Computing at Oakmeadour

At Oakmeadouws mnwogniseﬂwabweryc}uld/l&@unwmdimduah Mﬂvﬂwwoummtﬂ\esi'&pas&m&and;potenh& Oux\com{whng;wv\{wluml&d@signed
to- ignite curiosity, foster creativity, and, equip children withs essential skills for the digital age: We believe that computing is not just about: coding or using
dersices; lbt&aboubenablmg;oupduld:mfo'hwb{owalbd&oﬁuunm (Johny 10:10). Thmughounwmpuhngedumhmweempo«mdul.dbemtob@
becomes a tool for learning, problem solving, and, self-expression. Childreny apply their computing knowledge and, skills to- real world, challenges; whether
it is designing o website, programming a robot, or analysing data: Our goal s to equip students withs the confidence and, capability to use computing
thmug}\mbﬂwmhue& mewmwmwmmwwm%%wmmmmm@ We,
beliese that computing should, empower our childrer to- embrace life's opportunities, challenges, and, wonders: Together, we prepare them for a future where
tedwndogyl&boﬂma’toobondmad»mhxm
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Teach, Computing NCCE delivers elements of the National Curriculurmy as follows:
e Information Technology
e Computer Science
e Digital Literacy
Online safety, is taught; throughout the school as' o separate element; using Project Evolie.

Indusive and: ambitious

Th@Tw&vapuhnqCumwmha&bwvumﬁﬂvto&Lppm\taleupd& Eadwlessomt&smmoedsoﬂwbtbbuﬂd&mﬂwemgﬁmﬂwepxwou&
such as visual prompts; to- reach the same learing goals as the rest, of the class: Exploratonry tasks foster o deeper understanding of o concept; encouraging
the lessons are @ range of pedagogical strategies; whichs support, making computing topics more accessible.




Research, Informed,

The subject of computing is muchs younger than many, other subjects; and as such, there is still o lot more to- learny about, how to- teachy it effectively. To
ensure thab teachers are as prepared as possible; the Teach Computing Curriculuny builds on o sebs of pedagogical principles; which are underpinned, by,
the latesty computing researchs to- demonstrate effective pedagogical strategies throughout: To remain up to- date as research, continues to- deselop, emery
aspech of the Teach Computing Curriculum is remiewed each year ands changes are made as necessary. Teachers access Teach Computing resources from
the website to ensure resources are up to- date.

Pr\ogressim»ams&l(egzstagb
Al learning objectisves hame beery mapped, to the: National, Centre, for Computing Educations taxonomy, of ter strands;, which ensures that, units build, on
eachs other from one key stage to the next: This enables our learners to leame Oakmeadour with a foundation of knowledge and, skills for KS3.
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Educations taxonomuy. This area has recently been developed to- elever strands due to the growing capabilities of Artificials Intelligence: This is arv area,
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Progression withirny a unit, — learning graphs

Learning graphs are provided as part of each unit and, demonstrate progression throughs concepts and skills: To- learn some of those concepts and, skills,
pupils' need, prior knowledge of others, so the learning graphs shour which, concepts and, skills need to- be taught first and, which could, be taught ot o
form leamning, objectires;, while others are smaller steps towards these milestones; which formy success criteriar Al teaching staff receired, CPD to- understand,
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Irv each year group: there are two Programming units of works but only one Programming learning graph. The second Programming unit builds o the



Computing i EYFS

Althoughy the "Technology strand, of the Early Learing Goals has been remosed; we value
Hwoppuhmiﬁe&ﬂwbdﬁld:mhwehounEw@ yean&tod&»elopﬂwintomp&iahomb
Thinking skills, which will ensure they are well, prepared to- start; o more formal, Computing,
education fromv Year |. Our goal s to pare the way, for our children to- access the: National
Curriculum: Computational Thinking s ab the heart, of the Computing curriculum and, closely
aligns with the Characteristics of Effective Learning. By aligning our EYFS provision to
COTT\PU.tOhOﬂﬂLT"‘LU‘LkU‘Lg/, weuseﬂwsam@vocqbalmya&used;bg/ouncou;eoguth&
and KSa, to ensure o fluid, progression: Throughouts their time v our EYFS, childreny will
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we'e s natursl compuer scientits, capable of computstions! thinking
barefoctcomputing.org ¥¢ computing =

