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SUBJECT: COMPUTING

Subject Leader(s): Emily Tobin (Deputy Headteacher), Laura Cartwright (Assistant Headteacher – Primary), Ryan Mason (Assistant Headteacher – Secondary)
Subject Supporter(s): Ben Edwards
Linked awareness day(s): Safer Internet Day
National curriculum link: National Curriculum - Computing key stages 1 to 2
Scheme of work followed: Jam Coding for KS2 & KS3 ANC and AQA UAS for KS4 & KS5
EfL framework: Completed
Assessment method: End of unit teacher assessment

What do we want students to learn and remember?
	
	Curriculum Delivered across the academic year

	EYFS/KS1
	The EYFS/KS1 Computing Curriculum at Abbot’s Lea School supports students to develop their prerequisite skills across all areas in order to access the national curriculum when students transition into Key Stage 2. The information below outlines the most relevant statements taken from the Early Learning Goals in the EYFS statutory framework and the Development Matters age ranges for Three and Four-Year-Olds and Reception to match the programme of study for Computing.

In the Early Years, children begin developing the foundations of computing through play, exploration and communication. At ages 3 and 4, children learn to use simple technological toys and equipment, such as interactive games, programmable toys and tablets. They begin to understand that technology can be used for different purposes and start to follow simple instructions and sequences. Children explore cause and effect through pressing buttons, making choices and observing what happens. They also begin developing the language needed to talk about technology, instructions and digital devices. As they move through our EYFS/KS1 (Reception–Year 2), children deepen this understanding by using technology to create, communicate and solve problems. They learn to follow and create simple algorithms, use programmable devices, create digital artwork and animations, and begin using technology safely and respectfully. Adults model and encourage the use of appropriate vocabulary linked to computing, including words such as “algorithm”, “program”, “instruction” and “debug”. By the end of Reception (Year 2 at Abbot’s Lea School), the Early Learning Goals expect children to confidently explore technology within their play and learning, use simple digital tools for a purpose, and demonstrate increasing independence when using technology safely and appropriately. These early computing experiences provide the foundation for more formal computing learning in Key Stage 2.

The Early Learning Goals in Understanding the World and Expressive Arts and Design establish key skills and concepts that lead directly into our Year 3 Computing curriculum. Children are expected to use technology purposefully, follow simple instructions, solve problems through trial and error, and communicate ideas using digital tools. Building on this, our Year 3 Computing Curriculum teaches students to develop a clearer understanding of computer systems, algorithms and programming. Students learn to create and debug simple programs, use logical reasoning to predict outcomes, collect and present data, and create digital content including animations, presentations and games. They also develop their understanding of online safety, recognising how to use technology responsibly, respectfully and securely. Students begin using subject-specific vocabulary confidently and apply computational thinking skills such as sequencing, decomposition and pattern recognition across different computing topics. This progression ensures a smooth transition from experiential, play-based computing in EYFS/KS1 to more structured, skills-based computing learning when students reach Year 3.


	
	Term One
	Term Two
	Term Three
	Term Four
	Term Five
	Term Six

	Year 3
	Programming and Physical Computing- Coding Cats & Dogs

This unit helps learners understand how to control a floor robot using simple button inputs. They begin by making the robot move with support, then move towards working more independently. Pupils learn what command cards are and begin to predict how a robot will move. They also practise planning simple step-by-step instructions to make a robot reach a goal or interact with objects. Learners start to find and fix simple mistakes in their instructions with help. By the end, they can create and follow simple algorithms to move a floor robot with more accuracy.

	Multimedia Computing- Creative Computing

This unit helps learners build basic computer skills using a mouse or trackpad. Pupils learn what a mouse or trackpad is and how to use it to move the cursor on the screen. They practise clicking, selecting, and dragging items to different places. Learners also use simple drawing tools like shapes and colours to make pictures. They begin to type simple text using a keyboard. By the end of the unit, learners can create a simple poster using paint and text tools with growing independence.
	Computer Systems and Networks- Awesome Animations

This unit helps learners create simple digital animations. Pupils begin by making a basic animation with support and then work more independently. They learn what frames are and how they help make pictures move. Learners are introduced to onion skinning to help them draw each frame more easily. They use more than one sprite to make their animation. By the end of the unit, learners can create, save, and show a simple animation and talk about what they have made using simple animation words.


