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Computing at Abbots Green Academy

INTENT




At Abbots Green, it is our intention that computing opportunities will enhance their
learning throughout their time in school and beyond.

We use the National Curriculum 2014 and the Early Years Foundation Stage Early Learning
Goals to plan our curriculum. The use of information and communication technology (ICT) is
an integral part of the national curriculum and is a key skill for everyday life. A high-quality
computing education allows pupils to be aspirational learners, building on their skills each
year to ensure a solid grounding for future learning and beyond. Pupils at Abbots Green
Academy will gain key knowledge and skills in the three main areas of the computing
curriculum: computer science (programming and understanding how digital systems work),
information technology (using computer systems to store, retrieve and send information)
and digital literacy (evaluating digital content and using technology safely and respectfully).
E-safety is a fundamental element of computing teaching and technology use at Abbots
Green. Children are taught to be bold in their beliefs when using the internet and taking
photographs to decide what is right and wrong.




Intent

Aims of teaching Computing:

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

«  Children will create and debug simple programs
- To use logical reasoning to predict the behaviourof simple programs

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

- To recognise common uses of information technology beyond school

- To use technology safely and respectfully, keeping personal information private, identi
where to go for help and support when they have concerns about content or contacton t
internet or other online technologies.

-

Three significant evidence-informed components underpin our ambitionat Abbots Green:
cognitive load theory, principles of instruction and tasks that support pupilsto generate learning
and make sense of the content. These are realised in the long-term teaching sequence, our
teaching practice, and the tasks we set for children to think hard and thrive.




Early Years Foundation Stage

In early years children will:
e Children will develop listening skills, problem-
solving abilitiesand thoughtful questioning

EYFS Vocabulary to Communicate in computing

. o - . Nursery Reception
e Childrenwill improve subject skills and enter year Picture Picture
. . Computer Computer
1 with a strong foundation knowledge iPad iPad
« Children will take photographs with a camera or e cranh e grash
+ Keyboard
C tablet . . Beebot
e Childrenwill use technologies such as tablets, Tvee
ouse
G) iPads, computers or interactive whiteboards to Direction
. . . . Route
watch video clips, listen to music or play games Group
C * Children will explore keyboards and mice reeory
we=== e Childrenwill use a Beebot \

The Natural World
* Chooses to independently make observations of the natural world through taking photographs
e (Can demonstrate a developing knowledge of a diverse ecology from the wider community e.g. country
parks and larger towns.
e Knows that the environment and living things are influenced by human activity. Can describe some
actions that people in their own community do that helps to maintain the area they live in. Finds out
about and uses a range of technology to support their understanding.
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Curriculum coverage

The long-term plan demonstrates the break down of modules within each ter
group. Modules are blocked per term.

“aar 1

Onling safety

Computar systems and networks:
improving mouse shills

Programming 1: algarithms wnplegged

Prograrmming Z: Bee-Bot

Digital imegery

Dota handling: intraduwction to data

Ekills showoase: Rockat ta the meoon

Yaar 2

Online safety

Computing systems and networks -
What is o computer and word
Drocessing

Programming 1: algorithms and
dabugging

Programming Z: scratch Jr

Creating media: stop mation

Data handling: internotional spoce station

“aar 3

Online safety

Computing systems and networks 1:

Metworks and the internat

Computer systems and networks (2):
emailing

Crooting media: video trailars

Progromming: scrofch (5 lessons to 3 plus guiz)
Dota handling: comparison cords datoboses

Computar systems and networks (3): journey inside o computar

Yaar &

Onling safety

Cranting media: wehsite design

Computing systems and networks:
colloborative learning

Dota handling: investigoting weothar

Pragramming 1: Scratch

Progromming 2: computotional thinking

Ekills showioase: HTHL

aar 5

Online safety

Computing systems and networks:
search engines

Programming 1: music

1 waek: Progromming 2: Migro:Bit.

Creanting media: stop mation animation

Data handling: Mars Rover

Ekills showsoase: Mars rover 2

Yaar &

Onling safety

Craating media: History of
computers

Deta handling: Big Data 1

Deta handling: Big date

Computing systems and networks: Blatchlzy Park
Programming: Intro ta python (5 lessons to 3 plus guiz)

Ehills showoase: Inventing a product
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Getting started

(5 lessons)

Introducing children to
logging in and using
technology for a
purpose, including
creating art

Go to topic

Recognising common uses
of information technology.
Logging in and saving work
on their own account.
Knowing what to do if they
have concerns about
content or contact online.
Understanding of how to
create digital art using an
online paint tool.

