Cliffon-upon-Teme Primary School Medium Term Plan

KS1 Computing - Cycle B

Abbreviations based on Teach Computing Taxonomy

Abbreviation Strand Description

Understand how networks can be used to

statement NW Networks retrieve and share information and come with
N:nfbe? National Curriculum Statement associated risks
" . . Select and create a range of media including
understand what algorithms are; how they are CM Creating Media ; .
. L : text, images, sounds and video.
1.1 implemented as programs on digital devices; and that
: programs execute by following precise and
unambiguous instructions DI Data & How is data stored, organised and used to
Information represent real world artefacts and scenarios
1.2 create and debug simple programs
DD Design & The activities involved in planning, creating
) ) ) ) Development and evaluating computing artefacts
1.3 use logical reasoning to predict the behaviour of
. simple programs ) ) ) )
CS Computing What is a computer, how do it's constituent
. Systems parts function together as a whole
1.4 use technology purposefully to create, organise, store,
: manipulate and retrieve digital content
IT Impact of How individuals, systems and society as a
1.5 recognise common uses of information technology Technology whole interact with computer systems
: beyond school
. . Being able to comprehend, design, create
use technology safely and respectfully, keeping AL Algorithms and evaluate algorithms
personal information private; identify where to go for
1.6 help and support when they have concerns about .
content or contact on the interet or other online PG Programming Creating software fo allow computers fo solve

problems

technologies.

ET Ingfoelg:hve Use of Use software tools to support computing work
SS Safety & Security Understanding risks when using fechnology

and how to protect individuals and systems




Clifton-upon-Teme Primary School Medium Term Plan

National Curriculum Coverage Year 1/2

National Curriculum Coverage —Years 1 and 2

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

Recognise common uses of information technology beyond school

Use technology safely and respectfully, keeping personal information private; identify

on the interet or other online technologies

1.1 Technology around us

1.4 Grouping data

1.2 Digital painting

\ \ \ 1.3 Moving a robot

N NS
N

1.5 Digital writing

1.6 Programming
animations

N

NS

technology around us

2.1 Information

NN S
NSNS

2.2 Digital photography

2.3 Robot algorithms

NSNS N

2.4 Pictograms

v

2.5 Digital music

v

2.6 Programming

quizzes

NSNS S




Computing systems
and networks!

Technology around us
(1.1)*

Information technology

around us

(2.1)

Computing systems
and networks

Information
technology around
us

Identifying IT and
how its responsible
use improves our
world in school and
beyond.

Creating media

Digital painting
(1.2)

Digital photography
(22)

Creating media

Digital photography

Capturing and
changing digital
photographs for

different purposes.

Programming A

Moving a robot
(1.3)

Robot algorithms
(2.3)

Programming A

Robot algorithms

Creating and
debugging
programs, and using
logical reasoning to
make predictions

Units of work covered in Cycle B are highlighted below along with Unit Summaries:

Data and information

Grouping data
(1.4)

Pictograms
(2.4)

Data and information

Pictograms

Collecting data in
tally charts and
using attributes to
organise and
present data ona
computer

Creating media

Digital writing
(1.5)

Digital music
(2.5)

Creating media

Digital music

Using a computer as
a tool to explore
rhythms and
melodies, before
creating a musical
composition

Programming B

Programming
animations
(1.6)

Programming quizzes
(2.6)

Programming B

Programming
quizzes

Designing
algorithms and
programs that use
events to trigger
sequences of code
to make an
interactive quiz




Software and hardware overview

Requirements for pupils - below /Reflected in the unit screenshots # Alternative software available
1.1 Technology around us paintz.app

1.2 Digital painting Microsoft Paint or similar

"L
"L

1.3 Moving a robot Bee-bot or ather floor robot
1.4 Grouping data Google Slides or Microsoft PowerPoint

Google Docs or Microsoft Word

‘/ ScratchJr

Google Slides or Microsoft PowerPoint

1.5 Digital writing

1.6 Programming animations

N eSS

2.1 Information technology around us
2.2 Digital photography Y Digital camera
2.3 Robot algorithms Bee-bot or other floor robot