	Data, Information and Modelling- Analysing Data- Terrific Technology

This unit helps learners understand simple computer technology and digital devices. Pupils learn to name parts of a computer and talk about what they do. They explore different digital devices and learn how people use them in everyday life. Learners are introduced to the internet and practise using it for simple activities. They also learn what QR codes and Bluetooth are and how they can help devices connect and share information. By the end of the unit, learners can recognise different apps and explain what they are used for.

	Programming and Physical Computing- Creative Creature Coding

This unit helps learners understand how robots follow simple instructions called algorithms. Pupils use command cards to help robots move in different directions. They learn how to follow and create simple step-by-step instructions. Learners also use algorithms to help computer characters move to a goal. They begin to understand how loops can repeat instructions. By the end of the unit, learners can create and follow simple algorithms more independently.
	Digital Citizenship- Online 
Safety Creations

I can understand that some people online may make me feel sad or worried, and I know I should tell a trusted adult if something online upsets me. I can explain how to get help from an adult or helpline and create a simple animation about staying safe online. I can describe how to be kind and respectful online and use technology to type positive messages about others. I can recognise personal information, explain why it should be kept private, and create an online safety poster. I can explain how passwords help keep information safe and create a strong password. I can use technology safely to communicate with people I know, understand that online information can stay online, and save my own work so others know it belongs to me.


	Year 4
	Programming and Physical Computing- Coding Cats & Dogs

This unit focuses on developing skills in controlling a floor robot using button inputs and planning precise algorithms. Learners begin by making a robot move with assistance, then progress to working independently. They use command cards to predict robot movements and understand how algorithms control outcomes. Pupils also plan algorithms to make robots interact with objects and move with increasing accuracy and precision. Debugging skills are developed by identifying and fixing errors in algorithms. By the end, learners can independently plan and test algorithms to achieve specific movement goals with a floor robot.

	Multimedia Computing- Creative Computing

This unit focuses on developing basic computer skills using a trackpad or mouse. Learners begin by understanding what a mouse or trackpad is and how it is used to move and select items on a screen. They develop control skills by clicking, dragging, and selecting objects for different purposes. Pupils also learn to use simple drawing tools such as shape and fill tools to create pictures and recreate artwork. They are introduced to typing text, including using the keyboard to enter and edit simple writing. By the end of the unit, learners can independently create a simple poster using paint and text tools.
	Computer Systems and Networks- Awesome Animations

This unit introduces learners to creating simple digital animations. Pupils begin by making their own animation with support and gradually work more independently. They learn what frames are and how they are used to build movement in an animation. Learners are also introduced to onion skinning, which helps them see previous frames when drawing. They practise using at least two sprites and begin to record and save their work. By the end of the unit, learners can create, save, and share a simple animation and talk about their work using basic animation vocabulary.

	Data, Information and Modelling- Analysing Data- Terrific Technology

This unit helps learners understand basic computer technology and digital devices. Pupils learn to recognise different parts of a computer and talk about what they do. They explore digital devices and understand how they are used for different purposes. Learners are introduced to the internet and practise accessing it safely for simple tasks. They also learn what QR codes and Bluetooth are and how they are used to connect and find information. By the end of the unit, learners can recognise a range of apps and explain their basic purposes independently.
	Programming and Physical Computing- Creative Creature Coding

This unit helps learners understand how robots follow instructions called algorithms. Pupils use command cards to program robots and practise following step-by-step directions. They learn how algorithms can be found in stories and used to control movements. Learners build and create their own simple algorithms for different purposes. They also use algorithms to help computer characters reach a destination. By the end of the unit, learners can use loops in their algorithms to repeat actions and solve simple problems independently.
	Digital Citizenship- Online Safety Creations

This unit helps learners understand how to stay safe and kind online. Pupils learn that some things online may make them feel worried or upset and know how to ask a trusted adult for help. They explore how to be kind and respectful to others when using technology. Learners also learn about keeping personal information private and creating strong passwords to stay safe online. They discuss rules for using technology safely and understand that information shared online can stay there for a long time. By the end of the unit, learners can create and save their own digital work and understand that it belongs to them.