Learning to locate where
keys are on the keyboard.
Developing basic mouse
skills.

Key Stage 1

Programming:
Bee-Bots

(5 lessons)

Using Bee-Bots to
navigate an area and
constructing simple
algorithms, through the
story of The Three Little
Pigs

Go to topic

Learning how to explore
and tinker with hardware
to find out how it works,
Constructing a series of
instructions into a simple
algorithm,

Applying computing
concepts to real world
situation in an unplugged
activity.

Algorithms unplugged

{5 lessons)

Learning how computers
handle information by
exploring 'unplugged
algorithms- completing
tasks away from the
computer

Go to topic

Understanding how to
create algorithms.
Learning that computers
need information to be
presented in a simple and
clear way.
Understanding how to
break a computational
thinking problem into
smaller parts in order to
solve it.

Digital imagery

(5 lessons)

Taking and
manipulating digital
photographs, including
adding images found via
a search engine

Go to topic

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

Knowing what to do if they
have concerns about
content or contact online,

Using logical reasoning to
predict the behaviour of
simple programs.

Using cameras or tablets to
take photos.

Introduction to data
(5 lessons)

Learning about what
data is and how it can be
represented and usi
these skills to show the
findings of a mini beast
hunt

Go to topic

Using technology
purposefully to create,
organise, store,
manipulate and retrieve
digital content.
Selecting software
appropriately.

Recognising uses of
technology beyond school.

Digital Literacy and Online Safety
Computational Thinking

Computers and Hardware

Rocket to the moon
(5 lessons)

Appreciating the
value of computers,
understanding that
they helped us get to
the moon

Go to topic

Using technology
purposefully to

create, organise, store,
manipulate and retrieve
digital content.
Selecting software
appropriately.

Cross
curricular
links

Maths




What is a computer?
(5 lessons)

Children explore

exactly what a computer
15, identifying and
learning how inputs and
outputs work, how
computers are used in
the wider world and
designing their own
computerised invention

Go to topic

Learning about inputs and

outputs and how they are
used in algorithms.

Understanding what a
computer is and the role of
individual components.

Intent

Word processing
(5 lessons)

Using their developing
word processing skills,
pupils write simple
messages to friends and
learn why we must be
careful about who we
talk to online

Programming:
ScratchJr

(5 lessons)

Using the app

ScratchJr’, pupils
programme a familiar
story and an animation
of an animal, make their
own musical instruments
and follow an algorithm
to record a joke

Go to topic

Creating and debugging
simple programs.

Using logical reasoning to
predict the behaviour of
simple programs.
Understanding what
algorithms are; how they
are implemented as
programs on digital devices;
and that programs execute
by following precise and

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

Algorithms and
debugging

(5 lessons)

Identifying problems
with code using both
unplugged’ and ‘plugged
systems to diagnose and
correct errorsinan
algonithm- a process
known as debugging

5o to topi

Creating and debugging
simple programs.

Using logical reasoning to
predict the behaviour of
simple programs.
Understanding what
algorithms are; how they
are implemented as
programs on digital devices;
and that programs execute
by following precise and
unambiguous instructions.

International Space

Station
(5 lessons)

Building on their
understanding of how
computers sense the
world around us, pupils
learn how data is collect-
ed, used and displayed
to keep astronauts safe
on-board the |.S.S

Go to topic

Using technology to create
and label images and to put
data into a spreadsheet.

Consider inputs and
outputs to understand how

Stop motion

{5 lessons)

Pupils create simple
animations,
storyboarding their
ideas then
decomposing it into
small parts of action to
be captured using Stop
Motion

Animation Software

Go to topic

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

Understanding how to
use tablets or
computers to take
photos.

Cross
curricular
links
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Emailing
(5 lessons)

Pupils learn how to send
emails, including
attachments and how
to be responsible digital
citizens

G0 1o topic

Learn about cyberbullying
and fake emails,
Understanding the purpose
of emails.

Key Stage 2

Journey inside a

computer
{5 lessons)

Children learn about the

different parts of a
computer through
role-play and develop
their understanding of
how they follow
instructions

G0 1o topic

Understanding what
different components of a
computer do.

