TEACH COMPUTING OVERVIEW OF UNITS

EYFS

Understanding the World (Technology)
e Recognise that a range of technology is used in places such as homes and schools
e Select and use technology for particular purposes
e Understand that you may have to put your name/password into the device to retrieve your own files
e Understand that you can connect with others via a device
e Experience digital devices with an input/output
e Change the output of a device/toy by altering the input
e Use the keyboard to enter their own name and print a document
e Use the keyboard and mouse to move a character around a game
e Experience recording their own voice and hearing the playback
e Experience videos of self and ability to re-watch

BAREFOOT COMPUTING UNITS

Technology in the
Classroom

Exploring different
technology in the
classroom and how they
are connected.

Awesome Autumn

Three Autumn themed
activities, in which
children explore
patterns in Garlands
Galore, create a leaf
labyrinth and make
Pumpkin Soup using
computational thinking
skills.

Concepts and

Approaches:

e Collaborating,

e Creating,

e Tinkering,

e Logic,

e Persevering,

ePatterns decomposition,
Algorithms,
® Abstraction

People Who Help Us

Three activities based on
Barefoot’s everyday
superheroes, which have
been designed to help
children develop their
computational thinking
skills. Create patterns on a
police car, guide a delivery
person to their destination
and design a uniform for a
firefighter!

Concepts and Approaches:
e Algorithms
Collaboration

e Persevering

Creating Pattern

Logical Reasoning
Tinkering

Abstraction

Winter Warmers

Three winter themed
activities in which children
follow a sequence of
instructions to make a bird
feeder in Feed the Birds,
logic to make igloos in
Let’s Make an Igloo and
explore patterns to create
scarves in Scarves for
Snowmen.

Concepts and Approaches:

e Collaborating,

e Creating,

e Tinkering,

e Logic,

e Persevering,

e Patterns, decomposition,
Algorithms,

® Abstraction

Digital Art
Using Ipads and laptops to
create art work linked to
current themes

Digital Stories
Using Ipads and laptops to
record stories for sharing.

Super Space

Three space themed
activities to develop
children’s computational
thinking and problem
solving skills, including
creating algorithms to
direct a rocket through
space and spotting
patterns in pictures of
aliens.

Concepts and Approaches:

e Abstraction,

Tinkering,

e Persevering,

Patterns,

Logic,

e Decomposition,
Collaborating,
Algorithms
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COMPUTING SYSTEMS AND NETWORKS

PROGRAMMING

CREATIN

G MEDIA

CAREERS AND
NOTABLE PEOPLE

Career Title: Digital Marketing
Specialist

Wage: £25,000 - £50,000
aaaaa ily.
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DATA AND INFORMATION PROGRAMMING CREATING MEDIA
o Grouping data (1.4) Pictograms (2.4) Programming Programming quizzes Digital painting (1.2) Digital photography
; Exploring object labels, | Collecting data in tally animations (1.6) (2.6) Choosing appropriate (2.2)
< S then using them to sort charts and using Designing and Designing algorithms tools in a program to Capturing and changing
: O | and group objects by attributes to organise programming the and programs that use create art, and making digital photographs for
n S properties. and present data on a movement of a events to trigger comparisons with different purposes
g computer. character on screen to sequences of code to working non-digitally.
b tell stories. make an interactive
quiz.
Grace Hooper
IT Project Manager e a'ki""s'
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ul COMPUTING SYSTEMS AND NETWORKS PROGRAMMING CREATING MEDIA
o
% Connecting computers . e o,
: ;1} s The internet (4.1) Repetition in shapes Photo editing (4.5)
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°<‘ < devicgs f:gave in fts internet as a network | Creating sequencesina Using a text-based Creating documents by images, and reflecting
= PUts, of networks including block-based programming language | modifying text, images, on the impact of
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: and how devices can be the WWW, and why we | programming language to explore count- and page layouts for a changes and whether
2 connected should evaluate online to make music. controlled loops when specified purpose. the required purpose is
— . .
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w DATA AND INFORMATION PROGAMMING CREATING MEDIA
o
> Branching databases . . Repetition in games N
= . Events and actions in Stop-frame animation
< (3.4) Data logging (4.4) (4.6) . .
B . . . programs (3.6) . (3.2) Audio production (4.2)

Building and using Recognising how and - . Using a block-based . - - -

= . . Writing algorithms and . Capturing and editing Capturing and editing
g branching databases to why data is collected programming language L i .
> . . . . programs that use a digital still images to audio to produce a
. group objects using over time, before using to explore count- .
[ . range of events to o produce a stop-frame podcast, ensuring that
0 yes/no questions. data loggers to carry . controlled and infinite . ) N .
0 . . trigger sequences of . animation that tells a copyright is considered.
< out an investigation . loops when creating a
o actions. story.

CAREERS AND
NOTABLE PEOPLE

Data Analyst

ETERTETE

Career Title: Data Scientist

What They Do: Analyse
and interpret complex
digital data to help
companies make decisions

Skills Required: Statistics,
programming, data
visualisation

Wage: £40,000 - £90,000
annually.

Margaret Hamilton

Mobile App Developer

Career Title: Moblle App
Developer

What They Do: Design and
create applications for moblle
ioes.

! @
Skills Required: Coding, AT
UX/UI Gesign, crass-platform \/

development, fon

Wage: £30,000 - £60,000
annually

Career Title: Digital
Animator

What They Do: Create
animations for movies, TV
shows, and video games,

Skills Required: Animation
software, creativity,
storytelling.

Wage: £20,000 - £50,000 [}
annually, varies with
experience and industry.
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COMPUTING SYSTEMS AND NETWORKS PROGRAMMING CREATING MEDIA
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DATA AND INFORMATION PROGRAMMING CREATING MEDIA
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The Teach Computing curriculum is structured into units for each year group, and each unit is broken down into lessons. Units can generally be taught in any order, with

the exception of programming, where concepts and skills rely on prior knowledge and experiences. Lessons must be taught in numerical order.
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