Computing Technology/Inclusivity – Curriculum Overview and Long-Term Plan

Pathway 1 and 2 

Staff working with pupils (pathway 1 and 2) working within the thematic Primary and KS3 curriculum, should focus on supporting learners to obtain computational thinking and an understanding of everyday computing systems and technology, as part of the thematic curriculum (see thematic MTP’s). These skills, computational thinking, and computer system knowledge will help our learners to problem-solving for everyday life, its challenges and to be able to use technology to access their world safely. Computational thinking can be split into its concepts and approaches. 



Purple Oaks Academy Subject Centred Curriculum Documentation 

Concepts include: 
· Logic – predicting and analysing 
· Evaluation – Making judgements
· Algorithms – making steps and rules
· Patterns – spotting and using similarities 
· Decomposition – breaking down into parts
· Abstract – removing unnecessary detail
Approaches can include: 
· Tinkering – changing things to see what happens
· Creating – designing and making 
· Debugging – finding and fixing errors
· Persevering – keeping going 
· Collaboration – working together 


The development of computational thinking does not just take place in a computing session, it can be achieved and observed in most learning tasks and therefore this should start at EYFS.  For example, if staff were to work on the concept ‘logic’, the class could build a racetrack with varying gradients on a range of surfaces and test different toy vehicles on them. Learners could then be challenged to work out which vehicle will travel the furthest on which gradient of ramp. Learners may be able to state/differentiate an answer such as, big car: fast, small car: slow. 

On the medium-term plans computing technology for Pathway 1 and 2 will be split into 3 key areas of learning, this will include Computing Systems and Networks, Media and Data. 



**For more ideas on how to teach computational skills, in addition to the MTP information, please see: Nursery World - EYFS Activities - Let’s explore… computational thinking 

Pathway 3 and 4

Pupils working within pathway 3 and 4 should be offered the below computing curriculum ensuring the curriculum offer is broad and balanced, however this should be considerate of the primary themes. For example, when delivering a session where the learning intention/outcome is to explore/use technology around us, staff may choose to use camera’s or ipad’s to take photographs with pupils as part of the Wonderful Me (KS2 cycle A) theme. Another example of this would be a class using Bee-bots (Year 2 Term 5 + 6) to create simple instructions/algorithm. Staff could get pupils to create an algorithm to or within a secret garden as part of the Secret Garden theme (KS1 Cycle A).

	
Term
	Term 1 + 2 
	Term 3 + 4
	Term 5 + 6 

	Key Stage 1 
Yr1
	Computational Thinking Concepts and Approaches
	Computational Thinking Concepts and Thinking
	Computational Thinking Concepts and Thinking

	Key stage 1
Yr 2
	YR 1 Computing systems and networks: Technology around us
	YR1 Creating media:
Digital painting
	YR 1 Programming – Animation Scratch Programming: Bee-bots

	Teach Computer Scheme of Work

	Key Stage 2 
Yr 3  
	YR1 Data and information:
Grouping data
	YR 1 Creating media: Digital writing

	YR 1 Programming: Moving a robot


	Key Stage 2 
Yr 4
	YR 2 Computing systems and networks: Information Technology around us
	YR 2 Creating media: Digital photography
	YR 2 Programming: Quizzes Scratch

	Key Stage 2 
Yr 5 
	YR 2 Data and Information: 
Pictograms
	YR 2 Creating Media: Making Music
	YR 2 Programming:  Robot Algorithms

	Key Stage 2 
Yr 6 
	YR 3 Computer systems and networks:
Connecting Computers
	YR 3 Creating Media: Stop Frame Animation
	YR 3 Programming: Sequencing Sound Scratch

	Key Stage 3
Year 7
	YR 3 Data and Information:
Branching Databases
	YR 3 Creating Media: Desktop Publishing
	YR 3 Programming: Events and Actions Scratch

	Key Stage 3 
Year 8 
	YR 4 Computer Systems and networks:
The Internet
	YR 4 Creating Media: Photo Editing
	YR 4 Programming: Repetition in Shapes Turtle Academy

	Key Stage 3 
Year 9 
	 YR 4 Data and Information: Data Logging 
	YR 4 Creating Media: Video Editing 
	YR 4 Programming: Repetition in Shapes Scratch 

	Internet Safety is to be the foundation of all computing technology/inclusivity sessions. Learners will leave Purple Oaks with a good understanding of what it means to keep themselves safe online and how to access help if they are not. 

Should a pupil be working beyond the above suggested sequence of learning in computing for a pathway 3 and 4 learner, staff can follow the explicit Teach Computing curriculum YR 1 – 6. This will need to be agreed with the curriculum leader to ensure it’s appropriateness. 






	Unit of work
	Learning Opportunities/Resources 

	Computational Thinking Concepts and Approaches  
	Barefoot Head, Shoulders, Knee’s and Toes
Head, Shoulders, Knees & Toes Algorithms | Barefoot 
Barefoot Busy Bodies 
Busy Bodies | Resources | Barefoot Computing
Barefoot People Who Help Us
People Who Help Us
Barefoot Boats Ahoy 
 Boats Ahoy | Resources | Barefoot Computing
Barefoot Super Space 
Super Space | Resources | Barefoot
Barefoot Springtime 
Early Years | EN | Barefoot Computing
Barefoot Summertime 
Summer Fun | Resources | Barefoot Computing


	Computer Systems
	

	Programming: Beebots 
	Comprehensive lesson plan for starting out with the Bee Bot, with printable resources. Free login required.
Bee-Bot Basics Activity | Barefoot Computing
Comprehensive lesson plans on learning about decomposition using a Bee-Bot.
Bee-Bot Route Decomposition Activity | Barefoot Computing
Choose different mats and control the Bee-bot
Bee-Bot Online Emulator

	Teach Computing Curriculum
	YR 1 – Yr 4 Curriculum plans/sessions
Teach Computing - Teach Computing