Understanding that
programs execute by
following precise and

unambiguous instructions.

Top trumps databases

(5 lessons)

Developing their
understanding of data
and databases, children
play with and create their
own Top Trumps cards,
learning how to interpret
information by ordering
and filtering

GO to topic

Using technology
purposefully to create,
organise, store, manipulate
and retrieve data.

Digital literacy
(S lessons)

Developing their video
skills, pupils create a
book trailer,
storybearding their
trailers before then
filming and editing their
videos, adding effects
such as transitions,
music, voice and text

G0 to topi

Using technology
purposefully to create,
organise, store, manipulate
and retrieve digital content,
including searching for
relevant information,

Programming: Scratch
(5 lessons)

Using Scratch, with its
block-based approach to
coding, pupils learn to tell
stories and create simple
games

Go 10 topic

Using logical reasoning to
explain how simple
algorithms work.
Designing. writing and
debugging programs that
accomplish specific goals,
including controlling or

and repetition in programs.
Working with variables and
various forms of input and
output.

Networks and the
internet
(5 lessons)

To understand how
computers
communicate, children
learn about networks
and the intemet, and
how they are used to
share information.

used to connect to the
internet and how datais
transferred.

Understanding
computer networks,
including the internet;
how they can provide
multiple services, such
as the World Wide Web,
and the opportunities




Collaborative learning
(5 lessons)

Learning to work
collaborativelyina
responsible way using
tools including Google
Docs and Sheets

Go to topic

Selecting using and
combining a variety of
software to design and
create arange of programs,
systems and content that
accomplish given goals.

Understanding
opportunities offered by
the World Wide Web for
communication and
collaboration.

Intent

Key Stage 2

Further coding with
Scratch
(5 lessons)

The coding program
Scratch is explored fur-
ther by revisiting key fea-
tures and introducing the
children to the crucial
concept and execution of
using 'variables’ in code
scripts.

Using logical reasoning to
explain how simple
algorithms work.
Designing, writing and
debugging programs that
accomplish specific goals,
including controlling or
simulating physical
systems. Solving problems
by decomposing them
into smaller parts. Using
sequence, selection and
repetition in programs,
Working with variables and
various forms of input and
output,

Website design

(5 lessons)

Pupils design and

create their own
websites, considering
content and style, as well
as understanding the
importance of working
collaboratively

Goto lopic

Selecting using and
combining a variety of
software to design and
create a range of programs,
systems and content that
accomplish given goals.
Understanding
opportunities offered by
the World Wide Web for
communication and
collaboration.

HTML
(5 lessons)

Pupils explore the
language behind
well-known websites,
while developing their
understanding of how to
change the core
characteristics of a
website using HTML and
CSS

GO 1o topic

Recognising that
information on the
Internet might not be true
or correct. Using
technology safely, by
recognising acceptable/
unacceptable behaviour.
Knowing what to do when
they have concerns about
content or contact online,

Understanding that
websites can be altered by
exploring the code beneath
the site.

Designing, writing and
debugging programs that
accomplish specific goals.

Investigating weather
{5 lessons)

Children investigate the
role of computers in
forecasting and
recording weather as
well as how technology is
used to present
forecasts

Go to topic

Understanding why some
sources are more
trustworthy than others.

Understanding the role of
inputs and outputs in
computerised devices.

Computational
thinking
(5 lessons)

Through developing
their understanding
of the four pillars of
computational
thinking, children
learn to identify them
in different contexts
GO to topic

Understand what
decomposition is and
how it facilitates
problem solving.

Designing, writing and
debugging programs
that accomplish specific
goals.

Understand abstraction
and patterns
recognition.

Cross
curricular
links
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Online safety
(5 lessons)

Pupils create an online
safety resource for
younger children using
tools such as
presentation software,
video tools or a simple
stop-motion animation

G0 to topic

Recognising that
information on the
Internet might not be true
or correct.

when they have concerns
about content or contact
online.

Key Stage 2

Micro:bit
(5 lessons)

Programming a small
device called a micro:bit
to display animations or
messages on its simple
LED display using block
coding

GO 1o tanie

Using block coding to
program a device.

To explore variables and
different forms of input.

Understand how external
devices can be programmed
by a separate computer,

Search engines
(5 lessons)

To enable children to
quickly and accurately
find information and
become independent
learners, they need to
develop their searching
skills and learn how to
identify trustworthy
SOUrces

G(- 10 LopIC

Recognising that
information on the

Internet might not be true
or correct.