	Year 5
	Programming and Physical Computing- Visual Programming: Game Making

Students will learn how to create and control sprite movement using sequences of visual code, progressing from guided support to independent work. They will develop games by adding backgrounds and using multiple code sequences that run at the same time. Learners will incorporate voice recordings to enhance gameplay and improve user experience. They will also use interaction features such as “on bump” and message broadcasting to make characters respond to each other. In addition, students will design games that include multiple backgrounds to create more complex environments. By the end of the unit, they will be able to build and manage interactive games independently using visual programming.

	Multimedia Computing- Animation

Students will learn what animation is and explore different types by creating simple 2-frame and multi-frame animations. They will develop an understanding of frames and how using the correct number of frames is important for smooth movement. Learners will use tools such as frame rate and onion skinning to improve the quality and fluidity of their animations. They will also create stop frame animations by taking and sequencing photographs to tell a story. Throughout the unit, students will build confidence in using animation vocabulary and explaining their work. By the end, they will be able to create, save, and present animations independently while describing their key features.
	Computer Systems and Networks- Online Treasure Hunt

Students will learn how to use search engines to find images and information online with increasing independence. They will develop skills in selecting, copying, and pasting images to support presentations. Learners will practise using search tools to locate and gather relevant information for specific tasks such as creating character profiles. They will also learn how to navigate websites and webpages effectively to find accurate content. In addition, students will present their findings in structured formats, including presentations and interactive tasks. By the end of the unit, they will be able to independently search, select, and present information from a range of online sources.

	Data, Information and Modelling- Analysing Data- Presenting your Community

Students will learn what a presentation is and how to plan one effectively. They will develop skills in selecting and using images to support their ideas and make their presentations more engaging. Learners will explore how sound, animation, and transitions can be used to improve presentation quality. They will also understand how automatic presentations work and how to apply this feature independently. In addition, students will practise presenting their work to others and giving feedback during peer evaluation. By the end of the unit, they will be able to create, deliver, and evaluate presentations with increasing independence.
	Programming and Physical Computing- Coding a Story

Students will learn how to design and build a story-based game in Scratch by adding and using sprites effectively. They will develop skills in changing backdrops and costumes using events and loops to support storytelling. Learners will use sensing to allow player input and create interactive choices within their game. They will also use wait commands to control timing and create natural conversations between characters. In addition, students will enhance their games by adding sound using a microphone. By the end of the unit, they will be able to independently design and program an interactive story game using a range of Scratch features.
	Digital Citizenship- Online Safety Comic Creator

Students will learn how to use technology to communicate safely and responsibly, including interacting with people they know and those they do not know well. They will explore how online identities can differ from real-life identities and how people may present themselves differently online. Learners will understand online risks such as bullying, unsafe messages, and the long-term impact of sharing information. They will develop knowledge of privacy, passwords, and how to keep personal information secure. Students will also explore how internet-connected devices are used and how to recognise safe and unsafe online content. By the end of the unit, they will be able to independently create an online safety comic to help others stay safe online.

	Year 6
	Programming and Physical Computing- Solvig Problems with Algorithms

Students will develop an understanding of key programming concepts including algorithms, decomposition, iteration, and selection. They will learn to create and improve algorithms with increasing independence. Learners will practise breaking down problems into smaller parts to support effective problem solving. They will use iteration and selection in programs and begin to apply pseudocode and prediction skills. Students will also make design choices and plan algorithms, explaining and justifying their decisions. Finally, they will use visual programming to build and test programs independently.

