Learning and Teaching
We recognise that all classes have children with a wide range of computing abilities. This is especially true when some children have access to technology at home, while others do not. We provide suitable learning opportunities for all children by matching the challenge of the task to the ability and experience of the child. The children should be given as many opportunities as possible to apply their C, DL and ICT skills across the curriculum in creative ways. Teachers will show the coverage of learning objectives in curriculum chronicles. Where appropriate, planning must be linked to topics being studied. 
Computing Curriculum Planning 
Computing is a core subject in the National Curriculum. The school uses this as a basis for its curriculum planning. We use Teach Computing and Code.org schemes of work to  ensure that learning and teaching is progressive and that children’s prior learning is built upon. We ensure that children of all abilities are challenged to ensure that all pupils make at least good progress. 
Parents and carers are required to give signed authorisation before their child can use the Internet. Parents and carers are however, assured that their child’s use of the Internet at school is always supervised. 
Cross Curricular Learning
The teaching of computing contributes to the learning and teaching in all curriculum areas. It also offers ways of impacting on learning which are not possible with conventional methods. Teachers use software to present information visually, dynamically and interactively, so that children understand concepts more quickly. Teachers are encouraged to use the 1:1 iPads across all subjects if they can enhance learning. 
Computing and Inclusion
It is our policy that all children regardless of race, class or gender or ability have the same opportunities to develop their Computing and ICT capabilities, in line with our Equal Opportunities Policy.
Assessment for Learning
[bookmark: _Hlk505762387]Teachers will assess children’s learning in computing by making informal judgements during lessons which inform future learning and teaching. Teachers use Magpie Education to assess individual children’s attainment and progress.


Teacher’s assess the children’s iPad skills continuously and the children are encouraged to mark off steps of the assessment they have achieved. See example below: 
[image: ]



The Computing and E-Safety Leader Will:
Oversee the planning, teaching and organisation of C and ICT / DL. The Computing and E-Safety Leader will be responsible for:

· Raising standards in C and ICT/ DL across the academy by:
· Supporting others in planning, teaching and assessment;
· Facilitating the use of ICT across the curriculum, in collaboration with other subject coordinators;
· Ensuring staff are up to date with training to enable them to deliver the curriculum confidently and effectively. 
· Providing advice to staff in terms of resourcing, planning, using software and equipment, effective resources;
· Managing school resources to ensure we have the technology to be able to deliver the new curriculum effectively;
· Monitoring the planning and delivery of the new C curriculum and reporting to the Principal

The Principal and Local Governing Body Will:
Provide support for the Computing and E-Safety Leader to fulfil their role, as outlined above. They will provide support by:

· Ensuring teachers are able to deliver the new curriculum by having access to the appropriate training and resources necessary;
· Providing opportunities for the Computing Leader to work with staff to plan and deliver lessons for the new curriculum;
· Reviewing policies relating to C, E-safety and Information Security.

The Class Teacher Will:
· Follow the guidelines set out in the C, E-safety and Information Security policies.
· Plan effective C and ICT / DL lessons using the objectives from the National Curriculum;
· Ensure all objectives for their year group are planned for either through discrete or cross-curricular lessons;
· Provide many opportunities for C and ICT / DL skills to be applied by pupils in a variety of ways, using a wide range of technology and software;
· Ensure that E-Safety is incorporated into all Computing lessons;
· Plan lessons which will support and/or challenge pupils as appropriate;
· Ensure they have access to a range of necessary resources to be able to deliver the curriculum effectively. This includes liaising with the Computing Leader to ensure that resources are available, ensuring equipment is ready to be used, and returning equipment for others to use. Any breakages or faults must be reported by teaching staff to the Computing Leader.
· Support the Computing Leader in monitoring and assessment by completing the relevant assessments.
· Ensure support staff have access to planning and have the knowledge and skills to be able to support and challenge them in completing tasks.

Support Staff Will:
· Ensure they have the relevant planning necessary to support and challenge pupils;
· Engage in training provided
· Ask for support from the class teacher and/or Computing Leader to ensure their training requirements are met.

