Curriculum Content MapYear group:  7
Subject:  Computer Science


	
	Term 1
	Term 2
	Term 3

	Month
	September
	October
	November
	December
	January
	February
	March
	April
	May
	June
	July

	Virtue
	Friendliness & Civility
	Justice & Truthfulness
	Courage
	Generosity
	Gratitude
	Good Speech
	Good Temper & Humour
	Self-Mastery
	Compassion
	Good Sense

	Skill
	Listening
	Leadership
	Problem-Solving
	Creativity
	Staying Positive
	Speaking
	Staying Positive
	Aiming High
	Speaking
	Teamwork

	Curriculum Content
	7.1 Getting Started at ASAD
	7.2 Binary Basics
	7.3 Flowol
	7.4 Kodu
	7.5 Apps 4 Good
	7.6 Code Breakers

	National Curriculum area
	KS3.9 Responsible use of technology – social media
	KS3.4 Conversions binary to denary.
KS3.6 Text storage as binary.
	KS3.1 Computational Abstractions.
	KS3.3 Programming language (non-textual)
	KS3.7 Creative Project
	KS3.2 Algorithms.

	Link to Virtue
	Expectation setting for the year.
	Students explore the truth about how computers think.
	Students develop their courage in attempting challenging activities.
	Students explore the concept of generosity when managing time through algorithm design.
	Students gain an understanding of the development of the games they enjoy.
	Students develop good speech by providing feedback to peers.
	Students explore good temper as part of the team development cycle.
	Students develop self-mastery by attempting to make the most effective app through the design and creation process.
	Students offer compassionate feedback to each other, 
	Students are able to make good decisions as they seek to break the encrypted messages.

	Link to Skill
	Students listen to instructions of how to set up iPads.
	Students develop their leadership skills by making decisions about the character set to use in different scenarios. 
	Students develop solutions to real-life problems.
	Students develop creative solutions to real-life problems.
	Students develop the skill of staying positive as they develop code.
	Students pick of specific strengths and specific areas for development in their peer feedback.
	Students remain positive while developing their project, including remaining positive with group tasks.
	Students aim to develop the best possible app by completing all planning and creation tasks.
	Students pick of specific strengths and specific areas for development in their peer feedback.
	Students work as part of a team to break encrypted codes.

	[image: Image result for skills icon]Sequencing
	Builds Upon
Builds on KS2.7, where students learn about how ‘clever never goes’.
	Builds Upon
Students have no prior knowledge of data representation from KS2.
	Builds Upon
Students have experience of developing basic algorithms (KS2.3). This allows students to create abstractions, which is new at Key Stage 3.
	Builds Upon
This builds on 7.3 by applying algorithms into their first programming language studied at Key Stage 3.
	Builds Upon
This unit brings together units 7.3 and 7.4, including design of apps and creation of a digital product.
	Builds Upon
This unit builds on KS2.3, as students need to follow instructions while encrypting.

	
	Is Further Developed In
E-Safety is revisited in Topics 8.1 and 9.1.
	Is Further Developed In
Binary and data representation are built upon in 8.2 (to include image representation) and 9.3 (sound representation).
	Is Further Developed In
Algorithms are built upon in 7.6 (encryption) and Unit 9.3, where students will explore pseudocode.
	Is Further Developed In
Programming skills are further developed in Units 8.4 and 9.4, where students will develop text-based programming skills.
	Is Further Developed In
GUI design and development skills are further built upon in Units 8.3 (website design) and 9.5 (creating a data dashboard).
	Is Further Developed In
Algorithm skills are developed in Unit 9.3.

	Retrieval [image: C:\Users\meltynegate\Pictures\icons for booklet\cloud.png]
	Prior knowledge of social media platforms and mobile apps.
	Addition & binary conversions.
	Scratch (algorithms).
Flowol code – what does this code do?
Binary conversions to link to 7.2.
	E-Safety question.
Flow chart symbols.
Previous Kodu code – what does this do?
	Retrievals will focus around the role of the previous section of the product lifecycle.
	Recap of binary.

	New Learning [image: C:\Users\meltynegate\Pictures\icons for booklet\steps.png]
	L1 – Social media – privacy and oversharing.
L2 – Setting up iPads
	L1 – Binary units.
L2 – Binary to Denary Conversion.
L3 – Denary to binary conversion
L4 – ASCII & UNICODE
	L1 – Introduction to flow chart symbols.
L2 – Basic Sequencing (Crossing Patrol).
L3– Advanced Sequencing (Bridge Lights).
L4 – Inputs (Pelican crossing)
L5 –Sensors (Automatic Home)
L6 – Level Crossing (Assessment)
	L1 – Creating landscapes – land, hills, smoothing.
L2 – Navigation and conflict tools (for player-controlled character).
L3 – Automated characters (navigation and combat).
L4 – Clones and creatable.
L5 – Game levels.
L6 – Testing games.