Know how to use key words
to quickly find accurate
information.

Sonic Pi
(5 lessons)

Composing music using
code through Sonic Pi
pupils can import
samples, add drum beats
and compose simple
tunes culminating in a
battie of the bands' using
live loops of music

Go 1o topic

Selecting using and
combining a variety of
software to design and
create a range of programs,
systems and content that
accomplish given goals.

Using programming
language to create music,
including use of loops.

Mars Rover 1

(5 lessons)

Pupils explore inputs and
outputs as well as Binary
numbers to understand
how the Mars Rover
transmits and receives
data and how scientists
are able to control it to
explore another planet!

Go 1o tapic

Understanding 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,

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

Recognising that computers
transfer data in binary and
understand simple binary
addition.

Mars Rover 2
{5 lessons)

Children learn how
the Mars Rover is able
to send images all the
way back to Earth and
experiment with
online CAD software
to design new tyres
for it

Go to topic

Developing their CAD
skills.

Understanding how
image datais
transferred.

ABBOTS =
GREEN links
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Key Stage 2

Bletchley Park 1 & 2

{10 lessons)

BigData 1

(5 lessons)

BigData 2 ilis Showcase
(5 lessons) (5 lessons)

Intro to Python
(5 lessons)

Children learn the Reflecting on and
difference between mobile  showcasing their computing
data and WiFi and how data skills, pupils create an entire
is transferred and use their project around a specific

Building on their knowledge Children learn howdatais
collected and stored by
years, children are exploring barcodes, QR
introduced to the text-based codes and RFID chips, and

Children learn about the history of
Bletchley Park, induding: key
historical figures, how the first
modern computers were created at
as part of 3 WWII code breaking team programming language
and consider how computers have Python, which is the

of coding from previous

investigate how collecting understanding of big data theme
big data can be used to help  to design their own smart Go to topis
language behind many people in a variety of school

to investigate secret codes and how apps and programs, such as  different scenarios
they are created, exploring ‘brute Dropbox Go to topic

force” hacking and learn howtomake G010 Lopic

evolved over time. They then goon
Go to topic
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passwords more secure

Go to topic

Understanding

the importance of
secure passwords
and using searching
and word
processing skills to
createa

this to computer
cracking codes in
WWIL

Understanding that websites
can be altered by exploring the
code beneath the site.
Designing, writing and
debugging programs that
accomplish specific goals
Solving problems by
decomposing them into smaller
parts.

Understanding how learning
can be applied to a real world
context.

Selecting. using and combining
a variety of software to design
and create a range of programs,
systems and content to collect,
analyse, evaluate and present
data.

Understanding that computer
networks provide multiple
services

Understanding how barcodes
and QR codes work,

Selecting, using and combining
a variety of software to design
and create a range of programs,
systems and content to collect,
analyse, evaluate and present
data.

Showcasing their digital
literacy skills.

Demonstrating their
computational thinking skills
by designing and debugging
programs, using different
inputs and outputs.

to use them safely and
effectively.

History
Maths
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At Abbots Green we use Kapow Primary’s Computing scheme. This aims to
enjoyment around using technology and to develop pupil’sappreciation of its c
opportunitiestechnology offers to, create, manage, organise, and collaborate. T

software and programs forms a part of the ethos of the scheme as we want to
confidence when encounteringnew technology, which is a vital skill in the ever
changing landscape of technology.

Through our curriculum, we intend for pupils not only to be digitally competentand ha
transferable skills at a suitable level for the future workplace, but also to be responsi
citizens. The scheme of work enables pupils to meet the end of Key Stage Attainment
outlinedin the National curriculum and the aims align with those in the National curri

Can understand and apply the fundamental principles and concepts of
computer science, including abstraction, logic, algorithms and data
representation.

Computer Science

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.

Information Technology

Are responsible, competent, confident and creative users of information and
communication technology.

Digital Literacy
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Kapow’s modular approach

The modules within Kapow Computing enable pupils to study in depth key computati
digital skills and vocabulary. Each module aims to activateand build upon prior learnin
ensure better cognition and retention. Each module is carefully sequenced to enable pu
layer learning from previous sessions to facilitate the acquisition and retention of key kn
Individual modulesand lessons build on knowledge that has previously been taught. Qutc
revisited either laterin the year or in the following year as part of a spaced retrieval practic
ensure pupilsretain key knowledge and information.