Resources and Access
ICT resources are accessed and deployed in a variety of ways across the academy. This ensures that resources are effectively utilised and are easily accessible to enhance the delivery of an effective and powerful computing curriculum. 
We are fortunate to have access to a wide range of appropriate, high quality resources including 1:1 IPads from years 1-6. Curriculum use of these resources is well planned and designed to support the development of ICT capability. 
We use the skills and expertise provided by St Bart’s Multi Academy Trust, to provide high quality technical support.  We ensure that our systems are upgraded with forensic software and filters to ensure that they remain secure. In order to keep our school computers virus-free, every PC and laptop, including teacher’s laptops have current and up-to-date anti-virus software installed on them. No software from home will be installed on school computers 
To further safeguard all staff and children each member of staff and child has a unique username and password which is used to log onto the academy network. We have also purchased forensic software which monitors the usage and content accessed on all laptops and computers in school. This provides a regular detailed report to the Principal of the activity of all users in school 
Continued Professional Development
Across our academy, we have a wide range of staff with differing areas of skills and knowledge in terms of C and ICT / DL. There is an expectation that all staff with endeavour to keep up to date with new developments and requirements in this area. To support this, the Computing Leader, Principal and Governing Body will:

· Provide regular updates with regards to the curriculum;
· Identify key areas to develop staff knowledge and skills;
· Provide opportunities for staff continued professional development in areas identified and/or requested. This may be delivered by the Computing Leader or by Specialist Leaders in Education or external agencies;
· Identify areas of strength in knowledge and skills, and encourage members of staff to assist in training and supporting others, as well as leading by example and leading projects or specialism areas (E.g. programming, podcasting, blogging).

The coordination and planning of the computing curriculum are the responsibility of the subject leader, who also:
· supports colleagues in their teaching, by keeping staff informed of current developments in computing and by providing a strategic lead and direction for this subject;
· uses dedicated leadership time to review evidence of children’s work, and to observe computing lessons across the school.

Monitoring and Evaluation 
In order to ensure the curriculum is being planned for and delivered effectively, the Computing Leader will monitor the following:
· The training requirements of staff as new concepts and technologies are introduced to the curriculum;
· The impact of training already undertaken;
· Planning and assessment formats – taking on board any suggestions from staff on how they could be amended or used more effectively;
· Planning for each year group to ensure it is pitched appropriately, challenging, engaging, uses a wide range of resources and meets the requirements of the curriculum;
· Children’s work. This will be done in a variety of ways, including work scrutiny via SHOWBIE with commentary from the class teacher on how it was done; conversations with pupils; pupil skills audits;
· Computing teaching and learning by undertaking lesson observations.
· The impact of the Computing action plan and how this can be taken forward to further develop the subject;
· Academy resources to ensure staff and pupils have access to the appropriate and necessary equipment and software.

By monitoring the above areas, the Computing Leader, Principal and Governing Body will be able to identify any areas of strength and development. These will be used to inform the next action plan to ensure clear direction. 
Signed: 
Miss N. Dono, Mrs G Frost and the ‘I Leader Team’. 
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Park Hall Academy

Our Computing learning journey in Year 4

National Curriculum Objectives (Key Stage 2) -
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 internet; how they can provide multiple 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 discerning in evaluating digital content

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

Spring term Summer term

Roman Raiders (The internet & Audio Editing Monster Mysteries (Coding—sequencing, events, 100ps, conditionals & binary] Three Cheers for Chocolate (Data Logging) The Iron giant (photo edting)