	L1 – Analysis of existing apps.
L2 – Team building.
L3 – Spotting problems.
L4 – Screening ideas.
L5 – Industry engagement.
L6 – Understanding user needs.
L7 – UX Design.
L8 -  Click-through prototype.
L9 – Planning app.
L10 – Building apps.
L11 – Testing apps.
L12 – Pitching ideas.
	Caesar Cipher & Cryptography

	Independent Practice [image: ]
	L1 – How would you support a friend who is meeting an online friend?
L2 – Set up of iPads
	L1 – Conversions between units.
L2 – Binary to denary conversion
L3 – Denary to binary conversion.
L4 – Text to Binary ASCII conversions.
	L1 – Students assemble flow charts using paper.
L2 – Students code the crossing patrol.
L3 – Students code the bridge lights.
L4 – Students code the pelican crossing.
L5 – Students code an automatic home.
L6 – Level Crossing (Assessment)
	L1 – Students create a world for the given brief.
L2 – Students add navigation and combat for their character controlled player.
L3 – Students add a path for navigation  and automated combat for AI controlled player.
L4 – Students convert opponent into a creatable.
L5 – Students add a second level to their game.
L6 – Students test their game.
	L1 – Students analyse existing apps, including features they like or otherwise.
L2 – Students choose teams and engage in team building.
L3 – Students identify issues that could be resolved with an app.
L4 – Students screen ideas for quality and choose an idea to develop.
L5 – Students engage with an expert to develop their app ideas further.
L6 – Students identify user needs for their app.
L7 – Students design their UX.
L8 – Students develop a click-through prototype.
L9 – Students design their app.
L10 – Students build their app.
L11 – Students test their app.
L12 – Students pitch their idea.
	L1 – Students evaluate when encryption should be used.
L2 – Students encrypt and decrypt using the Caesar Cipher.
L3 – Students break codes using Cryptanalysis

	Misconceptions
[image: ]
	The perception that online friends are as trustworthy as friends from real life.
	Binary conversion grid can be drawn the wrong way 
(1 2 4 8…)
	Students may use the incorrect symbols when creating written flow charts.
	Misconception that games should be as challenging as possible – balance between challenge and ability to win.
	Misconception that planning is a burdensome process of little value.
	Misconception that encryption is only positive.

	Vocabulary and Comprehension
[image: ]
	E-Safety
App
	Binary
Bit
Denary
Sequentially
	Flow chart
Sequence
Simultaneous
Input
Sensor
Hazard
	World (gaming context).
Navigation
Artificial Intelligence
Creatable
Level
Testing
	Analysis, Team, Issue, Screen, Professional, User needs, UX, Prototype, Design, Build, Test, Pitch
	Encryption
Caesar Cipher
Cryptography

	[image: C:\Users\meltynegate\Pictures\icons for booklet\glasses.png]Literacy
	5 minutes of subject-specific reading time implemented into each lesson.

	[image: Image result for numeracy icon]Numeracy
	
	Addition and subtraction while converting number bases.
	Function machines – converting inputs into outputs.
	Addition and subtraction – keeping score and lives.
	Logical thinking development – breaking down a problem into smaller components.
	Caesar Cipher includes “adding” numbers to letters.

	Oracy
[image: ]
	Students discuss how to protect themselves online.
	
	Students explain their algorithm designs.
	Students explain the rules of their game.
	Students present their app pitch to their classmates.
	

	Careers
[image: ]
	
	
	Software Design
	Game Design & Development
	Mobile app development.
	Cyber security

	Super Curricular Links
	
	
	
	
	Apps 4 Good club.
	

	British values
and SMSC
	Social – social media etiquette.
	
	BV – rule of law.
Moral – ensuring heated homes for vulnerable people.
	Cultural – Computer Gaming
Social – conflict in games.
	Social – identifying and meeting user requirements.
	

	Summative Assessment
	E-Safety and Binary/Denary Conversions and ASCII.
Flowol & data representation.
	Written assessment: Kodu, Flowol & data representation.
	E-Safety, binary, ASCII, Flowol, Kodu, App Design.
	

	Scaffolding for LA

	Structured guidance for iPad setup.
	Conversion tables provided to support LA students.
	Support in decomposition (breaking the problem down) provided.
	“How to” guide provided to show students how to add coded features.
	Guided workbook to support students through each stage of project.
1:1 support available to diagnose any errors.
	Cipher wheels used to support students in applying cipher.

	[bookmark: _GoBack]Challenge for HA

	Hour of code project (after iPad setup).
	GCSE questions as challenge.
	Independent projects based on available simulations.
	Evaluation of project to include test table and review (link to BTEC Distinction criteria).
	HA students expected to provide justification of decisions made with documentation (link to BTEC Distinction criteria).
	Code breaking – letter distribution.
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