	National Curriculum
· 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. 
	Key knowledge and skills to be revisited/practised in Year 1 and 2 
Making links to the KS1 Computing curriculum from the opportunities children had to explore technology in the EYFS.
For example in EYFS children will have:
· Taken a photo with a camera or tablet
· Played games on the interactive whiteboard or an iPad
· Drawn pictures on the interactive whiteboard
· Exploring mechanical toys
· Use a Beebot 
· Watched video clips 
· Listened to music


	
	KS1 Year B Autumn 1:  What is a computer?

	
	Key Learning
	Assessment
	Vocabulary

	
	In this unit children will learn about the different parts of a computer and iPad. They will learn new skills, tips and tricks. The children will be able to see the inner workings of a computer and build their own. 

Key Questions
What is a computer? What are all those extra bits?








How well do you know your technology?







What’s inside technology?






What is hardware and what is software?







How can we communicate online?










What are programs? (1)







What are programs? (2) 
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· I know that a computer is a machine that can follow stored instructions and do lots of useful things. 
· I can name the parts of a computer and the job that they do. 
· I know the difference between hardware and software. 
· I know that files and folders are used to store my work electronically.
· I can save my work electronically and then retrieve it. 
· I know that files are stored on the hard drive. 

· I know what algorithms are. 
· I can complete the algorithm challenge ‘The Tidy Up Bot’.
· I can save and share photos with the Seesaw app. 

· I know a part of a computer or iPad is called hardware. 
· I know the games and apps you play are called software.
· I am beginning to understand what goes into designing a game. 

· I know that communicate means to share information and can think of some different ways people communicate. 
· I know people use computers, phones and tablets to send emails. 
· I can compose an email (unplugged).

· I know what a program is. 
· I can program a robot by planning a route, writing an algorithm, programming the robot and then observe for bugs. 
· I can debug my algorithm.

· I can use algorithms to program a Sprite in Scratch Jr. 
· I can design a background. 
· I can build a program using command blocks. 
	Email 
Printer 
Wireless
Debug
Keyboard
Speakers
Hard Drive 
Send/Receive 
Robot
Mouse 
DVD/CD
CD-DVD Drive
Software 
Sign-in
Program 
Monitor 
Sequence 
Sprite


	End of unit assessment Task(s)

	Assessment focus (NC)
	Task(s)

	· 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.
	Children to demonstrate their programming by independently creating a program in Scratch Jr. 
Children to create a dance for their Sprites. 



