Key Stage 1~ 1 Year Programme

Planning

Unit of Work

Computing systems and networks

Technology around us
Year 1

(1.1

Information technology around us

Year 2
‘ear @1

TERM Autumn 1

Unit of Work

Year 1

Year 2

Networks are not part of the key stage 1 national curriculurn for cornputing but the title is used as a strand across primary.

Creatlng medla

Digital painting

(1.2)

Digilal pholography

(2.2)

Autumn 2

Unit of Work

Programming A

Maoving a rohaet

(1.3)

Robot algorilhims

(2.3)

c

“The numbers in the brockets are o 'quick code’ reference for each unit, e.q. 1.3 relers to the third Year 1 unit in the recommendad teaching order.

Data and information

Grouping data

(1.4)

Pictograms

(2.4)

Unit of Work

Wl National Centre
for MUY
Eclucation

Creating media Programming B

Digital writing
Programming animations (1.6)

(1.5)

Digital music Programming quizzes

(2.5) (2.6)

E F




Unit summaries

IT - K81 -1 Year Programme

Technology around us

Recognising lechnology in school

and using it responsibliy

Information technology around us

Idenlifying IT and how
its tesponsible use
improves our world in
school and beyond.

Digital painting
Chaosing appropriate tools in a
program lo creale art, and
making comparisons with
working non-digitally.

Digital photography
Capturing and changing digital
photographs for dilferent
purposes.

Moving a Robot
Writing short algorithms and
programs.-for Noor
rabots, and predicting
program outcomes.

Robot
algorithms
Creating and
debugging programs
and using logical reasoning to
make prediclions.

Grouping data

Exploring object labels, then using them

1o sort and group objects b’y properties

Pictograms
Collecling data in tally charts and
using
atlribules to organise
and presentdata on a
computer.

Digital writing
Using a computer to create and
format
taxt, befora
comparing to writing non-
digitally.

Digital music
Using a computer
ay 2 lool to explore
rhythms and
melodies, hefore

crealing a musical composition.

Wl National Centre
for ORI
Education

Programming animations
Designing and programming
the movement of a character

onscreen {o lell slories.

Programming guizzes
Designing algorithms and
programs that use eventsto
frigger sequences of code to
make an interactive quiz.