The internet—Learners will apply their knowledge and understanding of networks, to appreciate the internet In this unit, pupils will consider how and why data
as a network of networks which need to be kept secure. They will learn that the World Wide Web is part of the ) ) ) ) X . is collected over time. Pupils will consider the - ) )
internet, and will be given opportunities to explore the World Wide Web for themselves in order to learn Learners will develop their understanding of algorithms, nested loops, while loops, conditionals and senses that humans use to experience the envi- In this unit, learners will develop their under-
about who owns content and what they can access, add, and create. Finally, they will evaluate online content more ronment and how computers can use special standing of how digital images can be changed
to decide how honest, accurate, o reliable it is, and understand the consequences of false information input devices called sensors to monitor the envi- | and edited, and how they can then be resaved
use logical reasoning to explain how some simple algorithms work and to detect and correct | ronment. Pupils wil collect data as well as access | - and reused- They will consider the impact that
ervors in algorithms and programs data captured over long periods of time. They will | editingimages can have, and evaluate the effec

Audio Editing—In this unit, learners will initially examine devices capable of recording digital audio, which will y s . y . y look at data points, data sets, and logging inter- tiveness of their choices.
include identifying the input device and output devices. Learners will discuss the ownership of digital audio and design, write and debug programs that accomplish specific goals, including controlling or vals. Pupils will spend time using a computer to

the copyright implications of duplicating the work of others. In order to record audio themselves, learners will simulating physical systems; solve problems by decomposing them into smaller parts ;f,,”;eg(,;:‘,;’ ;ﬂf',}’;:ed;f,aesl,z:': ot
use Audacity to produce a podcast, which will include editing their work, adding multiple tracks, and opening OB s %o automatically collect the data needad select, use and combine a variety of
and saving the audio files. Finally, learners will evaluate their work and give feedback to their peers. foanswer those uestions. software (including intemet services) on

a range of digital devices to design and
create a range of programs, systems and
content that accomplish given goals,
including collecting, analysing, evalu-
ating and presenting data and infor-
mation

select, use and combine a variety of
understand computer networks, including the internet; how they can provide multiple services, such software (including internet services) on
as the World Wide Web, and the opportunities they offer for communication and collaboration arange of digital devices to design and
use search technologies effectively, appreciate how results are selected and ranked, and be discern- create a range of programs, systems and
ing in evaluating digital content content that accomplish given goals,
select, use and combine a variety of software (including internet services) on a range of di i including collecting, analysing, evalu-
es to design and create a range of programs, systems and content that accomplish given goals, in- ::”;?o:"‘ presenting data ond infli Breciinte e resilts are selected e
cluding collecting, analysing, evaluating and presenting data and information ranked, and be discerning in evaluating
use technology safely and respectfully, keeping personal information private; identify where to go for digital content
help and support when they have concerns about content or contact on the internet or other online
technologies

use search technologies effectively, ap-

e use technology safely and respectfully,
keeping personal information private; iden-
tify where to go for help and support when
they have concerns about content or con-
tact on the internet or other online technol-
ogies

Managing Online Information Copyright & Ownership Privacy & Security Self Image & Identity

I can analyse information to make a judge- I can explain why copying someone else’s work | e Create and use strong and secure passwords

) ) - ®  lcan describe ways in which people
ment about probable accuracy, and I un- from the intemet without permission can cause might make themselves look different

derstand why it is important to make my problems
own decisions regarding content and that
my decisions are respected by others.

online.

I can give examples of what those problems

might be

Copyright & Ownership
I can explain what is meant by fake news,

When searching on the internet for content to .
i i ; . . When searching on the internet for con-
©.g why some people will create stories or use, | can explain why | need to consider who | e I

i o " . tent to use, | can explain wi need to
alter photographs and put them online to owns it and whether | have the right to reuse it ! P v
pretend something is true when it isn't. consider who owns it and whether | have

1 can give some simple examples the right to reuse it.
I can describe ways of identifying when

online content has been commercially
sponsored or boosted, (e.g. by commercial
companies or by vioggers, content crea-
tors, or influencers).

Kiajes aujuo

I can describe how fake news may affect
someone’s emotions and behaviour, and
explain why this may be harmful.

)
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National Curriculum Objectives (Key Stage 2) -
design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
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Park Hall Academy

Our Computing learning journey in Year 3

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 internet; how they can provide multiple 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 discerning in evaluating digital content

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

mation

Autumn term

Spring term

A

o o
,
o aeo?”

