
 Year Group 

Objectives 

YEAR 1 YEAR 2 IPAD 

Apps and resources 

Other resources 2019 Topic 

links 
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Understand 

what algorithms 

are; how they 

are implemented 

as programs on 

digital devices; 

and that 

programs 

execute by 

following precise 

and 

unambiguous 

instructions 

Inputting instructions to a 

device with a specific aim: 

 Play computer games  

 Move objects around on 
a screen  

 Repeat a series of actions 
for a purpose  

 Recognise things 

around them which 

respond to signals and 

instructions  

 

Inputting instructions to a 

device with a specific aim: 

 Understand how to make 
something move  

 Give a single instruction 
to make something 
happen  

 Explain what has 
happened when using ICT 
for control  

 Move and control a 

programmable toy  
 

Children use the Scratch Jnr 

app to create a program that 

executes stories and 

explanations.  

 

Use of Spheros Y2 will use 

blocks to code the navigation of 

the robots. 

 Spheros 

for inputting and outputting - Y1 

children can draw the path and 

colour for their robot. This can be 

link to simple shapes in Maths. 

Year 1 

Beebot app 

Codapiller app 

Daisy the Dinosaur app 

Loopimal app (Reception) 

Kodable app 

The Foos app 

 

Year 2  

Scratch Jnr app 

OSMO Coding*app 

A.L.E.X app 

Lightbot hour of code app 

Beebot and Codapiller 

- it’s important with 

these devices that the 

children are given a 

specific aim.  

 

eg, Program 

Codapiller to get 

home to the “target 

mat”.  

 

eg, Create a space for 

the Beebots and 

program them to 

navigate around 

obstacles. 

 

 Scratch: 

ENG:  retelling a 

story with 

characters that 

speak and move. 

 

ENG: include 

scenes that are 

linked. For 

example, a 

beginning middle 

and an end. 

 

 

BBC what is 

Coding ? 

BBC What is an 

algorithm? 

C
o
m

p
u

tin
g

 S
c
ie

n
c
e

 

Create and 

debug simple 

programs 

Learn to reset the code. Using 

the reset button in order to 

debug their code. 

 

Solving the bug. Why has 

Beebot bumped into the blocks? 

What do we need to do to the 

program to ensure he misses 

the blocks? 

Screen shot work and reflect on 

their successes and bugs that 

caused problems by recording 

their voices and/or typing in 

responses into Seesaw. 

Year 1  

Staff using Seesaw to capture 

evidence 

 

Year 2  

Children independently using 

Seesaw to capture evidence. More 

able children can write/type their 

reflections. Less able could simply 

record their ideas as a voice 

recording in Seesaw. 

 BBC What are 

computing bugs? 
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Use logical 

reasoning to 

predict the 

behaviour of 

simple programs 

Teaching staff use video and 

Seesaw to capture the children 

predicting the outcome and how 

changes were made to improve 

the program. 

 Predict what might 
happen when controlling  

Children explain what they think 

they will need to do in terms of 

programming. 

See saw for recording thoughts. ● What we 
think will 
happen? 

● What 
actually 
happened? 

● Changes we 
made to 
improve 
things 

 

https://itunes.apple.com/gb/app/bee-bot/id500131639?mt=8
https://itunes.apple.com/gb/app/think-learn-code-a-pillar/id1110815901?mt=8
https://itunes.apple.com/gb/app/daisy-the-dinosaur/id490514278?mt=8
https://itunes.apple.com/gb/app/loopimal-by-yatatoy/id964743113?mt=8
https://itunes.apple.com/gb/app/kodable-coding-for-kids/id577673067?mt=8
https://itunes.apple.com/gb/app/codespark-academy-with-the-foos-coding-for-kids/id923441570?mt=8
https://itunes.apple.com/gb/app/scratchjr/id895485086?mt=8
https://itunes.apple.com/gb/app/osmo-coding-awbie/id1067117430?mt=8
https://itunes.apple.com/gb/app/a-l-e-x/id597040772?mt=8
https://itunes.apple.com/gb/app/lightbot-code-hour/id873943739?mt=8
http://www.bbc.co.uk/education/clips/ztqxhyc
http://www.bbc.co.uk/education/clips/ztqxhyc
https://itunes.apple.com/gb/app/seesaw-the-learning-journal/id930565184?mt=8
http://www.bbc.co.uk/education/clips/zp2tn39
http://www.bbc.co.uk/education/clips/zp2tn39


 

BBC Programming 

Robots to Play 

football 
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Use technology 

purposefully to 

create, organise, 

store, 

manipulate  and 

retrieve digital 

content 

Find information on the 
internet or  within a website 
 
Take digital photos  
 
Use shape tools to draw  
 
Use the space bar  
 
 
  

Use clip art to add and resize a 
picture  
Use shortcuts to insert objects 
and delete them  
 
Make a simple slide show. For 

example, word processing, 

slides or text voice/image 

combinations* that explains the 

learning that is taking place 

within a curriculum theme. 

