
  ​ ​Y1 Computing Plans 2020-21   
 
 

Topics 

Geography -  
-Maps and symbols 
-Simple field work 
-Geo of school grounds 
-Physical features + local environment 
-Compass directions 
-Weather (SCIENCE) daily weather vids. 
-Geographical contrast of Leasowe + Kalahari desert village. 
-Place knowledge 
-locations of hot and cold areas 
-North + South Poles 
-Key human physical features 

Autumn     

Objectives  Activity  Details  Date and 
Evaluation 

Digital Literacy 
DL1.4 Be able to say what information is private and 
should not be shared online with support. 
DL1.5 Be able to tell an adult if they feel something they 
see online is inappropriate or hurtful. 
 
 

Gooseberry Planet  Log onto individual account and follow e-safety 
scheme. 

 

Information Technology 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 

Voice Record app  Use Easi Speaks/ Digital Microphones or or Voice 
Record app to record e.g. simple poetry recitals. As 
part of a sequence of English lessons. 

 

Computer Science 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
 
 

Beebots   Guide Beebot to develop directional language. 
 
 
 
 

 

Computer Science  Beebots  Extend the use of Beebots to writing their own 
instructions. 

 

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home


CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
 

Information Technology 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 
 

Sock Puppets app  Use Sock Puppets to develop oracy by recording 
voices and animations. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
 
 

Beebot app  Use Beebot App to plan route to certain flowers.   

Digital Literacy 
DL1.1 Be able to navigate a website using links. 
DL1.2 Can access information on the internet through 
QR codes or links on a device. 

Mr Haughton’s 
Encyclopedia 

Mr Haughton’s Encyclopedia to find information 
about flowers and plants. 
Link 

 

Computer Science 
CS1.4 Can use basic symbols to record directional 
instruction. 

Code Studio  Lesson 2: Learn to Drag and Drop 
This lesson will give students an idea of what to 
expect when they head to the computer lab. It 
begins with a brief discussion introducing them to 
computer lab manners, then they will progress into 
using a computer to complete online puzzles. 
 

 

Information Technology 
DL1.1 Be able to navigate a website using links. 
DL1.2 Can access information on the internet through 
QR codes or links on a device. 
DL1.3 Be able to use a search engine to search for given 
information or images by using keywords provided by the 
teacher. 
 
 

Save Images  Find images on the internet. With help, save to photo 
roll or to computer. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 

Code Studio  Lesson 3: Happy Maps - Unplugged 
This unplugged lesson brings together teams with a 
simple task: get the "flurb" to the fruit. Students will 
practice writing precise instructions as they work to 
translate instructions into the symbols provided. If 
problems arise in the code, students should also work 
together to recognize bugs and build solutions. 

 

https://infant.parkfieldprimary.com/


 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 
 

Information Technology 
IT1.1 Can produce text, adding and making basic edits 
to text in appropriate word processing software. 
IT1.2 When entering text, can use their knowledge of 
where most letters are located on the keyboard, using 
appropriate punctuation. 
IT1.3 Can use a range of simple tools purposefully, to 
create and alter the appearance of an image. 
 
 

Pic Collage app  Use Pic Collage app to add images of Leasowe and 
the Kalahari Desert add simple text. 

 

Topics  History - How has New brighton changed over time? Neil Armstrong 

Spring     

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home


Objectives  Activity  Details  Date and 
Evaluation 

Digital Literacy 
DL1.4 Be able to say what information is private and 
should not be shared online with support. 
DL1.5 Be able to tell an adult if they feel something they 
see online is inappropriate or hurtful. 
 
 

Gooseberry Planet  Log onto individual account and follow e-safety 
scheme. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 
 

Beebots  Use Beebot to travel around a floor map. Guide 
Beebot around the mat to develop directional 
language.  

 

Information Technology 
IT1.4 Can use simple video or animation software. 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 
 
 

Chatterkid app  Use ChatterKids app to make images  of significant 
people speak. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
 
 

ALEX app  Begin to use ALEX app to use simple directional 
commands and build up sequences. Begin to test 
and debug their programs. 

 

Information Technology 
IT1.3 Can use a range of simple tools purposefully, to 
create and alter the appearance of an image. 
IT1.4 Can use simple video or animation software. 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 
 
 

Puppet Pals app  Use Puppet Pals App to animate a traditional tale   



Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Truck Control  Play ​Truck Control Game​ using directional 
commands:  
 

 

Information Technology 
IT1.2 When entering text, can use their knowledge of 
where most letters are located on the keyboard, using 
appropriate punctuation. 
 
 

Typing Skills  Use ​BBC dancemat typing​  activities to improve 
keyboard skills. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Code Studio 
 

Lesson 4: Sequencing with Scrat 
Using Scrat from the Ice Age franchise, students will 
develop sequential algorithms to move a squirrel 
character from one side of a maze to the acorn at 
the other side. To do this they will stack code blocks 
together in a linear sequence. 

 

Information Technology 
IT1.1 Can produce text, adding and making basic edits 
to text in appropriate word processing software. 
IT1.2 When entering text, can use their knowledge of 
where most letters are located on the keyboard, using 
appropriate punctuation. 
IT1.3 Can use a range of simple tools purposefully, to 
create and alter the appearance of an image. 
 

