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Structure of the units of work

Every unit of work in the Teach Computing Curriculum contains: a unit overview; a learning graph, to show the progression of skills and concepts in a unit; lesson content
— including a detailed lesson plan, slides for learners, and all the resources you will need; and formative and summative assessment opportunities.

Teach Computing Curriculum overview

Brief overview

Computing
systemsand

Creating media Programming A Data and information Creating media Programming B

networks*

Technology around us Digital painting Moving a robot Grouping data Digital writing Programming
animations
(1.2)* (1.2) (1.3) (1.4) (1.5) (1.6)
Information technology Digital photography Robot algorithms Pictograms Digital music Programming quizzes
around us
(2.1) (2.2) (2.3) (2.4) (2.5) (2.6)

INetworks are not part of the key stage 1 national curriculum for computing but the title is used as a strand across primary.
*The numbers in the brackets are a ‘quick code’ reference for each unit, e.g. 1.3 refers to the third Year 1 unit in the recommended teaching order.



Unit summaries

Year 1

Computing
systemsand
networks

Technolog
yaround
us
Recognising technology
in school and using
it responsibly.

Information
technologyaround us
Identifying IT and how
its responsible use
improves our world in
school and beyond.

Creating media

Digital
paintin
9
Choosing appropriate
tools in a program
to create art, and
making comparisons
with working
non-digitally.

Digital
photograph
y
Capturing and
changing digital
photographs for
different purposes.
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Programming A

Movin
ga
robot
Writing short
algorithms and
programs for floor
robots, and predicting

program outcomes.

Robot
algorithm
s
Creating and
debugging programs,
and using logical
reasoning to make
predictions.

Data and information

Groupin
gdata
Exploring object
labels, then using
them to sort and
group objects by
properties.

Pictograms
Collecting data in tally
charts and using
attributes to organise
and present data
on a computer.

Creating media

Digital
writin
9
Using a computer
to create and format
text, before
comparing to writing
non-digitally.

Digita
|
musi
c
Using a computer
as a tool to explore
rhythms and
melodies, before
creating a musical
composition.

Programming B

Programming
animations
Designing and
programming the
movement of a
character on screen
to tell stories.

Programmin
gquizzes
Designing algorithms
and programs that
use events to trigger
sequences of code
to make an
interactive quiz.



National Curriculum Coverage — Years 1 and 2

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
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Progression

Progression across key stages

Computing systems

Programming Data and information Creating media
and networks

All learning objectives have been mapped to the National
Centre for Computing Education’s taxonomy of ten strands, Taxonomy Computer
which ensures that units build on each other from one key strands
stage to the next.

Programming Data and information Creating
systems media

Algorithms
Computer Design and
. networks Design and development
Progression across year groups development
Within the Teach Computing Curriculum, every year group
Effective use of tools

learns through units within the same four themes, which
combine the ten strands of the National Centre for

Computing Education’s taxonomy (see table, right). Impact of technology

This approach allows us to use the spiral curriculum
approach to progress skills and concepts from one
year group to the next.

Safety and security



Progression within a unit
—Ilearning graphs

Learning graphs are provided as part of each unit
and demonstrate progression through concepts and
skills. In order to learn some of those concepts and
skills, pupils need prior knowledge of others, so the
learning graphs show which concepts and skills need
to be taught first and which could be taught at

a different time.

The learning graphs often show more statements than
there are learning objectives. All of the skills and
concepts learnt are included in the learning graphs.
Some of these skills and concepts are milestones,
which form learning objectives, while others are
smaller steps towards these milestones, which form
success criteria. Please note that the wording of the
statements may be different in the learning graphs
than in the lessons, as the learning graphs are
designed for teachers, whereas the learning
objectives and success criteria are age-appropriate so
that they can be understood by pupils.
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In each year group, there are two ‘Programming’

units of work, but only one ‘Programming’ learning
graph. The second ‘Programming’ unit builds on the

content that was taught in the first ‘Programming’ unit so
closely that there is no specific divide where one ends
and the other begins.