2.4 Pictograms & j2data Pictc

2.5 Digital music Chrome Music Lab

/ ScratchJr

e NN NN eSS

¢ NN

2.6 Programming quizzes




Clifton-upon-Teme Primary School Medium Term Plan
KS1 Computing - Cycle B Year 1/2

National Curriculum Links

Abbreviations based on Teach Computing
Curriculum

Unit Name Learning Learning Outcomes
Objectives 1 12 |13
- | can describe some uses of
Computing To recognise the uses | computers
systems and and features of - | can identify examples of
networks — IT information computers
around us technology - | can identify that a computeris a
part of IT
. . . - | can identify examples of IT
Computing To identify the uses of

systems and
networks — IT
around us

information
technology in the
school

- | can identify that some IT can be
used in more than one way

- | can sort school IT by what it's used
for

Computing
systems and
networks — IT
around us

To identify information
technology beyond
school

- | can find examples of information
technology

- | can sort IT by where it is found

- | can talk about uses of information
technology

Computing
systems and
networks — IT

To explain how
information
technology helps us

- | can demonstrate how IT devices
work together

- | can recognise common types of
technology

around us

- | can say why we use IT

- | can list different uses of information
Computing technology

systems and
networks — IT

To explain how to use
information
technology safely

- | can say how rules can help keep
me safe

around us - | can talk about different rules for
using IT
To recognise that - | can explain the need to use IT in
Computing different ways

systems and
networks — IT
around us

choices are made
when using
information
technology

- | can identify the choices that |
make when using IT

- | can use [T for different types of
activities

AL CM | Cs | DD | DI ET T Nw

PG

SS




Unit Name

Learning
Objectives

Learning Outcomes

National Curriculum Links

Abbreviations based on Teach Computing

Curriculum

Creating media -
Digital
photography

To use a digital device
to fake a photograph

- | can explain what | did to capture a
digital photo

- | can recognise what devices can
be used to take photographs

- | can talk about how to take a
photograph

Creating media -
Digital
photography

To make choices
when taking a
photograph

- | can explain the process of taking a
good photograph

- | can explain why a photo looks
better in portrait or landscape format
- | can take photos in both landscape
and portrait format

Creating media —
Digital
photography

To describe what
makes a good
photograph

- | can discuss how to take a good
photograph

- | can identify what is wrong with a
photograph

- | can improve a photograph by
retaking it

Creating media —
Digital
photography

To decide how
photographs can be
improved

- | can experiment with different light
sources

- | can explain why a picture may be
unclear

- | can explore the effect that light
has on a photo

Creating media —
Digital
photography

To use tools to change
an image

- | can explain my choices

- | can recognise that images can be
changed

- | can use a tool to achieve a
desired effect

Creating media —
Digital
photography

To recognise that
photos can be
changed

- | can apply a range of photography
skills to capture a photo

- | can identify which photos are real
and which have been changed

- | can recognise which photos have
been changed

DI

ET

NW

PG

SS




Unit Name Learning Learning Outcomes National Curriculum Links Abbreviations based on Teach Compuling
urriculum
Objectives 11 (12 |13 |14 |15 |16 |AL|CM | cCs|DD |DI [ET | 1T [ NW | PG| sS