Summer term

Walk Like An Egyptian (Connecting Com-
puters)

Learners will develop their understanding
of digital devices, with an initial focus on
inputs, processes and outputs. They will
also compare digital and on-digital devices.
Ext, learners will e introduced to computer
networks, including devices that make up a
network’s infrastructure, such as wireless
access points and switched. Finally, learn-
ers will discover the benefits of connecting
devices in a network

. use sequence, selection, and repeti-
tion in programs; work with varia-
bles and various forms of input and
output

. understand computer networks,
including the internet; how they
can provide multiple services, such
as the World Wide Web, and the
opportunities they offer for commu-
nication and collaboration

. select, use and combine a variety of
software (including internet ser-
vices) on a range of digital devices
to design and create a range of
programs, systems and content
that accomplish given goals, includ-
ing collecting, analysing, evaluating
and presenting data and infor-
mation

Passport To The World (Stop-frame Anima-
tion)

Learners will use a rage of techniques to create
a stop-frame animation using tablets. Ext, they
will apply those skills to create a story-based
animation. This unit will conclude with learners
adding other types of media to their anima-
tion, such as music and text.

. select, use and combine a variety of
software (including internet services)
on a range of digital devices to design
and create a range of programs, sys-
tems and content that accomplish giv-
en goals, including collecting, analys-
ing, evaluating and presenting data
and information

. use search technologies effectively,
appreciate how results are selected
and ranked, and be discerning in evalu-
ating digital content

We Will Rock You (Coding— sequencing, binary, loops, events & data)

Learners will create programs with sequencing, loops, and events. They will investigate prob-
lem-solving techniques and develop strategies for building positive communities both online
and offline. By the end of the unit learners will create interactive games that they can share

. design, write and debug programs that accomplish specific goals, including control-
ling or simulating physical systems; solve problems by decomposing them into small-
er 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

Branching Databases—During this unit, learners will develop their understanding
of what a branching database is and how to create one. They will gain an under-

standing of what attributes are and how to use them to sort groups of objects by
yes/no questions. The learners will create physical and on-screen branching
ases. Finally, they will evaluate the effectiveness of branching databases and
will decide what types of data should be presented as a branching database.

datah

Desktop Publishing—Learners will become familiar with the terms ‘text’ and
‘Images’ and understand that they can be used to communicate messages. They
will use desktop publishing software and consider careful choices of font size, col-
our and type to edit and improve premade documents. Learners will be introduced
to the terms ‘templates, ‘orientation’ and ;placeholders’ and begin to understand
how these can support them in making their own template for a magazine front
covers. They will start to add text and images to create their own pieces of work
using desktop publishing software. Learners will look at a range of page layouts
thinking carefully about the purpose of these and evaluate how and why desktop

Pride Of The Potteries (Branching Databases & Desktop Publishing)

publishing is used in the real world.

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

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

Managing Online Information & Copyright

and Ownership

. | ca use key phrases | search engines

. | ca use search technologies effectively
. | ca explain why copying someone else’s

work from the internet without permis-
sion ca cause problems

. | can give examples of what those prob-
lems might be
. When searching on the internet for con-

tent to use, | ca explain why | need to
consider who owns it and whether |
have the right to reuse it.
. | ca give some simple examples
. | ca give some examples of content that
is permitted to be reused
| can demonstrate the use of search
tools to fid ad access online content
which can be reused by others.

Online Bullying
. Explain how to search for information about others online

. Give examples of what anyone may or may not be willing to share about themselves
online. Explain the need to be careful before sharing anything personal.

. Explain who someone can ask if they are unsure about putting something online.

. Describe appropriate ways to behave towards other people online and why this is
important.

. Give examples of how bullying behaviour could appear online and how someone can
get support.