We use Barefoot, Computing to- support our learning: These projects wills rurv inv reception with explicit teaching sessions: Within the prosision theres wills bes
link - Early Years | EN | Barefoot, Computing: Barefoot computing is neur following CPD completed, by the subject leader to- implement and, adapt iy EYFS.
The impact of using this resource wills be regularly assessed and, resiewed: The EY team will still, deliser Project; Evolve cincle time sessions to- ensure the
importance of E-Safety is promoted regulanly. Our airm is to- deelop the prosision surrounding technology throughout EY so- all, childrer carv access ands
derelop: We train our childrers hour to- use technology inv their play and how to- manage it if i goes wrong: When using desices connected to- the internet



https://www.barefootcomputing.org/earlyyears
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https://projectevolve.co.uk/toolkit/resources/years/early-years-7/self-image-and-identity/
https://projectevolve.co.uk/toolkit/resources/years/early-years-7/online-relationships/
https://projectevolve.co.uk/toolkit/resources/years/early-years-7/online-reputation/
https://projectevolve.co.uk/toolkit/resources/years/early-years-7/online-bullying/
https://projectevolve.co.uk/toolkit/resources/years/early-years-7/managing-online-information/
https://projectevolve.co.uk/toolkit/resources/years/early-years-7/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/early-years-7/health-well-being-and-lifestyle/
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https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-technology-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-grouping-data
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/programming-b-introduction-to-animation
https://projectevolve.co.uk/toolkit/resources/years/year-one/privacy-and-security/
https://projectevolve.co.uk/toolkit/resources/years/year-one/copyright-and-ownership/
https://projectevolve.co.uk/toolkit/resources/years/year-one/self-image-and-identity/
https://projectevolve.co.uk/toolkit/resources/years/year-one/online-relationships/
https://projectevolve.co.uk/toolkit/resources/years/year-one/online-reputation/
https://projectevolve.co.uk/toolkit/resources/years/year-one/online-bullying/
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms
https://teachcomputing.org/curriculum/key-stage-1/creating-media-making-music
https://teachcomputing.org/curriculum/key-stage-1/programming-b-programming-quizzes
https://projectevolve.co.uk/toolkit/resources/years/year-two/managing-online-information/
https://projectevolve.co.uk/toolkit/resources/years/year-two/managing-online-information/
https://projectevolve.co.uk/toolkit/resources/years/year-two/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/year-two/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/year-two/privacy-and-security/
https://projectevolve.co.uk/toolkit/resources/years/year-two/copyright-and-ownership/
https://projectevolve.co.uk/toolkit/resources/years/year-two/self-image-and-identity/
https://projectevolve.co.uk/toolkit/resources/years/year-two/online-relationships/
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
https://projectevolve.co.uk/toolkit/resources/years/year-three/online-reputation/
https://projectevolve.co.uk/toolkit/resources/years/year-three/online-bullying/
https://projectevolve.co.uk/toolkit/resources/years/year-three/managing-online-information/
https://projectevolve.co.uk/toolkit/resources/years/year-three/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/year-three/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/year-three/privacy-and-security/
https://projectevolve.co.uk/toolkit/resources/years/year-three/copyright-and-ownership/
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-data-logging
https://teachcomputing.org/curriculum/key-stage-2/creating-media-photo-editing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-repetition-in-games
https://projectevolve.co.uk/toolkit/resources/years/4/self-image-and-identity/
https://projectevolve.co.uk/toolkit/resources/years/4/online-relationships/
https://projectevolve.co.uk/toolkit/resources/years/4/online-reputation/
https://projectevolve.co.uk/toolkit/resources/years/4/online-bullying/
https://projectevolve.co.uk/toolkit/resources/years/4/managing-online-information/
https://projectevolve.co.uk/toolkit/resources/years/4/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/4/health-well-being-and-lifestyle/
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-systems-and-searching
https://teachcomputing.org/curriculum/key-stage-2/creating-media-video-editing
https://teachcomputing.org/curriculum/key-stage-2/programming-a-selection-in-physical-computing
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-flat-file-databases
https://teachcomputing.org/curriculum/key-stage-2/creating-media-introduction-to-vector-graphics
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes
https://projectevolve.co.uk/toolkit/resources/years/5/privacy-and-security/
https://projectevolve.co.uk/toolkit/resources/years/5/copyright-and-ownership/
https://projectevolve.co.uk/toolkit/resources/years/5/self-image-and-identity/
https://projectevolve.co.uk/toolkit/resources/years/5/online-relationships/
https://projectevolve.co.uk/toolkit/resources/years/5/online-reputation/
https://projectevolve.co.uk/toolkit/resources/years/5/online-bullying/
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-communication
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-communication
https://teachcomputing.org/curriculum/key-stage-2/creating-media-web-page-creation
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-spreadsheets
https://teachcomputing.org/curriculum/key-stage-2/creating-media-3d-modelling
https://teachcomputing.org/curriculum/key-stage-2/programming-b-sensing
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Assessment; iy Computing

