	Year group and Topic
	Skills – I can…
	Knowledge – Learning outcomes
	Vocabulary
Technology, computer, mouse, trackpad, keyboard, screen, double-click, typing.


	Y1
Computing systems and networks - 
Technology all around us
	· Hold a mouse correctly
· Click correctly on a mouse
· Identify a keyboard, mouse and screen
· Write my name using a keyboard
· Move the cursor on my screen

	I can identify different types of technology --Learners will become familiar with the term ‘technology’. They will classify what is and what is not technology in school and/or classroom. Learners will demonstrate their understanding of how technology helps us in different ways.

I can identify a computer and its main parts – Children will learn the main parts of a desktop and laptop. Children will practices logging on. Children will compete mouse-based tasks.

I can use a mouse in different ways – Children will be building on mouse skills from previous lesson. Children will develop the understanding of a mouse and open programs using a double click.

I can use a keyboard to type on a computer – Children will begin to use the keyboard. Children will understand that it the keyboard is for writing. Children will begin to write their name.

I can use the keyboard to edit text – Children will continue from previous lesson writing their name. They will copy and write a sentence. Practising using the ‘delete’ key and arrows to move the cursor.

I can create rules for using technology safely and responsibly (Evolve) - Children will be introduced to the concept of using computers safely, within the context of a school setting. They will explore why we have rules in school and how those rules help us, and then apply this understanding to rules needed for using computer technology safely.

	

	
	· 
	
	Adaptions
· One click mice
· Lower case colourful keyboard
· Pre-teach a small group on paper keyboard (finding keys)
· Use of paper mice before holding real one.


	Y1
Programming A - 
Moving a robot



	· Use directions
· Enter a simple command
· Debug my command
· Write a simple program
	I can explain what a given command will do – Children will talk about what the buttons might do and then try the buttons. Spend time linking an outcome to a button press. Children will consider the direction command buttons, as well as buttons to clear memory and run programs.

I can act out a given word - learners will think about the language used to give directions. Discuss how precise it needs to be. Children will give each other instructions and use Bee-bot to move based on instructions.

I can combine ‘forwards’ and ‘backwards’ commands to make a sequence – Children will continue to programme the BEE-Bot focusing on moving forwards and backwards ONLY. Children to repeat and practice forwards and backwards at a fixed distance. Practicing the need to be precise. Allow children to attempt to predict where they think the BEE-bot will go once a command is entered.

I can combine four direction commands to make a sequence - learners will use left and right turn commands along with forwards and backwards commands. Doing this will allow learners to develop slightly more complex programs. Learners will create their programs in this lesson through trial and error before moving onto planning out their programs in the next lesson

I can plan a simple program – Children will decide what their program will do. They will then create their program and test it on the robot (BEE-Bot). Where needed, learners will also debug their programs. Consider if the program is reliable – Can you trust what you are inputting will happen.

I can find more than one solution to a problem - Children to plan their routes before they start to write their programs. The activities also introduce the concept of there being more than one way to solve a problem. This concept applies to a lot of programming activities: the same outcome can be achieved through a number of different approaches, and there isn’t necessarily a ‘right’ way.
	Vocabulary
Bee-Bot, forwards, backwards, turn, clear, go, commands, instructions, directions, left, right, route, plan, algorithm, program.


	
	· 
	
	Adaptions
· Button sheets (practice before)
· IPad – BEE-bot game 
· Simple games – Simon says














	Y1
Creating media – Digital painting 
	· Use the free hand tools
· Name free hand tools
· Use shape tools
· Change the colour of shpaes and lines
· Make own image 
	I can describe what different freehand tools do – Children are introduced to the free hand tools that are used for digital painting

I can use the shape and line tools - This lesson introduces learners to the line and shape tools and revisits the fill and undo tools used for digital painting. Learners create their own digital painting in the style of an artist.

I can make careful choices when painting a digital picture - This lesson introduces learners to a range of shape tools, allowing them to create a painting in the style of an artist. Is the picture. Discuss being safe with images on the internet. What is safe / not safe to share and why?

I can explain why I chose the tools I used - This lesson increases learners’ understanding of the available paint tools and encourages them to select the best tools to create a digital painting in the style of Wassily Kandinsky.

I can use a computer on my own to paint a picture - Learners select appropriate colours, brush sizes, and brush tools to independently create their own image in the style of an artist.