&
a®

Copyright & Ownership Managing Online Information

. When searching on the internet | | can use key phrases in search
for content to use, | can explain engines
why | need to consider who .
owns it and whether | have the | ® | can use search technologies
right to reuse it. effectively

| can demonstrate the use of
search tools to find and access
online content which can be
reused by others





image16.png
Park Hall Academy

Our Computing learning Journey Year 2

National Curriculum Objectives (Key Stage 1) -
understand what algorithms are, how they are implemented as programs on digital devices, and that programs execute by following precise and unambiguous instructions

A9yes aunuo

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

An Eye on London (Information Tech-
nology Around Us)

Learners will develop their understand-

ing of what IT is and will begin to iden-

tify examples. They will discuss where
they have seen IT in school and be-

yond, in settings such as hospitals and

libraries. Learners will then investigate
how IT improves our world, and they

will learn about the importance of us-

ing IT responsibly.

e use technology purposefully to

create, organise, store, manipulate

and retrieve digital content

e recognise common uses of infor-

mation technology beyond school

« use technology safely and re-
spectfully, keeping personal infor-
mation private; identify where to
go for help and support when they
have concerns about content or
contact on the internet or other
online technologies

Learners will learn to recognise that differ-
ent devices ca be used to capture photo-
graphs and will gain experience capturing,
editing and improving photos. Finally they
will use this knowledge to recognise that
images they see may not be real.

« use technology purposefully to cre-

ate, organise, store, manipulate and re-

trieve digital content

e recognise common uses of infor-

mation technology beyond school

« use technology safely and respectful-
ly, keeping personal information pri-
vate; identify where to go for help
and support when they have concerns
about content or contact on the inter-
net or other online technologies

March of the Penguins (Coding—
sequencing, loops, impacts of compu-
ting & events)

Learners will learn more sophisticated
unplugged activities and work through a
greater variety of puzzles. Learners will
learn the basics of programming, collab-

oration techniques, investigation and
critical thinking skills, persistence In the

face of difficulty and internet safety

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

* create and debug simple programs
* use logical reasoning to predict the
behaviour of simple programs

Greenfingers (Coding—sequencing,
loops, impacts of computing & events)

Learners will learn more sophisticated
unplugged activities and work through
a greater variety of puzzles. Learners
will learn the basics of programming,
collaboration techniques, investigation
and critical thinking skills, persistence
In the face of difficulty and internet
safety

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

e create and debug simple programs
e use logical reasoning to predict
the behaviour of simple programs

Pictograms—Learners will begin to understand what the term data means
and how data can be collected in the form of a tally chart. They will learn
the term ;attribute’ and use this to help them organise data. They will then
progress onto presenting data | the form of pictograms ad finally block
diagram. Learners will use the data presented to answer questions.

Making Music—Learners will be using a device to create music. They will
listen to a variety of pieces of music and consider how music can make
them think and feel. Learners will compare creating music digitally ad non-
digitally. Learners will look at patterns and purposefully create music

« use technology purposefully to create, organise, store, manipulate

and retrieve digital content

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

Healthy well-being & lifestyle

. | can identify rules that help keep
us safe and healthy in and be-
yond the home when using tech-
nology
| can give some simple examples

Managing Online Information

. | can identify that some images are
not real (fake)

Online Reputation & Online Bullying

. Explain how information put
online about someone can last for
along time.
Can describe how anyone’s online
information could be seen by oth-
ers
Know who to talk to if something
has been put online without con-
sentor if itis incorrect
Explain what bullying is, how peo-
ple may bully others and how bul-
lying can make someone feel.
Explain why anyone who experi-
ences bullying is not to blame and
how they can get help.

Online Reputation & Online Bullying

. Explain how information put
online about someone can last
for along time.
Can describe how anyone’s
online information could be seen
by others
Know who to talk to if something
has been put online without con-
sentor if itis incorrect
Explain what bullying is, how
people may bully others and how
bullying can make someone feel.
Explain why anyone who experi-
ences bullying is not to blame
and how they can get help.

Copyright & Ownership

. I know that work | create belongs to me
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National Curriculum Objectives (Key Stage 1) -
« 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 beyond school
use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies

Superheroes (Tecl)mologv Around
Us

Learners will develop their under-

standing of technology and how it
can help them in their everyda

lives. They will start to become fa-
miliar with the different compo-

nents of a computer by developin

their keyboard skills. Learners wiIF

also consider how to use technolo-

gy responsibly.

