KS1 Computing
This unit initially recaps on learning from the Year 2

Year 1 Scratch Junior unit ‘Programming B -
Programming animations’. Children begin to
understand that sequences of commands
have an outcome and make predictions based
on their learning. They use and modify
designs to create their own quiz questions in

Children will explore how music can make
them think and feel. They will make patterns
and use those patterns to make music with
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Scratchr and realise these designs in both pe.rcussion instruments and digital tools. This lfnit introduce_s the_learners to the term
Scratchir using blocks of code. Finally, They W|IIAaIso create different rhYthms and data’. Learners will begln to understand v\{hat
e cvElvERe Ml werk ans Gele Fune.s, l{smg Fhe movgment of(anlmals for‘ data means and how this can be‘collected in
improvements to their programming projects. inspiration. Finally, children will share their the folrm ?f a tally chart. They will learn the
creations and compare creating music term ‘attribute’ and use this to help them
digitally and non-digitally. organise data. They will then progress onto

presenting data in the form of pictograms
and finally block diagrams. Learners will use
the data presented to answer questions.
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This unit develops learners’ understanding of instructions in i
sequences and the use of logical reasoning to predict outcomes. I II I
Learners will use given commands in different orders to )
investigate how the order affects the outcome. They will also Spring
learn about design in programming. They will develop artwork 1

and test it for use in a program. They will design algorithms and
then test those algorithms as programs and debug them.

They are not oll computers.
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Autumn Learners will develop their understanding of
2 what information technology (IT) is. They will
Autumn i i i
Children will learn to recognise that q Ident:lfy devices that are computers and
different devices can be used to capture consider how IT can help them both at school
and beyond.

photographs and will gain experience
capturing, editing, and improving photos.

Dlg ital Finally, they will use this knowledge to
photog raphy recognise that images they see may not :
be real. A EE A
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During this lesson children will use their
project designs from the previous lesson to
create their projects on-screen in Scratchlr.
They will use their project design, including
algorithms created in the previous lesson, to
make programs for each of their rocket
sprites. They will test whether their algorithms
are effective when their programs are run.

Creating Media
Digital writing

Programming
Animations

In this lesson, children will make comparisons between
using a computer for writing and writing on paper. The
children will discuss how the two methods are the
same and different, and think of examples to explain
this. They will demonstrate making changes to writing
using a computer to compare the two methods. Finally,
the learners will begin to explain which they liked best, \ .
and think about which method would be the best \ b GI’O u p In g
method to use in different situations. AN Data

Think, pair, share: the bast lotsl
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This unit introduces children to data and information.
This unit introduces children to early programming They will begin by using labels to put objects into
concepts. Children will explore using individual groups, and labelling these groups. Children will
commands, both with others and as part of a computer demonstrate that they can count a small number of
program. They will identify what each floor robot objects, before and after the objects are grouped. They
command does and use that knowledge to start will then begin to demonstrate their ability to sort
predicting the outcome of programs. The unit is paced objects into different groups, based on the properties
to ensure time is spent on all aspects of programming they choose. Finally, children will use their ability to
and builds knowledge in a structured manner. Children Movi n g a sort objects into different groups to answer questions
are also introduced to the early stages of program about data
design through the introduction of algorithms RO b ot

Children will develop
Year 1 an understanding of
technology and how
it can help. Children
will become more
familiar with the
different
components of a
computer by
developing their
keyboard and mouse

o o / Technology around us
Digital painting

Is this technology?
Children will explore the world of digital art and its
exciting range of creative tools. They will create b
skills, and also start

their own paintings, while getting inspiration from ! ‘ .
g X to consider how to
a range of other artists. Conclude by asking them to
E 5., use technology
B m

consider their preferences when painting with, and bl
without, the use of digital devices. responsioly.
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