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.

@ uselogical reasoning to predict the behaviour of
simple programs.

manipulate and retrieve digital content .

@ recognise common uses of information technology
beyond school.

@ usetechnology 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.

Note!

The new Computing curriculum still contain ideas from
the old ICT curriculum. Everything highlighted in blue
are the changes introduced with the New

Computing Curriculum.

@ use technology purposefully to create, organise, store,

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.

use technology safely, respectfully and responsibly;

recognise acceptable/unacceptable behaviour; identify a
range of ways to report concerns about content and
ontact.
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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

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

Appreciate how [search] results are selected and ranked

Use search technologies effectively

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

Understand the opportunities [networks] offer for communication and
collaboration

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



Computing — 3 Strands
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Computer Information Digital Literacy
Science (CS) Technology (IT) (DL)
The Foundation The Application The Implication
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A high quality computing education equips pupils to use
computational thinking and creativity to understand and change
the world.

Computing has deep links with mathematics, science and design
and technology and provides insights into both natural and
artificial systems.
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No NC levels

PoS sets out what all children
should be taught by the end of
each Key Stage

Schools able to introduce own
formats for assessment

See CAS guide for assessment
and progression ideas




Understand what algorithms are

Create simple programs

Understand that algorithms are implemented
as programs on digital devices

Understand that programs execute by
following precise and unambiguous
instructions

Debug simple programs

Use logical reasoning to predict the behaviour
of simple programs

Write programs that accomplish specific goals
Use sequence in programs
Work with various forms of input

Work with various forms of output

Use technology purposefully to create digital
content

Use technology purposefully to store digital
content

Use technology purposefully to retrieve digital
content

Use technology purposefully to organise
digital content

Use technology purposefully to manipulate
digital content

Use search technologies effectively

Use a variety of software to accomplish given
goals

Collect information
Design and create content

Present information

¥

I = A

Use technology safely
Keep personal information private

Recognise common uses of information
technology beyond school

Use technology respectfully

Identify where to go for help and support
when they have concerns about content or
contact on the internet or other online
technologies

Use technology responsibly

Identify a range of ways to report concerns
about contact




KS2 -5

Design programs that accomplish specific goals

Design and create program

Debug programs that accomplish specific goals

Use repetition in programs

Control or simulate physical systems

Use logical reasoning to detect and correct errors in programs

Understand how computer networks can provide multiple
services, such as the world wide web

Appreciate how search results are selected

Solve problems by decomposing them into smaller parts
Use selection in programs
Work with variables

Use logical reasoning to explain how some simple algorithms
work

Use logical reasoning to detect and correct errors in
algorithms

Understand computer networks including the internet

Appreciate how search results are ranked

Select a variety of software to
accomplish given goals

Select, use and combine internet
services

Analyse information
Evaluate information
Collect data

Present data

Combine a variety of software to
accomplish given goals

Select use and combine software
on a range of digital devices

Analyse data
Evaluate data

Design and create systems

Understand the opportunities
computer networks offer for
communication

Identify a range of ways to
report concerns about
content

Recognize acceptable /
unacceptable behaviour

Understand the
opportunities computer
networks offer for
collaboration

Be discerning in evaluating
digital content
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tional Thinking

Computational thinking
Decomposition Abstraction
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(020 Thinking computationally is not programming.

¢ It is not thinking like a computer, as computers do not, and
cannot, think.

+» Computers can be used to help us solve problems. however,
before a problem can be tackled, the problem itself and the ways
in which it could be solved need to be understood.
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A complex problem is one that, at first
glance, we don't know how to solve
easily.

Computational thinking involves taking
that complex problem and breaking it
down into a series of small, more
manageable problems (decomposition).
Each of these smaller problems can then
be looked at individually, considering
how similar problems have been solved
previously (pattern recognition) and
focusing only on the important details,
while ignoring irrelevant information
(abstraction). Next, simple steps or rules
to solve each of the smaller problems
can be designed (algorithms).

Finally, these simple steps or rules are
used to program a computer to help
solve the complex problem in the best
way.

Information taken from
BBC Schools Computing



http://www.bbc.co.uk/education/guides/zp92mp3/revision

Programming Principles
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AMhatiComputer Science actuallyis...-%

"Computer Science is no more about computers than
Astronomy is about telescopes".

Edsger Dijkstra, a famous award-winning computer scientist once said.
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Computer Science is about the principles behind building the software packages,
about the algorithms used in computer games, about the technology behind the
internet and about the architecture of computing devices.
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Start
Here

Now, our entire program
looks like this:

Follow along with your finger
and see if you can figure out
how to get this image from the
program to the right.
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Computing in the
national curriculum

A guide for primary teachers




@ Education City — All Programs/Core Programs
@ BBC Schools Computing:
@ Google: Code Org Course 2
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http://www.bbc.co.uk/schools/0/computing/28972462