« Use technology purposefully to
create, organise, store, manipu-
late and retrieve digital content

* Recognise common uses of in-

formation technology beyond
school
« Use technology safely and re-
spectfully, keeping personal
information private; identify
where to go for help and sup-
port when they have concerns
about content or contact on
the internet or other online

Park Hall Academy

Our Computing learning journey in Year 1

Once Upon a time... (Digital Painting)

Learners will develop their under-
standing of a range of tools used for
digital painting. They then use these

tools to create their own digital
paintings, while gaining inspiration
from a range of artists’ work. Learners
will consider their preferences when
painting with and without the use of
digital devices.

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

Dangerous Deadly Dinosaurs
(Coding—sequencing, loops &
events)

Learn to program using commands
like loops and events. Learners will
meaningfully collaborate with oth-
ers, investigate different problem-
solving techniques, persist in the
face of challenging tasks and learn
about internet safety

« understand what algorithms
are, how they are implemented as
programs on digital devices, and
that programs execute by following
precise and unambiguous instruc-
tions
« create and debug simple pro-
grams
« use logical reasoning to predict
the behaviour of simple programs

Spring term

Rumble in the Jungle (Coding—
sequencing, loops & events)

Learn to program using commands
like loops and events. Learners will
meaningfully collaborate with oth-
ers, investigate different problem-
solving techniques, persist in the
face of challenging tasks and learn
about internet safety

« understand what algorithms
are, how they are implemented as
programs on digital devices, and
that programs execute by follow-
ing precise and unambiguous in-
structions
« create and debug simple pro-
grams
« use logical reasoning to predict
the behaviour of simple programs

Up, Up and Away (Grouping Da-
)

Learners will understand how la-
belling, grouping and searching
are important aspects of data and
information. Learners will under-
stand that searching is a common
operation in many applications,
and requires and understanding
that to search data, it must have
labels. This un it will focus on as-
signing data (images) with differ-
ent labels in order to demonstrate
how computers are able to group
and present data.

« use technology purposefully
to create, organise, store, manip-
ulate and retrieve digital content

* recognise common uses of
information technology beyond
school

use technology safely and re-
spectfully

eatning
ok %%,,

Ahoy There! (Digital Writing)

Learners will develop their un-
derstanding of the various as-
pects of using a computer to
create and manipulate text.
They will become more famil-
iar with using a keyboard to
enter and remove text. Learn-
ers will also consider how to
change the look of their text,
and will able to justify their
reasoning in making these
changes. Finally, learners will
consider the differences be-
tween using a computer to
create text, and writing text
on paper. They will be able to
explain which method they
prefer and explain their rea-
soning for choosing this.

« use technology purpose-
fully to create, organise,
store, manipulate and re-

trieve digital content
« recognise common uses of
information technology be-

using technology (give some
simple examples)

. Understand the that work the

learners create belongs to
them

. Name their work so that oth-

ers know it belongs to them

. Identify devices they could use

to access information on the
internet.

. Identify devices they could
use to access information on
the internet.

technologies yond school
echnologle use technology safely and re-
spectfully
Hegﬁﬁv\x;gnft;‘;i(::gelrisles‘:vle Managing Online Information Managing Online Information E"PV’I'Ek'r‘]'Dﬁ‘V ?}g;"\jvr;’r‘l?:l’ create Privacy & Security
belongs to me . | can give reasons why |
. Identifying rules that help . Can talk about how to use the | » Can talk about how to use the |, | can name my work so that shoul% only share infgr-
keep us safe and healthy in internet as a way of finding internet as a way of finding others know it belongs to mation with people |
and beyond the home when information online. information online. me choose to and can trust
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Our Computing learning journey in Year 6