	Multimedia Computing- Radio Show

Students will learn how to plan, record, edit, and produce a pre-recorded radio show using audio editing software. They will develop an understanding of scripts and how speech and sound can be organised effectively. Learners will practise creating high-quality recordings using microphones and suitable recording techniques. They will import and manipulate audio by adjusting timing, length, pitch, tempo, and effects. Students will also explore the use of reverb and other editing tools to improve audio quality and creativity. Finally, they will learn how to export completed recordings as audio files independently.
	Computer Systems and Networks- Gathering Data: Online Research

Students will learn how search engines work and how Boolean operators can be used to find precise information online. They will develop an understanding of fake news and learn how to evaluate whether online information is trustworthy. Learners will explore the difference between primary and secondary research and create questionnaires to gather data. They will use spreadsheet software to organise, analyse, and present collected data effectively. Students will also learn about graphs, including different graph types and how they are used to present information clearly. Finally, they will create presentations to communicate research findings using both visual and written formats.

	Data, Information and Modelling- Analysing Data- Presenting Data: Spreadsheets and Databases

Students will learn what data and spreadsheets are and how they are used to organise information effectively. They will develop skills in using cells, cell references, rows, and columns within spreadsheets. Learners will create and interpret graphs to present data clearly and accurately. They will also explore formulas and use calculation symbols to perform a range of spreadsheet functions. Students will learn what branching databases are and how they can be created to sort and identify information. Finally, they will apply their understanding of key vocabulary and spreadsheet skills to create practical projects such as shopping spreadsheets independently.
	Programming and Physical Computing- Game Design Scratch

Students will learn how to design and create maze backgrounds for games while considering effective layout and gameplay features. They will develop skills in using controls to make characters point and move around the game environment. Learners will use count-controlled loops to program enemy sprite movement and understand how iteration works in coding. They will also create game over screens using broadcasts and learn how broadcasts control events within games. Students will apply selection and iteration to build entertaining and interactive gameplay experiences. Finally, they will combine broadcasting, selection, and iteration to create multi-level games independently.

	Digital Citizenship- Podcasters

Students will learn how online identity can differ from real-life identity and explore ways people present themselves online. They will develop an understanding of safe and respectful behaviour in online communities, including communication, trust, and protecting personal information. Learners will explore digital footprints, cyberbullying, online relationships, and the impact of screen time and online behaviour on wellbeing. They will also learn strategies for online safety, privacy, and creating strong passwords. Alongside digital citizenship topics, students will develop skills in recording, editing, and producing podcasts using sound, music, and digital audio tools. Throughout the unit, students will build confidence in giving digital citizenship advice and promoting responsible online behaviour independently.

	Year 7
	Programming and Physical Computing- Recycled Musical Instruments

Students will learn how to design and program physical computing systems using inputs, outputs, and circuits in visual coding environments. They will explore the difference between inputs and outputs and use this understanding to create interactive projects such as a jukebox.
They will develop practical skills in building and programming circuits, starting with simple systems and progressing to more complex setups with multiple inputs. Students will also use sensors, including an “on shake” function, to create responsive physical computing systems.
Finally, learners will evaluate their designs and reflect on how well their systems work, developing both technical and evaluative skills in physical computing.


	Multimedia Computing- Multimedia Quiz

Students will develop their presentation skills by creating interactive multimedia content using presentation software. They will learn what multimedia, hyperlinks, and media are, and use these to design interactive quiz questions.
They will explore how to structure and improve presentations using master slides, adding consistent themes, audio, and slide transitions. Students will also learn how these features enhance engagement and communication.
In addition, they will focus on accessibility by using colour, text, and voiceover to make their presentations suitable for different audiences. They will test and refine their work to improve quality and effectiveness.

	Computer Systems and Networks- Computer Aided Design: Game Characters

Students will learn how computer game characters are designed by researching common design features and using the internet to gather and present information. They will develop an understanding of Computer Aided Design (CAD) software and how it is used to create and manipulate 3D shapes.
They will explore how CAD is used in industry, including 3D printing and the difference between solid and hollow structures in digital models. Students will also learn about orthographic views to help create accurate 3D game worlds.
Finally, learners will apply their skills by independently designing and creating 3D computer game characters, making design choices and using a range of CAD tools creatively and effectively.

