Computing @SJBSunderland

Computing has been re-imagined as a school subject that all children should learn to equip
them for life and work. Computer science, the subject’s underlying subject discipline, is an
explicit part of the curriculum, alongside digital skills, online safety and competence. These
are pretty ambitious changes. They represent a huge opportunity - and a huge challenge -
that will only be met when every primary teacher embraces this new vision, with both
enthusiasm and expertise.

A high-quality computing education equips pupils to use 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.

of the jobs that will exist in 2030
have not even been invented yet.*

*The Institute for the Future (IFTF)




Intent

Our vision is for every child in the school to have an ambitious and engaging computing
education. We continually evaluate the impact that our curriculum and resources are having
on improving the quality of teaching computing in school, and the learning experience for
young people.

We aim to prepare our children for a rapidly changing world through the use of technology
at St John Bosco Catholic School. Our computing curriculum is designed to enable them to
use computational thinking and creativity to further understand our world.

Our curriculum design has deep links with mathematics, science, and design and technology.
At the core of our computing curriculum 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, we
intend for our children to use information technology to create programs, systems and a
range of content.

We aim to ensure 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.



https://youtu.be/HxySrSbSY70

Computing is a young and exciting subject. We have an opportunity, together, to shape how
it “lands” in the classroom, so that we can be truly proud of the education our young people

receive.

Implementation

Our Computing curriculum amalgamates the best components of Microsoft Office, Teams,
online resources and Purple Mash. It is comprised of three aspects: Digital Literacy,
Computational Thinking and IT in the World. Computing skills are taught both discretely and
cross-curriculum, supporting other areas of learning across the school. In Reception and Key
Stage 1, children are taught to use equipment and software confidently and purposefully, to
communicate and handle information and to support their problem solving, recording and
expressive skills.

In Key Stage 2, our children extend their use of computing that they use for communication,
investigation and programming and work to understand how to communicate safely. We aim
to provide a clear and effective scheme of work that provides coverage in line with the
National Curriculum. Teaching and learning should facilitate progression across all key stages
within the strands of digital literacy, information technology and computer science. Children
will have access to the hardware (computers, tablets, programmable equipment) and
software that they need to develop knowledge and skills of digital systems and their
applications.

Teaching and learning should facilitate progression across all key stages within the strands of
digital literacy, information technology and computer science. Children will have the
opportunity to explore and respond to key issues such as digital communication,
cyberbullying, online safety, security, plagiarism and social media.
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Impact

Computing has an increasing profile at our school. We aim to ensure that children have a
secure and comprehensive knowledge of the implications of technology and digital systems.
This is important in a society where technologies and trends are rapidly evolving. Children
will be able to apply the British values of democracy, tolerance, mutual respect, rule of law
and liberty when using digital systems. Our children are confident using a wide range of
hardware and software, and are diligent learners who value online safety and respect when
communicating with one another. There were no reported online safety incidents in the past
12 months, as a result of strong and consistent online safety procedures.

What computing looks like @SJBSunderland

If you were to walk into Computing lessons at St John Bosco, you would see:
Proficient users of technology who are able to work both independently and collaboratively.

Computing hardware and software being utilised to enhance the learning outcomes of our
children, across the curriculum.

Clear progression in technical skills.



A learning buzz as children engage in programming, instruct floor robots, green screen
technology, augmented reality software, 3D game design and delivering online safety
presentations.
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Computing has an increasing profile at our school. We aim to ensure that children have a
secure and comprehensive knowledge of the implications of technology and digital systems.
This is important in a society where technologies and trends are rapidly evolving. Children
will be able to apply the British values of democracy, tolerance, mutual respect, rule of law
and liberty when using digital systems. Our children are confident using a wide range of
hardware and software, and are diligent learners who value online safety and respect when
communicating with one another. There were no reported online safety incidents in the past
12 months, as a result of strong and consistent online safety procedures.



Digital devices unplugged

Lesson 1: How does a digital device work?

To explain how digital devices function
e | can explain that digital devices accept inputs
e | can explain that digital devices produce outputs
e | can follow a process

What do these things have in common?

All of these things either are digital devices or use digital devices inside them to make them
work.



Sort these items into two groups







Why did you sort them that way?

They could be sorted like this...



Digital devices must have an input, a process, and an output
Input
Process

Output

Hpllo world

You press a button on The computer follows a You see the letter on the
Hee et ! program that tells it what screen that matches the
to do when you press a : . .

2 - ‘Input, process, output’ machine
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Input, process, output

Can you find the inputs, processes, and outputs for the machines on the sheet?
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Input, process, output — Answers

Did you find the different inputs, processes, and outputs?
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Create your own ‘input, process, output’ machine
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What have you learnt?

What is this digital device?

What does it do?
What is the input?
What is the process?

What is the output?




How confident are you? (1-3)
e | can explain that digital devices accept inputs
e | can explain that digital devices produce outputs
e | can follow a process

3 — Very confident

2 —Unsure

1 — Not confident






Next lesson
In this lesson, you...

Used an ‘input, process, output’ machine and invented your own processes

Next lesson, you will...

Look at devices with different inputs and outputs and design your own digital device
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Progression of Skills

L.O: | can set effective
asswords and understand

their importance in internet

safety

In computing, Year 4 learnt
about the importance of
setting effective passwords.
We learnt that to make our

passwords stronger, we
should look to include

numbers and a mix of capita
and lower case letters.

To do this, we played
INTERLAND. A fun, but
important game that taught
us how to create such
passwords and what happens
if we don't.



Multimedia,

and Data Handling.
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