Pic Collage app   Present information about Neil Armstrong and the 
moon landing, combining text and photos. Take 
photographs of plants or search within Safari or the in 
app search for parts of plants. Choose a suitable 
frame to place the images. Add text to each image. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 

Code Studio 
 

Lesson 5: Programming with Scrat 
Using characters from the Ice Age, students will 
develop sequential algorithms to move Scrat from 
one side of a maze to the acorn at the other side. To 
do this they will stack code blocks together in a linear 
sequence, making them move straight, turn left, or 
turn right. 

 

https://drive.google.com/drive/u/0/folders/0B2i3fZYbMEbreE03LVMzZmtpR0k
https://www.bbc.co.uk/bitesize/articles/z3c6tfr


 
 
 

CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Information Technology 
IT1.1 Can produce text, adding and making basic edits 
to text in appropriate word processing software. 
IT1.2 When entering text, can use their knowledge of 
where most letters are located on the keyboard, using 
appropriate punctuation. 
IT1.3 Can use a range of simple tools purposefully, to 
create and alter the appearance of an image. 
 

Book Creator app  Create an eBook on the history of music, combining 
text and images. ​T 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 

Code Studio  Lesson 6: Programming with Rey and BB-8 
In this lesson, students will use their newfound 
programming skills in more complicated ways to 
navigate a tricky course with BB-8. 

 

Topics 
History - Christopher Columbus 

Geography - Recycling within school and local litter picking 

Summer     

Objectives  Activity  Details  Date and 
Evaluation 

Digital Literacy 
DL1.4 Be able to say what information is private and 
should not be shared online with support. 
DL1.5 Be able to tell an adult if they feel something they 
see online is inappropriate or hurtful. 
 
 

Gooseberry Planet  Log onto individual account and follow e-safety 
scheme. 

 

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home


Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Code Studio  Lesson 7: Happy Loops - Unplugged 
This activity revisits Happy Maps. This time, students will 
be solving bigger, longer puzzles with their code, 
leading them to see utility in structures that let them 
write longer code in an easier way. 

 

Information Technology 
IT1.4 Can use simple video or animation software. 
 
 

Green Screen  Use Green Screen to create films of themselves in 
different locations  linked to recycling. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Code Studio  Lesson 8: Loops with Scrat 
Building on the concept of repeating instructions from 
"Happy Loops," this stage will have students using 
loops to get to the acorn more efficiently on 
Code.org. 

 

Information Technology 
IT1.1 Can produce text, adding and making basic edits 
to text in appropriate word processing software. 
IT1.2 When entering text, can use their knowledge of 
where most letters are located on the keyboard, using 
appropriate punctuation. 
IT1.4 Can use simple video or animation software. 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 
 
 

Shadow Puppet Edu  Use saved images of photos of materials in Shadow 
Puppet Edu app. Record their voices over each of 
the images to retell a story from English e.g. 
Traditional tales.  

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 

Code Studio  Lesson 9: Loops with Laurel 
In this lesson, students continue learning the concept 
of loops. In the previous lesson, students were 
introduced to loops by moving through a maze and 
picking corn. Here, loops are used to collect treasure 
in open cave spaces. 

 



CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Information Technology 
IT1.1 Can produce text, adding and making basic edits 
to text in appropriate word processing software. 
IT1.3 Can use a range of simple tools purposefully, to 
create and alter the appearance of an image. 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 
 

Tiny Tap app  Use Tiny Tap app to create multimedia puzzles and 
soundboards linked to topic 

 

Information Technology 
IT1.1 Can produce text, adding and making basic edits 
to text in appropriate word processing software. 
IT1.3 Can use a range of simple tools purposefully, to 
create and alter the appearance of an image. 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 
 

Tiny Tap app  Continued   

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Code Studio  Lesson 10: Ocean Scene with Loops 
Returning to loops, students learn to draw images by 
looping simple sequences of instructions. In the 
previous plugged lesson, loops were used to traverse 
a maze and collect treasure. Here, loops are creating 
patterns. At the end of this stage, students will be 
given the opportunity to create their own images 
using loops. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Code Studio  Lesson 11: The Big Event Jr. - Unplugged 
Events are a great way to add variety to a pre-written 
algorithm. Sometimes you want your program to be 
able to respond to the user exactly when the user 
wants it to. That is what events are for. 

 



 
 
 

Information Technology 
IT1.5 Can use a sound recorder or on screen recorder to 
collect and store information as sound. 
 
 

Tap a Tune app  Use Tap a Tune to explore playing different 
instruments digitally. 

 

Computer Science 
CS1.1 Be able to say what an 'algorithm' is. 
CS1.2 Be able to use the appropriate keys or commands 
to make a virtual or floor robot go forward, backward, left 
and right. 
CS1.3 Be able to program a bot or sprite by giving simple 
sequences of commands with an immediate outcome. 
CS1.4 Can use basic symbols to record directional 
instruction. 
CS1.5 Be able to use a developing range of language 
and styles of control e.g. tilt and turn/instructional to direct 
a robot. 
 

Code Studio  Lesson 12: On the Move with Events 
In this online activity, students will have the 
opportunity to learn how to use events in Play Lab 
and to apply all of the coding skills they've learned to 
create an animated game. It's time to get creative 
and make a story in the Play Lab! 

 