Creating media -
Digital Music

To say how music can
make us feel

- | can describe how music makes me
feel, e.g. happy or sad

- | can identify simple differences in
pieces of music

- | can say what | do and don't like
about a piece of music

Creating media -
Digital Music

To identify that there
are patterns in music

- | can create a rhythm pattern

- | can explain that music is created
and played by humans

- | can play an instrument following a
rhythm pattern

Creating media -
Digital Music

To experiment with
sound using a
computer

- | can connect images with sounds

- | can relate an idea to a piece of
music

- | can use a computer to experiment
with pitch

Creating media -
Digital Music

To use a computer to
create a musical
pattern

- | can explain how my music can be
played in different ways

- | can identify that music is a
sequence of notes

- | can refine my musical pattern on a
computer

Creating media -
Digital Music

To create music for a
purpose

- | can add a sequence of notes to
my rhythm

- | can create a rhythm which
represents an animal I've chosen

- | can create my animal’s rhythm on
a computer

Creating media -
Digital Music

To review and refine
our computer work

- | can explain how I've changed my
work

- | can listen to music and describe
how it makes me feel

- | can review my work




Unit Name Learning Learning Outcomes National Curriculum Links Abbreviations based on Teach Compuling
urriculum
Objectives 11 [12 [13 [14 |15 [16 [a[cm|cs|oo o [er [m [ nw | re | ss
To recognise that we - | can compare totals in a tally chart
Data and ;
. . can count and - | can record data in a tally chart
information — .
. compare objects - | can represent a tally count as a
Pictograms -
using tally charts total
. - | can enter data onto a computer
To recognise that :
Data and . - | can use a computer to view data
. . objects can be . .
information — in a different format
. represented as .
Pictograms . - | can use pictograms to answer
pictures . . .
simple questions about objects
- | can explain what the pictogram
Data and To create a shows
information — . - | can organise data in a tally chart
. pictogram
Pictograms - | can use a tally chart to create a
pictogram
- | can answer ‘more than'/'less than'’
and "'most/least’ questions about an
Data and To select objects by afttribute
information — aftribute and make - | can create a pictogram to
Pictograms comparisons arrange objects by an attribute
- | can tally objects using a common
attribute
. - | can choose a suitable attribute to
To recognise that
Data and compare people
. . people can be
information — . - | can collect the data | need
. described by .
Pictograms . - | can create a pictogram and draw
attributes : .
conclusions from it
- | can give simple examples of why
To explain that we information should not be shared
Data and
. . can present - | can share what | have found out
information — ) . . .
. information using a using a computer
Pictograms

computer

- | can use a computer program to
present information in different ways




Unit Name

Learning
Objectives

Learning Outcomes

National Curriculum Links

Abbreviations based on Teach Computing
Curriculum

AL

CM

cs

DD

DI

ET

IT

Nw

PG

SS

Programming A —
Robot algorithms

To describe a series of
instructions as a
sequence

- | can choose a series of words that
can be enacted as a sequence

- | can follow instructions given by
someone else

- | can give clear and unambiguous
instructions

Programming A —
Robot algorithms

To explain what
happens when we
change the order of
instructions

- | can create different algorithms for
arange of sequences (using the
same commands)

- | can show the difference in
outcomes between two sequences
that consist of the same commands

- | can use an algorithm to program a
sequence on a floor robot

Programming A —
Robot algorithms

To use logical
reasoning to predict
the outcome of a
program (series of
commands)

- | can compare my prediction to the
program outcome

- | can follow a sequence

- | can predict the outcome of a
seguence

Programming A —
Robot algorithms

To explain that
programming projects
can have code and
artwork

- | can explain the choices | made for
my mat design

- | can identify different routes around
my mat

- | can test my mat to make sure that
it is usable

Programming A —
Robot algorithms

To design an
algorithm

- | can create an algorithm to meet
my goal

- | can explain what my algorithm
should achieve

- | can use my algorithm to create a
program

Programming A —
Robot algorithms

To create and debug
a program that | have
written

- | can plan algorithms for different
parts of a task

- | can put together the different parts
of my program

- | can test and debug each part of
the program




Unit Name

Learning
Objectives

Learning Outcomes

National Curriculum Links

Abbreviations based on Teach Computing

Curriculum

Programming B —
Programming
Quizzes

To explain that a
sequence of

commands has a start

- | can identify that a program needs
fo be started

- | can identify the start of a
sequence

- | can show how to run my program

Programming B —
Programming
Quizzes

To explain that a
sequence of
commands has an
outcome

- | can change the outcome of a
sequence of commands

- | can match two sequences with the
same outcome

- | can predict the outcome of a
sequence of commands

Programming B —
Programming
Quizzes

To create a program
using a given design

- | can build the sequences of blocks |
need

- | can decide which blocks to use to
meet the design

- | can work out the actions of a sprite
in an algorithm

Programming B —
Programming
Quizzes

To change a given
design

- | can choose backgrounds for the
design

- | can choose characters for the
design

- | can create a program based on
the new design

Programming B —
Programming
Quizzes

To create a program
using my own design

- | can build sequences of blocks to
match my design

- | can choose the images for my own
design

- | can create an algorithm

Programming B —
Programming
Quizzes

To decide how my
project can be
improved

- | can compare my project to my
design

- | can debug my program

- | can improve my project by adding
features

1.5

AL

CM

Cs

DD

DI

ET

T

NW

PG

$S