	Data, Information and Modelling- Analysing Data- Game Competition

Students will develop their understanding of computer game design by researching character features and presenting their findings using the internet. They will learn how Computer Aided Design (CAD) software is used to create and manipulate 3D shapes for digital modelling.
They will explore key concepts such as 3D printing, and how solids and holes are used in CAD to build accurate models. Students will also learn about orthographic view and how it supports the creation of precise 3D game worlds.
Finally, learners will apply their skills by designing and creating their own 3D game characters, making design choices and using a range of CAD tools with increasing independence.

	Programming and Physical Computing- Coding a Quiz

Students will develop their understanding of core programming concepts by designing and building a quiz game. They will learn how to use selection, variables, iteration, and clones to control game logic and behaviour. Learners will explore how to create and manage a high score system using variables. They will also apply these concepts to build interactive quiz games with increasing independence. In addition, they will match and explain key computing vocabulary linked to their learning. Finally, students will enhance their games by adding sound to improve engagement and user experience.
	Digital Citizenship- Game Designers

Students will explore digital citizenship by developing an understanding of online identity and how it can differ from real-life identity. They will learn how to interact respectfully online and make safe choices in a range of digital environments. Learners will investigate how personal information is shared online and how it can be used or misused. They will develop skills in distinguishing facts, opinions, and beliefs, and apply this understanding in a digital game. Students will also explore online safety topics such as cyberbullying, online scams, and privacy settings. Finally, they will design and build a digital citizenship game that tests knowledge of safe online behaviour.

	Year 8
	Programming and Physical Computing- Arcade Gaming

Students will develop their understanding of game design and visual programming by learning how pixels and sprites are used to create digital characters and environments. They will explore how game controllers, coordinates, and the x and y axis are used to move and control sprites on screen. Students will learn about variables and selection, using them to create scoring systems, collectables, and interactive gameplay features. They will design game backgrounds, including walls and boundaries that restrict movement, to build structured game environments. Through practical coding tasks, students will progressively develop independence in creating moving sprites, computer-controlled characters, and interactive game elements. By the end of the unit, students will be able to design and code simple games using visual programming tools with confidence.

	Multi-Media Computing- Video Editing (Try not to Laugh)

Students will learn how to plan, create, and edit videos for different purposes and audiences. They will develop an understanding of key concepts such as purpose, audience, and how storyboards are used to structure video content. Students will learn how to record video using a camera, considering important factors such as camera angles, lighting, and background noise. They will also develop editing skills by ordering clips, cutting and trimming footage, and adding titles, music, effects, and transitions. Through practical activities, students will gain experience in using video editing tools to improve the quality and impact of their work. By the end of the unit, they will be able to independently create and edit a structured video product.


	Computer Systems and Networks- History of Computing

Students will develop their understanding of computing history and technological change by researching key computing events and presenting their findings clearly. They will learn about early computing systems such as the abacus and punch cards, and explore important historical developments including the Enigma machine, ciphers, and the work of Alan Turing during World War II. Students will investigate how technology has evolved over time and create timelines using desktop publishing software. They will also compare retro and modern computer games, considering changes in graphics, sound, gameplay, and user experience. In addition, students will explore emerging technologies such as virtual reality and artificial intelligence and use their knowledge to design promotional materials for future technology. By the end of the unit, they will be able to independently research, present, and explain developments in computing history and future innovation.


	Data, Information and Modelling- Collecting and Analysing Data: Local Transport

Students will develop their data handling and spreadsheet skills by learning how to analyse real-world information such as local transport data. They will explore key spreadsheet functions including sorting, filtering, and data validation to organise and manage data effectively. Students will learn how to use formulas such as IF and CountIF to carry out calculations and draw conclusions from datasets. They will also develop their understanding of data analysis techniques and how different tools can be used together to interpret information. Through practical tasks, they will create and build spreadsheets with increasing independence, applying a range of methods to solve problems. By the end of the unit, students will be able to confidently use spreadsheets to analyse and present data.
	Programming and Physical Computing- Physical Computing: Gaming

Students will develop their understanding of physical computing using the Micro:Bit by exploring a range of inputs and sensors in interactive games. They will learn what an accelerometer is and how it can be used to control games such as rock, paper, scissors through physical movement.
They will also explore radio signals by creating games like hide and seek, and learn how different inputs can control gameplay. Students will investigate LED plotting, circuits, and microphones, using these to design and build interactive games with increasing independence.
Overall, learners will understand how sensors and hardware inputs can be combined to create engaging physical computing games using the Micro:Bit.


