
                                              Long term Plan Year 1 Computing 
 

Computing  

Aims  

 

 

The national curriculum for Computing aims to ensure that all pupils:  

 

 can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation 

 can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems  

 can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems  

 are responsible, competent, confident and creative users of information and communication technology. 

 

NC objectives 

KS1 

1. understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous 

instructions.  

2. create and debug simple programs.  

3. use logical reasoning to predict the behaviour of simple programs.  

4. use technology purposefully to create, organise, store, manipulate and retrieve digital content.  

5. recognise common uses of information technology beyond school.  

6. 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. 

Curriculum links Art  

● To develop a wide range of art and design techniques in using colour, 

pattern, texture, line, shape, form, and space. 

● About the work of a range of artists, craft makers, and designers, 

describing the differences and similarities between different practices 

and disciplines and making links to their own work. 

English – writing  

Write sentences by: 

●  saying out loud what they are going to write about 

●  composing a sentence orally before writing it 

●  sequencing sentences to form short narratives 

●  re-reading what they have written to check that it makes sense. 

Maths 

● describe position, direction and movement, including whole, half, quarter 

and three-quarter turns. 

● data handling - Identify and represent numbers using objects and pictorial 

representations including the number line, and use the language of: 

‘equal to’, ‘more than’, ‘less than’ (‘fewer’), ‘most’, ‘least’. 
 

Education for a Connected World links 

Health, well-being and lifestyle 

● I can identify rules that help keep us safe and healthy in and beyond the 

home when using technology. 

● I can give some simple examples. 

 

Privacy and security 

● I can give reasons why I should only share information with people I choose 

to and can trust. 

Copyright and ownership 

● I know that work I create belongs to me. 

● I can name my work so that others know it belongs to me.  

 

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF


 
Context What has been learnt previously: Next steps for learning: 

 

Pupils in EYFS are provided with a broad, play based experience of Computing in a 

range of contexts, including outdoor play.  They are given the opportunity to use 

technological equipment in the role play area reflecting real life experiences.  The 

children develop familiarity with computer hardware.  They learn how to use a 

mouse and find keys on a keyboard. They also gain experience of using bee bots 

and take pictures using tablets. 

 

 

In Year 2, pupils will learn about: 

Information technology around us 

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

Robot algorithms 

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

Online Safety 

Online safety, including: what happens to information posted online; how to keep 

things private online; who we should ask before sharing online; describing different 

ways to ask for, give, or deny permission online. 

Making music  

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

musical composition. 

Programming quizzes  

Designing algorithms and programs that use events to trigger sequences of code to 

make an interactive quiz.  

Pictograms 

Collecting data in tally charts and using attributes to organise and present data on a 

computer. 

Digital photography 

Capturing and changing digital photographs for different purposes. 

 
 

Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Technology around us 

Recognising technology in 

school and using it 

responsibly. 

Moving a robot 

Writing short algorithms and 

programs for floor robots, 

and predicting program 

outcomes. 

Online Safety (4 Weeks) 

Learning about online safety, 

including using useful tips to 

stay safe when online; how 

to manage feelings and 

emotions when someone or 

something has upset us 

online; learning about the 

responsibility we have as 

online users; exploring the 

idea of a ‘digital footprint’. 
Grouping data (2-3 Weeks) 

Exploring object labels, then 

using them to sort and group 

objects by properties. 

 

Programming animations 

Designing and programming 

the movement of a character 

on screen to tell stories. 

Digital writing 

Using a computer to create 

and format text, before 

comparing to writing non-

digitally. 

Digital painting 

Choosing appropriate tools 

in a program to create art, 

and making comparisons 

with working non-digitally. 

 

NC Objective/s:  

 4, 5, 6 

NC Objective/s:  

 1, 2, 3, 5 

NC Objective/s:  

 4, 6 

NC Objective/s:  

 1, 2, 3 

NC Objective/s:  

 4, 6 

NC Objective/s:  

 1, 2, 3, 5 

 