KS1 Example learning graph

Year 2 - Data and Information -

To use a tally chart to collect
data

To show I can enter data onto a
computer

Pictograms

To recognise that people,
animals, and objects can be
described by attributes

To compare objects that have 1

been grouped by attribute
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To construct (complete) a given
i question, & g Are

in different formats

To use pictograms to answer
single-attribute questions

To use a computer to view data

there more balls than
balls?

tables)

To use a computer to answer To use a computer program to
comparison questions (graphs, present information in different

ways

To suggest appropriate
headings for tally charts and
pictograms

To give simple examples of why
some information should not be
shared

To explain that we can present
information using a computer



Resources

Software and hardware

Computing is intrinsically linked to technology and
therefore requires that pupils experience and use a range
of digital tools and devices. As the Teach Computing
Curriculum was being written, careful consideration was
given to the hardware and software selected for the units.
The primary consideration was how we felt a tool would
best allow pupils to meet learning objectives; the learning
always came first and the tool second.

To make the units of work more accessible to pupils and
teachers, the materials include screenshots, videos, and
instructions, and these are based on the tools listed in the
table below. The list below should not be seen as an
explicit requirement for schools. Schools may choose to
use alternative tools that offer the same features as
described in the units. All of the learning objectives can
be met with alternative hardware and software, as the
learning objectives are not designed to be tool-specific.

Software

If you do not wish to use the software recommended in
the units, you could use an alternative piece of software
that provides the same function. All learning objectives
should be achievable using alternative software, however,
there will be a lot less support for teachers, as
screenshots and demonstration videos reflect the
software referenced in the materials.

The units of work include the use of free software that
would need to be installed on local machines, and
software that is available as an online tool. Where
software needs to be installed locally, schools will need
to plan software installation in advance.

Several of the units that use online tools require schools
to sign up to free services in order to access the tools.
This also allows pupils the opportunity to save the
projects that they are working on, and gives them the
skills that they need to manage their own usernames and
passwords as digital citizens. However, the school needs
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to ensure that they are comfortable using the software,
and thatitis in line with their policies about using online
tools and how teachers will manage accounts.

Hardware

Pupils should experience a range of digital devices, which
may include desktop, laptop, and tablet computers.

Pupils should also experience hardware designed for
specific purposes, e.g. data loggers, floor robots, and
microcontrollers.

Several of the Teach Computing Curriculum units require
the use of physical computing devices. This is in
recognition of the growing importance of physical
computing and digital making and was part of our
curriculum design from the beginning. As we are aware
that not all schools will have invested in this equipment,
NCCE Computing Hubs (ncce.io/hubs) have a number of
class sets of equipment, which will be loaned to schools
in rotation, with some set aside for CPD sessions.


http://ncce.io/hubs
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Software and hardware overview

/ Used for the unit — reflected in screenshots ~ @ Could be used as an alternative

_ Desktop or Chromebook Tablet Software or hardware
13| to

Requirements for pupils — below

1.1 Technology around us
1.2 Digital painting

1.3 Moving a robot

1.4 Grouping data

1.5 Digital writing

1.6 Programming animations
2.1 Information technology around us
2.2 Digital photography

2.3 Robot algorithms

2.4 Pictograms

2.5 Digital music

2.6 Programming quizzes

/

NSNe NN

NN

/

Ne NN

NN

paintz.app
Microsoft Paint or similar
Bee-Bot, Blue-Bot, or other fixed-movement floor robot
Google Slides or Microsoft PowerPoint
Google Docs or Microsoft Word
ScratchJr
Google Slides or Microsoft PowerPoint
Digital camera
Bee-Bot, Blue-Bot, or other fixed-movement floor robot
j2data Pictogram
Chrome Music Lab

ScratchJr


http://paintz.app/
https://www.j2e.com/jit5#pictogram
https://musiclab.chromeexperiments.com/