	Digital Citizenship- Influencers

Students will learn about online safety and digital citizenship, including how to block abusive users, report bullying, and access helpline support when needed. They will explore how to stay safe in online communities and understand that harmful online behaviour is not their fault.
They will also develop an understanding of digital footprints and how personal information can be shared and used online. Students will create influencer-style videos to communicate key safety messages.
In addition, they will learn to identify misinformation and disinformation, understand when to be sceptical, and evaluate the reliability of online information.


	Year 9
	Programming and Physical Computing- Robotics

Students will learn how to design, build, and program robots using a range of inputs, outputs, and sensors. They will explore how motors and LEDs work together to create programmed behaviours, such as making a robot act like a police car, while understanding the factors that affect motor performance. Students will investigate and apply different sensors, including infrared sensors for line following, ultrasonic sensors for detecting distance and obstacles, and radio signals for remote control communication. They will also learn how functions can be used to simplify and organise code, including programming robots to draw shapes and complete tasks efficiently. Through practical activities, students will progressively develop independence in using robotics systems, combining multiple sensors and outputs to solve challenges and create interactive robotic behaviours.

	Multi-Media Computing- Photo Editing

Students will develop their understanding of digital photo editing by learning how to use a range of tools and techniques. They will explore key editing tools such as the spot healing brush, clone tool, gradient tool, lasso, and warp, understanding their purpose and how they are used to improve or transform images. Students will progress from identifying tools to explaining their use and applying them independently in creative tasks. They will practise editing and combining images, including animated posters and photographs, using multiple techniques to achieve specific effects. Throughout the unit, learners will build confidence in selecting and using appropriate tools for different editing purposes. By the end, they will be able to independently create and manipulate digital images using a range of photo editing skills.
	Computer Systems and Networks- Web Design

Students will develop their understanding of computer networks by learning what local area networks (LANs) and wide area networks (WANs) are, including their advantages and disadvantages when devices are connected to them. They will explore the importance of the Copyright Act and learn how to gather and use digital media responsibly within legal guidelines. Students will design and build multi-page websites, including interactive features such as image carousels, rollover buttons, and external links. They will also learn how to gather and use audience feedback to improve their website design and content. In addition, students will develop skills in evaluating their own work through structured website evaluations. Throughout the unit, they will progress from identifying key concepts to independently creating, improving, and assessing their digital products.
	Data, Information and Modelling- Lemonade Stand: Game Hacking with Data Analysis

Students will develop advanced spreadsheet skills by learning how to use tools such as macros, conditional formatting, VLOOKUP, Nested IF, and goal seek to analyse and present data effectively. They will explore what each function is, how it works, and the benefits it provides when working with business-related spreadsheets. Students will build and use spreadsheets to organise and analyse data using a range of methods and formulas. They will also learn how to apply different techniques to solve problems and make data-driven decisions. As their skills develop, they will progress from supported use to independent application of complex spreadsheet functions. By the end of the unit, students will be able to confidently analyse data using a wide variety of advanced spreadsheet tools.
	Programming and Physical Computing- Arcade Gaming: Advanced Visual Programming

Students will develop their game design and programming skills by learning how to use tile maps to create scrolling games. They will explore how multi-player, countdown, function-based, and array-based games are designed and coded. Students will learn what each concept means, including tile maps, functions, arrays, and key design considerations for different game types. They will apply this knowledge to build increasingly complex games with a focus on structure, logic, and interactivity. As their skills develop, they will move from supported programming to independently designing and coding their own games. By the end of the unit, students will be able to use a range of programming syntax and concepts to create fully functioning digital games.


