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Year 7 Curriculum Intent for IT/Computing
At Dixons Cottingley we develop students to lead successful and happy lives and make a positive contribution to their community. Our curriculum in each year is designed to provide experiences, opportunities, knowledge and skills that enrich and challenge our students. We understand that the curriculum is key to determining the life chances and choices for our students and therefore we will not compromise on providing the very best. We achieve this in IT through the below: 
By the end of Year 7 students at Dixons Cottingley studying IT will be exposed to the following: 
· E-safety – In this unit, students will be introduced basic introduction lessons in ICT, moving on to the explanation of E-Safety and its importance. It will help students to recognise and avoid dangerous situations and how to stay safe whilst using the Internet at home and in school.
· Computer Systems - In this unit, students will be introduced to different types of computer systems  and investigate how they are made up of hardware and software. 
· Spreadsheets –In this unit, students will be introduced to features of MS Excel and explanation of basic features and the uses of a spreadsheet.
· Scratch – In this unit, students will be introduced to block based programming in applications.
By the end of Year 7 students at Dixons Cottingley studying IT will be taught the following skills: 
· Using school email tools, ways of staying safe online including cyberbullying, cybercrime, social networking & spam/viruses.
· Basics of computer hardware components & software, input, output & storage devices, working out binary numbers & binary letters, Networks topologies.
· Basics features of Spreadsheets, using formulae for calculations, exploring functions, creating graphs/charts.
· Basics features of Scratch, exploring backgrounds & designing costumes for sprite character, working out coordinates, using commands to create loops, create a scoring system using variables.
In order to truly appreciate the subject and create deep schema, IT has been sequenced with the following rationale: 
· Lessons are planned in order of basic skills taught first to access computers in year 7. E- Safety is the first topic where all students are taught. Students develop a broad understanding of how new technology has become a commonplace across education. But amongst all the hype, and in the race to make the most of these new opportunities, let’s not forget the fundamental safety issues and exposure to risk that the online environment presents. Viewing unsuitable content, giving out personal information, cyberbullying, grooming, identity theft, and radicalisation. It’s essential that, in order to support safe online learning, educational establishments have a good e-safety policy in place, and the right tools to enforce internet safety. Safeguarding children in schools is one of today’s biggest challenges. With more internet-enabled devices being used across the education sector than ever before, e-safety in schools is not only key to reducing risk, it’s also an Ofsted requirement. Once the basics are embedded students will tackle more technical content. 
· Students start to realise the underlying principles of computing rather than just using computers as a device for socialising, playing games and working etc. Students develop their knowledge of the inner workings of a computer system what makes it run, how are they developed and designed. What is happening at most fundamental level up. Students of all abilities will develop some understanding of computer architecture.
· Spreadsheet unit will develop functional skills and cross curricular knowledge in mathematical skills, eventually leading pupils to set up a model and then using it to investigate various scenarios.
· Scratch unit will allow Students to learning how games are created and why games have associated variables such as lives, score and time. Students will learn how to program the game in order to allow the player to move around the maze, to allow enemies to move in certain direction and how score is added when reward items are collected. 
· Students are introduced to block-based programming in applications such as Scratch to give them an entry level understanding of how to program. Students will begin to gain confidence and some high-level learners will be taught independence in programming by learning how to troubleshoot and resolve errors in their own code using online help and tutorials without relying on teacher support. This will build upon the students prior knowledge from the primary ICT curriculum, as some students will come with priory coding skills and knowledge using programs like Kodu and Scratch, therefore this unit will also alleviate any misconceptions they have due to some being taught by non-specialist from the primary ICT curriculum.

The IT curriculum at Cottingley has been influenced by: 
· The rationale for the IT curriculum is based on following the Computing National Curriculum at its core.
· Alan Turing’s work on cracking the 'Enigma' code. Students are taught how to work out binary numbers and using this method to crack secret messages.   
· Schools vision, mission and core values guides its decision in curriculum development.
· NCCE
· Market demands- the increased demand for Computer programmers influences the content of the curriculum to ensure that students’ are competent and employable.
Our IT curriculum ensures that social disadvantage is addressed through:
· For disadvantage students the curriculum ensures that there is opportunities for students to explore computers in the classroom that will help to embed their knowledge. They will be supported through quality first teaching and intervention and support as required. 
· For SEN students, lessons are adapted to focus on their specific learning needs. This could be through modelling answers and sentence structures.
· Students will understand the importance of control technology and how it plays a vital part in our everyday lives. Students will have the opportunity discuss their experiences using control technology and share ideas with others that have not used control technology. The subject will address inequalities between students by exploring social difference between people and access they have to IT and Computers. Computers in western world compared to computers in poor countries. 
· Our belief is that homework is used for deliberate practice of what has been taught in lessons. We also use retrieval practice and spaced revision to support all students with committing knowledge to long term memory. 
· Gaining a solid grasp of the functional skills in IT allows students to access IT based resources and materials for all their subject studies and to be able to confidently use desktop applications for completing assessments, written work and research. 
Opportunities to build an understanding of social, moral and ethical issues are developed alongside links to the wider world, including careers, through:
· Students develop a deeper understanding on the importance of control technology and how it plays an imperative part in our lives.  This will help student with problem solving. Learning formula skills in Spreadsheets allow mathematical thinking and understanding how this can be used in daily routines and in future careers. 
· Learning programming skills in gaming allows lateral thinking in algorithms for artificial intelligence gaming. There is a demand for future programmers and we have shaped the curriculum so students are taught elements of programming from KS3 in order to grasp the fundamentals and enable students to develop this further should they wish to choose to pursuit as a GCSE.
· Students will understand IT acts as a powerful force for change in society and students should have an understanding of the social, ethical, legal and economic implications of its use, including how to use IT safely and responsibly when online when studying the first unit on E-Safety. Students will understand the how IT supports initiative and independent learning, allowing students to make informed judgements about when and where to use IT to enhance their learning and the quality of their work throughout all the units delivered in the Year 7 curriculum.
· Students have the opportunity to take part in the iDEA (Inspiring Digital Enterprise) Award as Co-curricular and independent enrichment activity, complementing classroom learning. iDEA is a free, internationally recognised programme – often described as the digital equivalent of The Duke of Edinburgh’s Award – through which students complete online challenges and badges covering areas such as online safety, cyber security, web design and digital enterprise. Students work towards Bronze, Silver and Gold awards as they accumulate points, giving them an additional, employer-recognised qualification and a clear link between the Year 7 curriculum and future digital careers.

Further Information can be found in:
· Long term plans
· Knowledge navigators
· Computing National Curriculum
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