* Using logical * Learning that * Articulating what * Usrg * Solving unplugged * Decomposing * Decomposing a
Information ith ition s i problems by animations into a program into an
Nnol simple imtructions means breaking 2 parts of i series of images. algorithm
technology and predict the into | *Dr into smaller parts
outcome smaller parts. game to predict the * Decomposing 3 * Using past
algorithms used to Using Using program without experiences o
Digital literacy eUsing | createit i support help solve new
decompasition to 1o explore the understand the problems.
solve unphugged Using ode behind an purpose of 2 script Decomposing
hallenges ion to animation of code story to be able to 3
decompase 3 stor plan 3 program increasing)
parts Using tell astor: complex algorithrms
programs decomposition X for a purpose
predict the Learning what 1o help solve Predicting how
behaviour of simple | abstractionis [ ¢ Understanding that problems software will work
omputers follow ased on previous
i, S Learning that there
skills associated of abstraction Using an algorithm ctivities. Wiriting more.
with sequencing 267 to explain the roles. complex algorithms
L parts Using past or 8 purpose
activities aigorithm s of acomguter riences b
elp soive new
Learning that an Fllovion Using logical robiems
algorithm is 2 set igor reasoning to
of step by step Ve .
instructionsused | * Srestinga clear algorithms work toidentify the
carry out a task, algorithin mpr Canst part
specific order peks st
Learning that Lo haged
Follow 3 basic set cou uml:ku gorithm and unphugge
of instructions algorithms to Forming slguritis activities
 Assembling ating algonths
instructions into « Learning that for a specific
simple slgorithm progra i urpose
by following
precise instructions.

Progression of skills for one strand (Computational Thinking) across EYFS to Year é



Quizzing

Quizzing is used at the beginning of all computing lessons and at the end of each mo
the short quizzes is to establish the retention of knowledge and understandingof the
Throughouteach module pupils continually revisit the quiz questions and previous cont
knowledge and vocabulary. As part of spaced retrieval practice, online safety quiz questi
and referred to throughout the year.

Today's quiz question:

Quiz question from last lesson:

What does going online mean? What activities can be done online?

IMPLEMENTATION

online ) watchi .
t i devi a) wacwcning viaeos
a) turning your device on ([:ao— g
b) connecting to the Internet _— b) playing at the parh

lking i traight li i L
1% c) walking in a straight line c) reading a comic
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Planning

Planning All modules have sequenced planningfrom Kapow detailingfive sessions, key
knowledge and vocabulary to be taught. Kapow’s lessons make use of freely available so
develop pupils’ knowledge across five areas of learning: Computer systems and networks,
creating media, data handlingand online safety. These feature guidance videos for teacher
knowledge, teaching videos and teaching slides.

Teachers adaptthese plansto differentiate or adhere to individual needs of their class. Noun
pictures are utilised to support SEND learners with new vocabulary.

Choose your lescon
Today's key vocabulary

Lesson 1: Computer parts
. V_Offline
Learn to name the different parts of a
computer before creating an online drawing of V' Safe
a laptop, labelling the mouse, keyboard and v Information ' Trusted adult

screen and discussing the purpose of each

Learning Objective
To recognise the parts of 2 computer

online

Lesson 2: Inputs (D)i
Learning how technology is controlled by O

private

labelling 2 robot that has been programmed
for a specific purpose, focussing onwhich
forms of input it requires

Learning Objective
To recognise how technology is
controlled



Digital literacy

A range of hardware and software are regularly planned into lessons in other areas of the curriculum. Laptops, in
someyear groups, iPads are integrated into learning. Frequently used software tools include Microsoft Excel, Powé
now familiar video conferencing software such as Teams and Zoom. Socrative quizzes can be used for recall and con
access to Showbie, a classroom management platform that allows pupils to access and upload work in school and at
Kapow introduces a variety of software tools such as Scratch and Scratch Jr which are revisited throughout. At Abbots
reading library through Oxford Owl which pupils are expected to access to complete extra reading at home. Every child
a Times Tables Rockstars or NumBots account that they can access at home and school to practice their times tables on &
termly battles among classes to encourage use. All of the above serve to create a cohort of digitally literate children gro
technology.