I can compare painting a picture on a computer and on paper - Learners compare their preferences when creating paintings on computers and on paper. 

	Vocabulary
paint program, tool, paintbrush, erase, fill, undo, shape tools, line tool, fill tool, undo tool, colour, brush style, brush size, pictures, painting, computers



	
	· 
	
	Adaptions
· One click mice
· Colourful keyboards
· Widigits 
· iPads
· Templates





	Y1
Data and information – Grouping Data
	· Group objects and label
· Identify similarities and differences
· Compare groups
	I can label objects - They will name different objects and begin to experiment with placing them into different groups. Learners will also label a group of objects, and begin to understand that an object can fit into more than one group

I can identify that objects can be counted - They will demonstrate the ability to count a small number of objects before they group them, and will then begin to show that they can count groups of objects with the same label.

I can describe objects in different ways - They will identify the properties of objects and begin to understand that properties can be used to group objects; for example, objects can be grouped by colour or size

I can count objects with the same properties - They will group objects that have similar properties, and will be able to explain how they have grouped these. Learners will begin to group a number of the same objects in different ways, and will demonstrate their ability to count these different groups.

I can compare groups of objects - They will begin to compare and describe groups of objects, then they will record the number of objects in each group.

I can answer questions about groups of objects - They will begin to compare and describe groups of objects, then they will record the number of objects in each group. Consider the objects as personal information and consider when to tell people if someone is propping you for information, think about ‘M’ in SMART – Don’t meet up

	Vocabulary
object, label, group, search, image, property, colour, size, shape, value, data set, more, less, most, fewest, least, the same


	
	· 
	
	Adaptions
· Sorting hoops
· Physical items to group
· Sensory items (similar touch feel ect)





	Y1
Creating Media – Digital writing
	· Use keyboard
· Add text
· Use toolbar to change text
· Delete/undo text
· Edit text
	[bookmark: _GoBack]I can use a computer to write – children will familiarise themselves with a word and think about how they might use this application in the future. The learners will also identify and find keys, before adding text to their page by pressing keys on a keyboard. Should be believe everything we read online? Discuss phishing and misinterpretation of information online (Wikipedia)

I can add and remove text on a computer – The chidlren will focus on adding text and will explore more of the keys found on a keyboard. Finally, they will begin to use the Backspace key to remove text from the computer.

I can identify that the look of text can be changed on a computer - learners will begin exploring the different buttons available on the toolbar in more detail, and use these to change their own text.

I can make careful choices when changing text - The learners will begin to use their mouse cursor to select text to enable them to make changes that are more efficient. They will explore the different fonts available to them

I can explain why I used the tools that I chose - will begin to use ‘Undo’ to remove changes. They will begin to consolidate their ability to select text using the cursor, through double-clicking and clicking and dragging.

I can compare typing to writing on paper - The learners 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.
	
	Vocabulary
word processor, keyboard, keys, letters, type, numbers, space, backspace, text cursor, capital letters, toolbar, bold, italic, underline, mouse, select, font, undo, redo, format, compare, typing, writing.



	
	· 
	
	Adaptions
· Lower case Colourful keyboards
· One click mice
· Button stickers
· Paper keyboards





	Y1 
Programming B – Programming animations
	· Make an algorithm
· Test run and edit for bugs
· Change background
· Change sprites
· Add more than one layer
	I can choose a command for a given purpose - During this lesson, learners will become accustomed to the ScratchJr programming environment. They will discover that they can move characters on-screen using commands, and compare ScratchJr to the Bee-Bots used in the previous unit.

I can show that a series of commands can be joined together - They will use a Start block to run their programs and follow algorithms.

I can identify the effect of changing a value –Children will learn how to change numbers on blocks and how the change of number will affect the algorithm.

I can explain each sprite has its own instructions - They will discover that each sprite has its own programming area, and learn how to add programming blocks to give instructions to each of the sprites.

I can design the parts of a project - They will decide how each sprite will move, and create an algorithm based on the blocks available

I can use an algorithm to create a program - 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.
	Vocabulary
ScratchJr, command, sprite, compare, programming, area, block, joining, start, run, program, background, delete, reset, algorithm, predict, effect, change, value, instructions, design

	
	· 
	
	Adaptions
· Partner work
· Guide sheet
· Physical code buttons
· Simon says (test code before adding)