To assess computing at Oakmeadour we introduce the children to- a ‘Oakmeadour Computing Passport ab the start of eachs unit: Onv the passport will be a
guestion to- assess the childrervs prior learning of that topic and ar question to- identify what, knowledge of the current; content: the children possess. This
knowledge is resiewed, with an exit class displayed, on the board, for children to- answer and, discuss. These questions have beer derived, from the Teach,
Computing summative assessments and progression documents: Year | conduct these whole class whereas other year groups complete them indiridually,
across the school.

To assess undenstanding each lesson plary for Teachs Computing has specific learing outcomes and, opportunities for formative assessment, prosided, for
teachers to- adapt: Al slides finishy with, o rexiewr against the outcomes: Here self-reflection s used; and, formative assessment; canv thery allousr teachers to-

What computing looks like?

Computing lessons are taught: every half term following the teachs computing unit: Additionally, children, wills be taught their E - Safety units from Project
unplugged: SEN learners may use stickers to- support this: Any activities are to- be completed inv their computing books where the teacher will, highlight
green if the objective has beerv met: For activities on digital, devices children car sanve their work on Seesaw; teachers are to- sticks o learning focus with,
the date and note saying work is onv Seesawr or teams so- there is o reference: Where applicable teachers may print; as screenshot of the code produced, or
the project made. EY and Year | will, take: photos of the, computing, i the prowisions and, reference the date: TLAC strategies are used, to- teach, computing
effectively. All teaching staff have received CPD for teaching computing in their year group: This training outlined, computing pedagogy. Teach Computing
has teacher subject knowledge and detailed lesson plans for each, lesson with, adaptations for SEN learners outlined: The scheme also- provides adaptations
of resources to- support SEN learenrs.



https://projectevolve.co.uk/toolkit/resources/years/6/managing-online-information/
https://projectevolve.co.uk/toolkit/resources/years/6/managing-online-information/
https://projectevolve.co.uk/toolkit/resources/years/6/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/6/health-well-being-and-lifestyle/
https://projectevolve.co.uk/toolkit/resources/years/6/privacy-and-security/
https://projectevolve.co.uk/toolkit/resources/years/6/copyright-and-ownership/
https://projectevolve.co.uk/toolkit/resources/years/6/self-image-and-identity/
https://projectevolve.co.uk/toolkit/resources/years/6/online-relationships/

Education for a
Connected World
- 2020 edition

Children have the right to enjoy childhood
online, to access sofe online spaces,

and to benefit frem all the opportunities
that a connected world can bring to them,
appropriate to their age and stage.

As they grow older, it is crucial that they
learn to balance the benefits offered by
technology with a critical awareness of
their own and other’s online behaviour and
develop effective strategies for staying safe
and making a positive contribution online.

This framewaork describes the knowledge,
understanding and skills that children and
young people should have the opportunity
to develop at different ages and stages.

It highlights what a child should know

in ferms of current online technalogy, its
influence on behaviour and development,
how fo get support, and what skills they
need fo be able to navigate it safely.

Children and young people’s online activity
and behaviour can be different both within
and acrass an age range. This framework
is infended to be used flexibly in order fo
support learning that is relevant to children
and young peoples’ online behaviour and
experiences and matched to their readiness
for new learning.

A framework to equip children
and young people for digital life

Since the publication of the first edition

of the framework in 2018 the infreduction
of new statutory subjects in all English
schools has elevated the status of much of
the knowledge young people will require
from September 2020.

This edifion expands learning outcomes
related to understanding, respecting and
protecting individual autonomy, the right to
give or withhold consent and repositions
some outcomes in response to new
behaviours related to safeguarding.

Aims of the Framework

Education for a Connected Werld is a tool
for anyone who works with children and
young people. It enables the development
of teaching and learning as well as
guidance to support children and young
people to live knowledgeably, responsibly
and safely in a digital world.

It focuses specifically on eight different
aspects of online education:

Self-image and Identity
Online relationships

Online reputation

Online bullying

Managing online information

N

6. Health, wellbeing and lifestyle
7. Privacy and security
8. Copyright and ownership

The framework aims to support and
broaden the provision of online safety
education, so that it is empowering,
builds resilience and effects positive
culture change. The objecfives promaote
the development of safe and appropriate
long term behaviours, and support
educators in shaping the culture within
their setting and beyond.