CHROME MUSIC LAB

IMPLEMENTATION
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Count, Match and Number Patterns Sorting Stones
Order App and Bonds App App
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Computing in the classroom

The development of digital literacyis apparentacross the curriculum. iPads, Beebots
utilised in multiple subjects; not just computing. For example, BeeBots are used to sup
direction learningin maths (year 1 and 2) and laptopsand iPads are used across all yea
part in times table competitions on TTRockstars.

All teachers have their own iPad that they utilise throughout the school day. In addition tc
childreninyear 5 have their own iPad to complete their work where appropriate across thé

\
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Assessment

EYFS use the early excellence assessment tracker as an assessment tool is based arou
child development framework. The assessment picture for each child is based on prac
knowledge gained predominantly from observationsand interactionswith the child. Pr
consider what a child can do consistentlyand independentlyin a range of everyday situ
account of evidence from a range of perspectives. Effective assessment takes place withi
pedagogy which enables each child to demonstrate learningin the fullest sense. It takes pl
children have the opportunity to demonstrate their understanding, developmentand learn
behavioursin a range of contexts. Through their access to a rich learning environment, child
provided with the opportunities and conditionsin which to demonstrate all aspects of their
computing developmentin both the indoorand outdoor learning environments.

EYFS Computing Progre: of Knowledge and Skills Overview

Ic and follow instructio
I can mak a floor robot move.
e |canuse slmpl software to make something happen.
| can make choices about the buttons and icons | press, touch or
click on

e | can tell you about different kinds of information such as pictures,
deos text and s d
ort and categorise data

e objects on a screen
create shapes and text on a screen
n use technology to show my learning

lc

I

I

I
e lunderstand the main parts of a computer and how to use them
e | can take a picture
e | can tell you about technology that is used at home and at school
e lcan operate simple equipment

| safe part of the internet to play and learn

I

I

e Icanask an adult when | want to use the internet

e Jcantella d It if something worrying or unexpected happened
while | am using the internet
can be kind to my frie d

. can talk abo lth e amount of time | spend using a computer,
tabl r game devi

s al reful IW|thl h ology devi

e |
I can ta
et ol




Assessment

Using the quizzes made available on Kapow, teachers can assess pupil knowledge duri
end of each module. Throughout each module pupils continually revisit previous conte
to reinforce key knowledge and vocabulary. Teachers assess pupils throughout each ses
pupils and inform planningfor subsequent sessions. Pupils who are identified as needing
be supported either during post teachinginterventionsor in the following session as appr
Pupils working at above expected standard will also be identified and challenged appropria
extend their learning. Most feedback is verbal and live during the session in accordance wit

O
g Feedback Policy.

Quiz question: (Question 10:
: :
What does going online mean?
) turni devi
a) turning your device on
. Question &: A C
1 b) connecting to the Internet
ABBOTS c) walking in a straight line

ACADEMY



Evidence of learning

Photo and video evidence is taken for each of the five modular areas of learning per yea
are computer systems and networks, creating media, data handling, online safety and p

Identifying hardware and Understanding that a Learning how to use various Ensuring that information is Understanding the benefits
using software, while computer operates on devices — record, capture collected, recorded, stored, and risks of being online —
exploring how computers algorithms, and learning and edit content such as presented and analysed in a how to remain safe, keep
communicate and connect how to write, adapt and videos, music, pictures and manner that is useful and personal information

to one another. debug code to instruct a photographs. can help to solve problems. secure and recognising
computer to perform set when to seek helpin

tasks. difficult situations.

]
< Computing systems . , . . ;

) Programming Creating media Data handling Online safety
D- and networks !
I

Creating media- (iPad)

ABBQOTS
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Evidence of learning

Year 2 Year 3

sensor how hard the
termradio.is blowing

e ®
. Stayinside and this
“machine will tell you
“- whea it's coming




Evidence of learning

Through discussion and feedback, children talk Pupils know how and why technology is used
enthusiasticallyabouttheir computing lessons in the outside world, and in the workplace.

. and speak about how they love learning on They know about different wats that
O iPads and laptops. computers can be used.
EE Children across the school articulate well
about the potential risks of being safe online
2 and can identify how to stay safe.

ABBQOTS
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Beyond Abbots Green Academy

After the implementation of computing at Abbots Green Academy, pupils should leav
equipped with a range of skills to enable them to succeed in their secondary educatio
be active participantsin the ever-increasing digital world.




