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Computing Long Term plan – KS1
	
	Cornerstones Topic
	National Curriculum standards covered
	 Learning opportunities
	Resources needed

	Autumn 1
	Y1 Superheroes
	· Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.
· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
	· Learn about keeping safe when using the web. Watch some of the many animated internet safety resources and find out how to recognise an internet baddie and who to tell. Discuss and share ideas for safely using the web and make a class list of golden rules to display next to the school computers.
· Watch cartoons and short films with live action, animated and computer generated superheroes. Drag and drop saved images of their favourite superheroes onto a blank presentation slide. Arrange and resize the images to make a superhero montage and print it out.
· Look at pictures of superheroes in different poses, such as running, jumping, landing, throwing and fighting. Imitate these poses and take photographs of each other. Select their favourite pose before uploading a photo to a drawing software package. Use the drawing tools to add superhero features, such as a mask, initialled outfit and cape, to their photograph.
· Use internet search engines to follow real-life heroes from different organisations, such as Mountain Rescue or the RNLI. Under supervision, select the latest incidents link to observe how these amazing people are helping the public numerous times a day.

	Online resources from NSPCC, Safer Internet, National Online Safety.
Materials to make posters
Parent’s meeting/newsletter












Cartoon clips
Presentation software
iPads
Digital cameras
Drawing software











iPads
Digital cameras
Drawing/photoshop software





Search engine
iPads


	Autumn 2
	Y1 Paws, Claws and Whiskers
	· Recognise common uses of information technology beyond school.
	· Use digital devices to find images of a range of zoo animals. Copy and paste their chosen pictures into appropriate software for presentation to others.

	iPads
Presentation software

	Spring 1
	Y1 Moon Zoom
	· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
· Create and debug simple programs.
· Recognise common uses of information technology beyond school.
	· Use drawing software to create amazing aliens. Draw simple forms or use the shape tool before adding colours, patterns and interesting features. Discuss their alien’s special features and save the pictures in a labelled digital folder using a suitable file name.
· Direct a floor robot around an outdoor alien terrain. Program simple instructions into their robot and test their instructions for accuracy. Direct the floor robot around the route using appropriate vocabulary and avoiding obstacles such as ‘moon rocks’. Execute and improve their algorithms.
· Write and send an email asking for help to discover where the alien spacecraft may have come from. Include important information such as the school’s location, when the crash was discovered, what they know so far and how they can be contacted.
	Draw/paint software








Beebots


	Spring 2
	Y1 Dinosaurs
	· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
· Create and debug simple programs.
	· Make a dinosaur disguise for a floor robot and send it on a journey around a prehistoric landscape. Create a large map showing features like volcanoes, waterfalls, rivers, forests and caves. Program the robot to move to and from different points on the map.
	Beebot
Floor map

	Summer 1
	Y1 The Enchanted Woodland
	Science/English focus
	



	

	Summer 2
	Y1 Bright Lights, Big City
	· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
· Create and debug simple programs.
· Use logical reasoning to predict the behaviour of simple programs.
· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
	· Visit the official website of The Royal Family and take a virtual tour around rooms at Buckingham Palace. Use the cursor to look up, down and all around. Zoom in and out to look closely at key features and describe what they can see. With supervision, search the web for images of Buckingham Palace and the surrounding area, including The Mall and Hyde Park. Save the images to a digital folder where they can access them later in the project.
· Follow a provided program that outlines a route from Buckingham Palace to the London Eye via Big Ben. Practise writing their own programs using clear directional language, swapping with a partner to see how successful they are. Find a way to record the instructions that make up their program.
· With supervision, search the web for images of landmarks and places they pass on their route from Buckingham Palace to the London Eye. Copy, paste and save the images in their digital folders.
	iPads
PC
Interactive whiteboard










Programming/coding applications








iPads

	
	
	
	
	

	Autumn 1
	Y2 Muck, Mess and Mixtures
	Art/DT focus
	

	 

	Autumn 2
	Y2 Towers, Tunnels and Turrets
	· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
	· Draw a castle using suitable drawing software. Use shapes to form the basic castle form, adding colours and textures to improve its appearance. Label the castle’s key features and add interesting captions before printing and displaying.
Take virtual tours of castles online to look at key features.
	Draw/paint software

iPads

	Spring 1
	Y2 Land Ahoy!
	· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
	· Use a floor robot to navigate around a large scale map drawn on the school playground. Can they prevent their ship from crashing and wrecking on the rocks? Where their ship wrecks, revise their programming to debug. This can be extended to navigate around rockier coastlines and other obstacles such as the pirates’ swamp and smugglers’ caves.
	Floor robot/Beebots

	Spring 2
	Y2 Street Detectives
	· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
	· Learn how to download their expedition photographs from a camera or tablet to the computer and organise them into separate folders, such as people, homes, buildings and special places. Learn how to find and print a photograph from a folder. Use the photographs to create a photo story, video sequence or slide show using suitable software.
· Create an algorithm to successfully direct a partner around a set course or path. Test the algorithm before using it to program a toy to follow the same instructions. How successful was your algorithm in directing the toy? What improvements could be made to the program?
	iPads
PCs
Printer
Presentation software





Beebots

	Summer 1
	Y2 Wriggle and Crawl
	· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
· Create and debug simple programs.
· Use logical reasoning to predict the behaviour of simple programs







· Recognise common uses of information technology beyond school.












· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
	· Go on a programmed minibeast hunt. Working in teams, take it in turns to program a member of their team to reach and collect numbered minibeasts. If their instructions are correct, they collect the minibeast and the team then programs the next person to reach the next minibeast. If their instructions are incorrect the opposing team gets a chance to debug the instructions and have a go at collecting the minibeast. The team with the most minibeasts at the end of the game wins.

· Rewrite Eric Carle’s The Very Hungry Caterpillar as an algorithm. Think carefully about the different steps the caterpillar goes through, including which ones repeat. Draw a flow diagram to illustrate the story. Read the whole story again to check that the ‘algorithm’ is correct and there are no gaps or jumps. Refine the algorithm until they are certain that it works.
· Watch live webcam footage of bees in a bee colony as they come and go from the hive and perform their duties. Look closely at the bees returning to the hive to see if some appear different to others. Pick out bees that have full pollen baskets on their legs and observe their different colours, which change depending on where they have foraged. See how bees communicate in and around the hive and watch footage of the waggle dance they perform to tell other worker bees the direction and distance of flowers that contain lots of pollen and nectar.
· Use stop motion animation software, such as 'I Can Animate', to make their ants march like an army across the classroom carpet or a table. Come up with ideas and suggestions for the animation by watching videos of ants working together. Create a background for the ants to march in front of and add to the challenge with a gap that the ants must cross.
	

































iPad
Interactive whiteboard
https://askabiologist.asu.edu/virtual-beehive


















Animation software
iPads

	Summer 2
	Y2 The Scented Garden
	· Use technology purposefully to create, organise, store, manipulate and retrieve digital content.



	· Take a digital photo of finished fragrances.
	Digital camera
iPads