National Curriculum Objectives (Key Stage 2) -
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 internet; how they can provide multiple 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 discerning in evaluating digital content

select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and
information
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how results are selected and ranked, and be
discerning in evaluating digital content . Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour;
identify a range of ways to report concerns about content and contact
. Select, use and combine a variety of software
(including internet services) on a range of digital
devices to design and create  range of programs,
systems and content that accomplish given goals,
including collecting, analysing, evaluating and
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about content and contact
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National Curriculum Objectives (Key Stage 2) -

Park Hall Academy

Our Computing learning journey in Year 5

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 internet; how they can provide multiple 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 discerning in evaluating digital content
select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and in-

formation

In this unit, learners will develop their under-
standing of computer systems and how infor-
mation is transferred between systems and
devices. Learners will consider small-scale sys-
tems as well as large-scale systems. They will
explain the input, output, and process aspects
of avariety of different real-world systems.
Learners will also take part in a collaborative
online project with other class members and
develop their skills in working together online.

. Design, write and debug programs
that accomplish specific goals, includ-
ing controlling or simulating physical
systems; solve problems by decompos-
ing them into smaller parts

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

Understand computer networks, in-
cluding the intemet; how they can
provide multiple services, such as the
World Wide Web, and the opportuni-
ties they offer for communication and
collaboration

Select, use and combine a variety of
software (including internet services)
on a range of digital devices to design
and create a range of programs, sys-
tems and content that accomplish
given goals, including collecting, ana-
lysing, evaluating and presenting data
and information

Use technology safely, respectfully and
responsibly; recognise acceptable/
unacceptable behaviour; identify a
range of ways to report concerns
about content and contact

Smashing Saxons (Video Editing]

This unit gives learners the opportunity to learn
how to create short videos in groups. As they pro-
gress thrm:fh this unit, they will be exposed to
topic-based language and develop the skills of cap-
turing, editing, and manipulating video. Active
learning is encouraged through guided questions
and by working in small groups to investigate the
use of devices and software. Learners are guided
with step-by-step support to take their idea from
conception to completion. The use of green screen
can be incorporated into this unit. At the conclu-
sion of the unit, learners have the opportunity to
reflect on and assess their progress in creating a
video.

Use search technologies effectively, appre-
ciate how results are selected and ranked,
and be discerning in evaluating digital
content

Select, use, and combine a variety of soft-
ware (including internet services) on a
range of digital devices to design and cre-
ate a range of programs, systems, and
content that accomplish given goals, in-
cluding collecting, analysing, evaluating,
and presenting data and information

Use technology safely, respectfully, and
responsibly; recognise acceptable/
unacceptable behaviour; identify a range
of ways to report concerns about content
and contact

Groovy Greeks (Coding—sequencing, sprites, nested loops, functions & impacts of computing|

Students will learn to make fun, interactive projects that reinforce what they’ll learn about online

safety. Following these lessons, students will engage in more complex coding. Students will learn
about nested loops, functions, and conditionals.

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 cor-
rect errors in algorithms and programs

‘Amazing Americans (Flat-file Databases
& Vector Drawing)

Flat-file databases - This unit looks at how a flat-file database can be used to organise data in
records. Pur‘ils use tools within a database to order and answer questions about data. They
create graphs and charts from their data to help solve problems. They use a real-life database
to answer a question, and present their work to others.

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

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

Vector Drawing— In this unit learners will find out that vector images are made up of shapes.
They will learn how to use the different drawing tools and how images are created in layers.
They will explore the ways in which images can be grouped and duplicated to support them in
creating more complex pieces of work.

. Select, use, and combine a variety of software (including internet services) on a
range of digital devices to design and create a range of programs, systems, and

content that accomplish given goals, including collecting, analysing, evaluating, and
presenting data and information.

Copyright & Ownership

. | can assess and justify when it is ac-
ceptable to use the work of others

. % ‘give examples of content that is
permitted to be reused

Ayajes auljuo

Privacy & Security

Create and use strong and secure passwords

Explain how many free apps or services may read and share private information with others

Explain how and why some apps may request or take payment for additional content and
explain why they should seek permission from a trusted adult before purchasing.

Copyright & Ownership

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

. Give exampled of content that is permitted to be reused and know how this content
can be found online.
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