	Digital Citizenship- Web Designers 

Students will develop their understanding of digital citizenship through the “Education for a Connected World” framework, exploring key areas such as self-image and identity, online relationships, online reputation, cyberbullying, privacy, security, and managing online information. They will also learn about health, wellbeing, lifestyle, and copyright and ownership in relation to online activity. Across these topics, students will build their knowledge of how to stay safe, responsible, and respectful in digital environments. They will apply their learning by creating a website that includes images and information on digital citizenship themes. The complexity of their work will increase over time, moving from supported to independent website creation. By the end of the unit, students will be able to present a well-structured digital citizenship website demonstrating secure and responsible online understanding.


	Accredited Learning- Entry Level
 
	E-Safety

This unit introduces students to the importance of e-safety and responsible behaviour when using technology and the internet.
Learners develop an understanding of how to use search engines safely and effectively to access information.
The programme explores strategies for keeping personal information secure and recognising online risks.
Students learn how to identify and respond appropriately to situations where they feel unsafe online.
Practical activities encourage learners to apply e-safety knowledge in real-life digital contexts.
Overall, the unit aims to build confidence, awareness, and safe digital habits for everyday technology use.

	Looking after the World and Technology

This unit explores the relationship between technology and the environment, helping students understand how technology impacts the world around them.
Learners investigate different ways technology is used in everyday life and how it can support environmental sustainability.
The programme encourages students to recognise how technology can help protect and improve the environment.
Students develop awareness of recycling, responsible technology use, and environmentally friendly practices.
Practical learning opportunities enable learners to identify ways technology can reduce waste and support daily living.
Overall, the unit promotes environmental responsibility alongside an understanding of the role of technology in society.

	Making a Leaflet

This unit focuses on developing learners’ ability to design and produce a simple informational leaflet using digital tools. The unit supports learners in understanding how text, images, and layout can be combined effectively to communicate a message to an audience. Through guided steps, learners build confidence in using ICT to create, edit, and present information, while also demonstrating basic teamwork and independent working skills. The emphasis is on practical application, encouraging learners to engage in the full process from planning through to creating and reviewing a finished leaflet.

	Presentation and Graphics in Information Technology

This unit supports learners in developing foundational skills in creating and delivering simple digital presentations. The unit focuses on enabling learners to communicate information effectively using presentation software, combining text, images, and design features to enhance understanding. Learners are guided through key processes such as entering and editing text, selecting appropriate layouts, incorporating meaningful graphics, and presenting their work to others. The emphasis is on building confidence with ICT tools, understanding audience and purpose, and producing a clear, structured presentation that demonstrates both technical and communication skills.

	Basic Copyright and Ownership

This unit introduces learners to the fundamental principles of copyright and the importance of respecting ownership of digital content. The unit supports learners in developing an understanding of how information, images, music, and text belong to creators, and the responsibilities associated with using these materials appropriately. Through structured activities, learners explore how to identify ownership, recognise when permission is required, and apply simple rules for safe and responsible use of digital content. The focus is on promoting digital citizenship, ethical awareness, and safe online behaviours.

	Basic Skills in Information Technology

This unit provides learners with an introduction to essential digital skills needed for everyday use of technology. The unit focuses on helping learners develop confidence in using IT systems, including basic hardware and software operations, simple document creation, and handling information safely and effectively. Through structured, practical activities, learners gain experience in entering, editing, and managing digital content while understanding how technology can be used to support communication and learning. The emphasis is on building independence, developing functional ICT competence, and enabling learners to apply these skills across a range of contexts.

	

	Accredited Learning- Level One and Two

	Internet Safety

This unit supports learners in developing an understanding of how to stay safe while using the internet and digital technologies. The unit introduces key concepts such as protecting personal information, recognising potential online risks, and using the internet responsibly. Through structured and practical learning, students gain awareness of safe online behaviours, including how to respond to unsafe situations and where to seek help. The focus is on promoting confidence, independence, and responsible digital citizenship, ensuring learners can navigate online environments safely and appropriately.

