


L ntent

At Alexandra Park Junior School we offer ar structured sequence of lessons, ensuring
The content allows for a broad, deep understanding of computing and, how i links to
childrervs lines. It offers a range of opportunities for consolidation, challenge and,
evaluate and apply information technology. It also enables them to- become

We want our Computer Scientists to: -

Thinks critically
Formy and, justify own ideas




Implementation

Fach lessorv contains reamisiony analysis and, problem-solving: Throughs the sequence of
lessons, we intend to- inspire, pupils to- demelop o love of the digital world, see its place in
their future and give build confidence. Cross-curricular links are dlso important in
new skills and, challenges. In KSI, the focus is onv demeloping the use of dlgorithme,
programming and, how technology carv be useds safely and, purposefully. We do- not teach
KSI v Alexandra Park Junior school howemer a baseline assessment is carried, oub to
assess ([ these have been covered: In KSd, lessons still focus onv algorithmes, programming
ondjcodmg/butum@morecompl@owwé/and/]:ondxﬂlepentpunpose& Childrery also derelop,
the infernet and, technology,




_
Impact

Learing v computing will be enjoyed across the schooli The Computing Teacher
has highy expectations and, guality evidence will be presented, v a wariety of forms.
alongside o progression v their technical skills. Pupils will become confident using a
Childrery will see the digital world as part of their worlds extending beyond, school,
Impact may be measured, in a wariely of ways, including: -

o Spotights













Unib Strand, Sub strand,
Computer Systems CS Technology irv our
and, Networks lives
Programming A CS Coding and
Vaniables i Games ngmmnlnga
Online Safety DL Online Safety
Kudo CS Coding and
Programming
Spreadsheets IT Mulbimedic.
Programming, B- CS Coding and
Sensing Movement; programming

Microbits??7?




Understanding the World, (Technology)
Children recognise that as range of technology, is used; inv places suchy as homes and schools: They select ands use technology for particular purposes:

p:ogxnm&exwafebgpollowmg/pmusemd/unambaguou&mm

* use logical, reasoning to- predict the behaviour of simple programs;
* recognise commory uses of information technology beyond school
: mwwmwwwmmwmwwww

Key Stage | National, Curriculum Expectations Key Stage & National Curriculumy Expectations

PupAl&should:behm,ghbi‘o Pupd&should:bel‘aughb’w

outpus

* use logical reasoning to- explain how some simple algorithms work and, to- detect and correct ervors inv

dlgorithms and programs:

* use search technologies effectively, appreciate how results are selected and ranked; and, be discerning inv

* selech use and combine a, variety of software (including internets services) onvarange  of digital devices

wwmmmm@quwmmmw?mww

mmngezoaﬁwog@toneportconmaboubconienbond/ contack




Understanding the, World, (Technology)
Children, recognise that: @ range; of technology is used, inv places such as homes and, schools: They select and, use technology for particular purposes.

Key Stage | National Curriculum Expectations Key Stage & National Curriculum Expectations

memww

pmgmmsexewb&bgfolloumgpmwandunamb&guou&umchm&

* create and debug simple programs;
+ uso tchnologs sefely andrespetly, heping personal. inforatio, pvats ey where b g for help

and, support when they have concerns about content, o contiach orv the internet, or other online technologies:

Pmmmww

o simulofing

outpu

* use logical reasoning to- explain how some simple, algonithms work and, to- detect and, correct ervors inv

algorithms and, programs;

. understand'compuienndwork&mdudmgﬂwm hwﬂwymwd&mwhpl&wm& such as the

* use search technologies effectively, appreciate hour results are selected and ranked, and, be discerning, in

* select; use and combine a vaniety of software (including infernet; services) onasrange,  of digital dewices

to- design and, create: o range of programs; systems and, contients that accomplishy givens goals; including
collecting, analysing, ewaluating and, presenting data and informations

o range of ways to- report concerns about content and; contact:

Substantive




There are two Year 3 programuming units:
[ ngxﬂmmmg;A—Swwd&
® Programming B - Events and actions uv programs

Brief oamerasieas

‘Les»sor‘u

I Moring o sprite

I this lessorny learners will uwestigate
hour characters carv be mosed, using

L J I carn choose which keys to use
choices

L J I carv identify a way to umnproas
prograumy

XA Maze morrerment

Irv this lessory lﬂar\ne{\&u}dbppogx\arr\;o;
withy @ ginvvery background. Learners widl




carv discorver sumilaridues betiveer oo erviiroruments: Learrners look ab the difference betiveery couwnt—

recormunend the use of teacher accounts uv Scratch to muake & easier to- mMmanage student accounts. For
(https://scratchumit.edi/ edicators/faqg)

to- use therv ustead.

7 loops to create Irv the first lessory learrners look ab
are repeated: Learrners therv use
Scratch, a block—based programuming
couwnt— controled, loops: They cornsider
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B - Selectior uv guizzes

Lesso-ru

ik

I this lessory learrmers readsit presamious

L J T carv recall hour condiitorns are usec

Imt}nx&bessommwd&»ebopthw
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There are two Year 6 prograrmuming units:

Programming A - Variuabkles uv games
P i B—Serusing/

Br\befover\‘vim

constructs: seguence from Year 3, repetition froms Year 4, selectior froms Year 5. and variakles (introdiuced,

v Year 6 - Programming A Tt offers pupils the opportunity to use al of these constructs uv a different.

monre
depthu.

reduced. therv uv Lessory 5, pupidls create their cwru design, using the same template: I the funal lessor,

To create a prograry to- rurv oy a controllable de

.Ioomo.ppba/mja/knourledg@o&pnogpammuwg/tc
eruvAlrorument

.Ioorvtesbrwprogxmomwuernulotor\
® T carvtransfer my program to a controllable
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it clicked
when this spnba clicked

A U wou ke me to chengs colowr? EGIETE

forerper
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