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Computing

Can evaluate and apply information technology, including new or unfamiliar technologies,

analytically to solve problems

Are responsible, competent, confident and creative users of information and communication technology
Understand the hardware and software components that make up computer systems

Develop and apply their analytic, problem-solving, design, and computational thinking skills

Be responsible, competent, confident and creative users of information and communication technology
Learn to evaluate and apply information technology, including new or unfamiliar technologies, analytically
to solve problems

Develop their capability, creativity and knowledge in computer science, digital media and information
technology

Use technology purposefully to create, organise, store, manipulate and retrieve digital content

Understand and apply the fundamental principles and concepts of computer science, including
abstraction logic, algorithms and data representation

Understand what algorithms are, how they are implemented as programs on digital devices, and that
programs execute by following precise and unambiguous instructions

Design, write and debug programs that accomplish specific goals, including controlling or simulating
physical systems; solve problems by decomposing them into smaller parts

Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in
algorithms and programs

Understand simple Boolean logic and some of its uses in circuits and programming

Create and debug simple programs

Recognise common uses of information technology beyond school

Use logical reasoning to predict the behaviour of simple programs

Use logical reasoning to compare the utility of alternative algorithms for the same problem

Understand several key algorithms that reflect computational thinking

Understand how binay digits data of various types can be represented and manipulated digitally

Understand how instructions are stored and executed within a computer system

Make appropriate use of data structures

Understand how numbers can be represented in binary, and be able to carry out simple operations on
binary numbers

Design, use and evaluate computational abstractions that model the state and behaviour of real-world
problems and physical systems

Select, use and combine a variety of software on a range of digital devices to design and create a range of
programs, systems and content that accomplish given goals, including collecting, analysing, evaluating
and presenting data and information

Use sequence, selection, and repetition in programs; work with variables and various forms of input
and output

Learn to analyse problems in computational terms

Undertake creative projects that involve selecting, using, and combining multiple applications, preferably
across a range of devices

Can analyse problems in computational terms, and have repeated practical experience of writing
computer programs in order to solve such problems
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For more info visit: arduino.cc/edu
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For more info visit: arduino.cc/edu

View failure as an opportunity to learn; understand that creativity and innovation is a longterm,
1&2 cyclical process of small successes and frequent mistakes EEEEEEEEEEDE
5 SeIeFt from gnd use a wider ran.gelof tools and equipment to perform practical tasks [for example, EE B EEEEEEENE
cutting, shaping, joining and finishing], accurately
182 ﬁ_uﬂd and gpply a repertoire of knowledge, unfjerstandlng and skills in order to design and make EE B EEEEEEENE
igh-quality prototypes and products for a wide range of users
Develop the creative, technical and practical expertise needed to perform everyday tasks confidently
1&2 and to participate successfully in an increasingly technological world EEEEEEREEEDEN
1 Design purposeful, functional, appealing products for themselves and other users based on [ | [ |
design criteria
2 Evaluate their ideas and products against their own design criteria and consider the views of others [ ]
to improve their work
2 Understand and use electrical systems in their products [for example, series circuits incorporating H B HE
switches, bulbs, buzzers and motors]
2 Generate, develop, model and communicate their ideas through discussion, annotated sketches, H E | |
cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design
3 Apply computing and use electronics to embed intelligence in products that respond to inputs, control HE BB
outputs, using programmable components, programmable components
1 Select from and use a range of tools and equipment to perform practical tasks ]
[for example, cutting, shaping, joining and finishing]
Understand how more advanced electrical and electronic systems can be powered and used in their
3 products [for example, circuits with heat, light, sound and movement as inputs and outputs] inputs and H B
outputs]
1 Investigate and analyse a range of existing products [ ] [ | [ |
2 Explore and evaluate a range of existing products [ | [ |
1 Evaluate their ideas and products against design criteria [ |
1& 2 | Critique, evaluate and test their ideas and products and the work of others [ |
3 Identify and solve their own design problems and understand how to reformulate problems given |
to them
2 ||

Apply their understanding of computing to program, monitor and control their products
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Adapt to varied roles, job responsibilities, schedules, and contexts HHE B B BB EENEB
Collaborate and cooperate effectively with teams. BB BB BEEEEEE N
Participate actively, as well as be reliable and punctual HE N HEENEENER
Monitor, define, prioritize, and complete tasks without direct oversight HHE B
Incorporate feedback effectively . .
Be accountable for results H B
Reflect critically on past experiences in order to inform future progress H B
Prioritize, plan, and manage work to achieve the intended result |
Utilize time and manage workload efficiently [ |
Describe and compare measurable attributes. [ |
Demonstrate ability to work effectively and respectfully with diverse teams . . . . . . . . . . .
Demonstrate imagination and curiosity [ | [ | ||
Analyze and evaluate major alternative points of view [ |
Act on creative ideas to make a tangible and useful contribution to the field in which the innovation will occur | I | ]
Exercise flexibility and willingness to be helpful in making necessary compromises to accomplish a
B oo EEEEEEEEEEN
Assume shared responsibility for collaborative work, and value the individual contributions made by each HE B
team member
Develop, implement, and communicate new ideas to others effectively | B | [ |
Interpret information and draw conclusions based on the best analysis [ | | I |

Access information efficiently (time) and effectively (sources).