The status of this framework
for English schools

From September 2020 Relationships
Education and Relationships and Sex
education will be compulsery for all
secondary aged pupils in England and
Relationships Education for all primary
aged pupils in England. Health Education
will be compulsory for all pupils in state-
maintained schools. PSHE is already
compulsory for Independent Schools'.

Much of the specific knowledge young
pecple will need to enable them to live
safely and thrive online are identified
throughout these new statutory subjects.
It is important to ensure that factual
knowledge is set within learning that
provides a broader understanding of
the digital world and the development
of digital skills.

In 2019 the Department for Education
produced non-statutory guidance ‘Teaching
online safety in schools — Guidance
supporting schools to teach their pupils how
to stay safe online, within new and existing
subjects™. This guidance makes extensive
reference to this framework as a tool to
support realising this outcome.

It is essential that education young people
require to thrive in the digital environment is
planned across the entire curriculum and as
part of a whole school approach to digital
learning and online safety.




Using Education for
a Connected World

Schoaol leaders, teachers and other
members of the children’s workforce can
use this framework for a wide range of
purposes, including:

— Developing a rich, effective ond
developmental curriculum, which will
support young people to be safe,
healthy and thriving online

- Awuditing and evaluating exisfing
provision of online safety education

— Coordinating delivery of online safety
education throughout the curriculum

- Improving engagement across the
wider school community on issues
related to online safety

—  Developing effective training for staff
and governors / board members

Online sofety is a whole school issue.

The framework gims to support the
development of the curriculum and is

of particular relevance to PSHE education,
Relationships and Sex Education, Health
Education and Computing. It is designed,
however, to be usable across the curriculurn
and fo be central fo a whole school

approach to safeguarding and online safety.

About us

The framework has been developed
by members of the UKCIS Education
Working Group.

UKCIS is o group of more than 200
organisations drown from across
government, indusiry, law, academia and
charity secfors working in parinership to
help keep children safe online.

The UKCIS Education Working Group brings
together leading organisatfions in online
safety in education and the group focuses
on how education settings in the UK are
responding fo the challenges of keeping
their pupils safe online.

Feedback and development

Education for a Connected World is

a working document and we would
appreciate your feedback. You can
report on your use of the framework and
your online safety educafion needs by
completing this survey.

Acknowledgements

UKCIS would like to thank members of
the Education Working Group who have
contributed significant time and expertise

to the development of Education for a
Connected World.

Many thanks to Common Sense Education
for agreeing to the use of fopic headings
in their Digital Citizenship Curriculum os

a source for the structure of the current
Framework.
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Self-image and identity

This strand explores the differences
between online and offline identity
beginning with self-awareness,
shaping online identities and media
influence in propagating stereotypes.

It identifies effective routes for reporting
and support and explores the impact
of online technologies on self-image
and behaviour.
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Managing online information

This strand explores how online
information is found, viewed and
inferpreted. It offers strategies for
effective searching, critical evaluation
of data, the recognition of risks and
the management of online threats
and challenges. It explores how
online threats can pose risks fo our
physical safety as well as online safety.
It also covers learning relevant fo
ethical publishing.

ER
Online relationships

This strand explores how fechnology
shapes communication siyles and
identifies strategies for posifive
relafionships in online communifies.
It offers opportunities to discuss
relafionships, respecting, giving and
denying consent and behaviours that
may lead to harm and how positive
online interaction can empower and
amplify voice.

D
Health, well-being
and lifestyle

This strand explores the impact that
technology has on health, well-being
and lifestyle e.g. mood, sleep, body
health and relationships. It also includes
understanding negative behaviours
and issues amplified and sustained by
online technologies and the sfrategies
for dealing with them.

O Rl

Online reputation

This sirand explores the concept of
repufation and how others may use

online information to make judgements.

It offers opportunities to develop
strategies to manage personal digital
content effectively and capitalise on
technology’s capacity to create effective
positive profiles.
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Privacy and security

This strand explores how personal
online information can be used, stored,
processed and shared. It offers both
behavioural and technical strategies to
limit impact on privacy and protect data
and systems against compromise.
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Online bullying

This strand explores bullying and

other online aggression and how
fechnology impacis those issues.

It offers strategies for effective reporting
and intervention and considers how
bullying and other aggressive
behaviour relates fo legislation.
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Copyright and ownership

This strand explores the concept of
ownership of online content. It explores
strategies for protecting personal
content and crediting the rights of
others as well as addressing potential
consequences of illegal access,
download and distribution.