  
 
Store documents into a folder 
and retrieve them  
 

Year 2 Children should be 

storing work in Seesaw in a 

variety of formats PDF, Photo 

(jpeg) and Video 

 

Year 2 children should also now 

be representing researched 

numbers/data in simple charts 

and graphs. 

 

Year 1 

Felt Board  

Pic Collage  

Photo’s app (pre-installed) 

 

Year 2 

Keynote  

Pages 

Book Creator 

Adobe Spark Video* 

 

 

 

 

Seesaw 

 

 

Keynote/Pages 

Graphingforkids 

 

* The Adobe Spark  

app is accessible 

and enables one 

word image 

searching, text 

manipulation as 

well as the addition 

of voice overs. 

Projects are saved 

as video to the 

camera roll or 

uploaded directly to 

Seesaw 

 

Children should be 

given opportunities 

to find (retrieve) and 

reflect on their 

digital work. This 

can be managed by 

having colour coded 

subject folders set 

up in Seesaw, for 

example, Maths, 

English,  Science, 

Computing. 

 

 

http://www.bbc.co.uk/education/clips/zjj7pv4
http://www.bbc.co.uk/education/clips/zjj7pv4
http://www.bbc.co.uk/education/clips/zjj7pv4
https://itunes.apple.com/gb/app/felt-board/id492342753?mt=8
https://itunes.apple.com/gb/app/felt-board/id492342753?mt=8
https://itunes.apple.com/gb/app/felt-board/id492342753?mt=8
https://itunes.apple.com/gb/app/pic-collage-photo-editor/id448639966?mt=8
https://itunes.apple.com/gb/app/keynote/id361285480?mt=8
https://itunes.apple.com/gb/app/pages/id361309726?mt=8
https://itunes.apple.com/gb/app/book-creator-for-ipad/id442378070?mt=8
https://itunes.apple.com/gb/app/adobe-spark-video-animated-videos-in-minutes/id852555131?mt=8
https://itunes.apple.com/gb/app/graphing-for-kids-chart-maker-for-children/id878461173?mt=8


 

 Recognise 

common uses of 

information 

technology 

beyond school 

Discuss the different 

technology around us: 

At home  

At school  

(technology hunt!)  

Understand the importance of 
ICT  
Recognise different ways of 
using ICT and decide which to 
use  
 

 BBC How computer 

data is stored  

BBC what is the 

internet? 

Creating a 

technology eBook 

that is an ongoing 

project will allow for 

exploring and 

explaining different 

uses of technology. 
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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. 

 

eSafety SMART rules 

When and where it’s ok to 

take a photograph 

Being able to take a turn with 

a shared device 

 

Children turning to a trusted 

adult* if they are worried or 

concerned about 

content/action related to a 

digital device. 

 

eSafety SMART rules 

Being able to take a turn with 

a  

Shared device 

Using Seesaw to peer 

assess  

Designing their own eSafety 

usage rules.  

Green screen work 

 

 

Resources 

Digital 

Camera/Photograp

hy usage  

Think You Know  

http://www.kidsmart

.org.uk/beingsmart/ 

ChildNet 

BBC Stay safe  

 

*concerns need to 

be logged with the 

Safeguarding team. 
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Recognise 
acceptable/unac
ceptable 
behaviour; 
identify a range 
of ways to report 
concerns about 
content and 
contact.  
 

 

 

 

 

Keep passwords safe 

 

Know who can see your work 

 

Know who to tell if you are 

worried 

 

Understand age restrictions  

Know ways to report content 

or contact in school and at 

home 

 

Know how to keep 

passwords safe 

   

http://www.bbc.co.uk/education/clips/zxjmtfr
http://www.bbc.co.uk/education/clips/zxjmtfr
http://www.bbc.co.uk/education/clips/zcvr9j6
http://www.bbc.co.uk/education/clips/zcvr9j6
http://www.twinkl.co.uk/resource/t2-i-016-camera-licence
https://www.thinkuknow.co.uk/5_7/hectorsworld/
http://www.kids-smart.com/
http://www.kids-smart.com/
http://www.childnet.com/young-people/primary
http://www.bbc.co.uk/cbbc/shows/stay-safe


Computing Science 

 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  

Computing confidence, digital literacy  

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

Digital Citizenship 

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

 

 

 

 