	Algorithms and Sequencing 

This unit introduces learners to the fundamental concepts of algorithms and the importance of sequencing in computing. The unit supports learners in understanding how instructions are created, ordered, and followed to achieve a specific outcome. Through practical activities, learners explore how to break tasks down into simple steps, recognise patterns in processes, and develop logical thinking skills. The emphasis is on building a foundational understanding of computational thinking, enabling learners to plan, create, and follow basic algorithms both in digital contexts and everyday situations.

	Using Email

This unit supports learners in developing the essential skills required to communicate effectively using email. The unit focuses on enabling learners to understand the purpose of email, compose and send messages, and manage incoming communication appropriately. Through practical, guided activities, learners gain experience in writing clear messages, using basic email functions, and applying appropriate online communication etiquette. The emphasis is on building confidence in digital communication, promoting safe and responsible use of email, and supporting learners to use this important tool independently in both educational and real-life contexts.

	Introduction to Microsoft Office

This unto provides learners with a foundational understanding of commonly used Office applications and their purpose. The unit supports learners in gaining confidence in navigating and using basic features of programs such as Word, PowerPoint and Excel. Through practical, structured activities, learners are introduced to essential functions including creating simple documents, entering and editing content, and using basic formatting tools. The focus is on developing functional ICT skills, enabling learners to understand how different software packages can be used for communication, organisation, and presentation in everyday and educational contexts.

	Digital Animation

This unit introduces learners to the fundamental skills needed to create simple animations using ICT software. The unit supports learners in understanding how images can be sequenced to create movement, developing both technical skills and creative expression. Through practical, step-by-step activities, learners explore how to design, edit and combine visual elements to produce a short animated sequence. The emphasis is on building confidence in using animation tools, encouraging creativity, and developing an understanding of how digital media can be used to communicate ideas effectively.

	Uses of ICT

This unit introduces learners to the fundamental ways in which information and communication technology is used in everyday life and across different contexts. The unit supports learners in developing an understanding of how ICT supports communication, information sharing, and access to services. Through structured activities, learners explore key concepts such as input and output devices, storage of data, and the role of ICT in both personal and wider environments. The emphasis is on building awareness, confidence, and functional understanding, enabling learners to recognise how ICT supports learning, work, and daily living.




Other Information
Educational Visits
As part of our Computing curriculum, students may take part in local visits, workshops or enrichment opportunities that help bring learning to life. These may include visits to technology centres, digital workshops, coding sessions or careers events linked to computing and IT. Such experiences allow students to explore real-world applications of technology, including how digital systems are used in everyday life and in the workplace. All visits are carefully planned to be safe, engaging and fully accessible. Families will always receive advance notice, along with clear information about travel arrangements, lunch requirements, expected costs (if any), and what students will need to bring.


Sensitive Content
Some areas of the Computing curriculum naturally include important discussions around online safety, privacy, digital behaviour and the risks associated with technology use. Topics such as cyberbullying, data protection, and exposure to inappropriate content are taught with care using age-appropriate materials and clear guidance. Staff introduce these themes sensitively, ensuring students feel safe, supported and confident to ask questions. The aim is to equip learners with the knowledge and skills to navigate the digital world safely and responsibly. If you have concerns or feel that your child may need additional support during particular topics, please contact us so we can work together to put appropriate support in place.
Careers and Future Pathways
Studying Computing helps students develop a wide range of transferable skills that are highly valued in many future careers. Through engaging with topics such as programming, digital communication, problem-solving and online safety, students build confidence in using technology effectively and responsibly. These skills are relevant to a wide range of pathways, including IT support, digital media, coding, engineering, business, retail, administration and many service-based industries. Even for students not intending to specialise in Computing, the subject supports independence, organisation and communication in everyday life. We aim to help students understand how their computing skills translate into real-world opportunities and how they can support future study, apprenticeships and employment.







	
	
	



image1.png
ABBOT'S LEA
SCHOOL





