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Overchurch Infants School - Computing across the Curriculum Long Term Planning Map - Y1 

Summer 2020 -2021 

 
This is your long-term overview for Computing. Please add to or amend this plan through the year. Underneath each section are the key skills for that area of 

computing. These can be assessed using the Assessment tracker spreadsheet. Refer to the Skills Sheets for more guidance in this section and essential steps for 

teaching. More activities and suggestions can be added as other subject areas are added to the plan. 

 

T = Tutorial Available 

 

Key Skills  
(used throughout all areas of 

Computing) 

KS1.1 Be able to log onto an account on a computer or program with support. 

KS1.2 Can enter text using single fingers, beginning to use more than one hand. 

KS1.3 Can use a mouse/trackpad to move and place items accurately on a screen. Use double click or tap where needed (if 

appropriate). 

KS1.4 Be able to use a range of methods of interacting with a program e.g. right click, drag and drop, long tap etc. 

KS1.5 Be able to save and retrieve work with support. 

 

 

 Summer 1 Summer 2 

Topics 
Our Environment  

Science 
Plants  

Literacy   

History 
History Quizzes  

Geography 
UK Geography 

Weather  



 

2 

Computing 
  

Art / DT 
Beach art TBC 

Wow Events / Hooks 
  

 

Computer Science  

 

 

 

Control and 

Programming 

Code Studio  

Code Studio. Create user accounts for class on the website. Y1 should be working on Course A, Lesson 2 onwards, at a pace that is appropriate 

for the class. We would recommend teaching the whole class a lesson at a time, and using the extension materials to allow more able pupils to 

progress once they have completed the lesson materials, rather than moving on through the lessons independently. 

 Track and target pupil progress using the built-in pupil tracker. T 

CS1.1, CS1.2, CS1.3, CS1.4, CS1.5 

 

The activities below are non-essential, but you may wish to use them to extend and consolidate pupil learning in Code Studio. Aim to deliver 

weekly Computer Science lessons through the term. 

Jam Sandwich 

Children give instructions to a teacher robot to make porridge or a sandwich. See link for ideas from Jam Sandwich project PDFs. 

CS1.1, CS1.4, CS1.5 

 

Code-a-pillar app  

Sequencing directions.  Drag on the directional commands and tap the caterpillars head to guide it through increasingly challenging levels. 

Physical code-a-pillars could be used alongside the app too. 

CS1.2, CS1.3 

 

Box Island app 

Develop sequencing skills and directional language. (Each child can create their own profile or teachers can manually record each child's 

progress e.g. on ticklist). 

CS1.2, CS1.3 

 

BlueBot robots 

Control the robot by sequencing directions. If using Bluebot, begin at ‘step-by-step’ level, moving towards ‘basic programming’. Children or 

teachers could use a suitable floor mat to tell a story, programming the robot to reach different locations along the way. 

https://studio.code.org/
https://drive.google.com/drive/folders/0B2i3fZYbMEbrX2lPd2FLUzZObVU
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CS1.2, CS1.3 

 

ALEX the Robot app  

Develop skills in sequencing and debugging directional instructions. Encourage children to show resilience and work through initial levels. T 

(Teachers will need to manually record each child's progress e.g. on ticklist). 

CS1.2, CS1.4 

Key Skills 

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. 

 

 

Digital Literacy 

 

 

Research: Internet 

BBC Science Plants 

Use the videos and activities to learn about plants. 

DL1.1, DL1.2 

 

Plant identifier 

Collect a variety of leaves and then use the website below on an iPad, to take images of the leaves and then identify what tree or plant they 

have come from. 

https://identify.plantnet.org/query/the-plant-list/ 

DL1.2, DL1.6 

 

Infant Encyclopedia - Plants 

Allow children to explore the topic on computers or iPads by using a QR code or web link. 

Link here  

DL1.1, DL1.2 

 

Online Communication 

and eSafety 

Common Sense Materials 

Media Balance 

Use the Common Sense Media lesson to explore how pupils need to consider the feelings of themselves and others when making decisions 

about when, where, and how much to use technology.  

DL1.5 

 

https://www.bbc.com/bitesize/topics/zpxnyrd
https://identify.plantnet.org/query/the-plant-list/
http://infant.parkfieldprimary.com/
https://www.commonsense.org/education/digital-citizenship/lesson/media-balance-is-important
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Using the VLE (Seesaw) 

Use the school VLE (virtual learning environment) platform like Seesaw to show or allow children to partake in uploading content to a digital 

platform. For example a child could upload a collage made on the iPad to their own area on Seesaw. 

DL1.4, DL1.5 

 

Modelling and 

Simulations 

Google Earth 

Teacher demonstrates, locating different areas of the UK. and add placemarks on Google earth. Locate school, explore using Street View. Use 

Google Earth to explore the places visited in the summer holiday.  T 
DL1.6 

 

Growing Simulation  Science link 

Use the link below to simulate different growing conditions for a plant: link here T 
D 1.6 

 

MarcoPolo Weather app 

Simulate and represent the effects of different weather. 

DL1.6 

 

Weather forecast 

Create a model of a weather forecast for different locations. 

Build your weather forecast 

DL1.6 

 

Key Skills 

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. 

DL1.4 Be able to say what information is personal 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. 

DL1.6 Can change options in models/simulations that represent real or fantasy situations and scenarios to create different outcomes 

and effects. 

 

 

 

 

Information Technology 

 

 

http://www.sciencekids.co.nz/gamesactivities/plantsgrow.html
http://www.crickweb.co.uk/ks1science.html
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Word Processing and 

Desktop Publishing 

Typing Skills 

Use BBC dancemat typing activities to improve keyboard skills. 

IT1.2 

Pic Collage app Science link 

Present information about plants, combining text and photos. Take 

photographs around the school of plants to form a class display. 

Choose a suitable frame to place the images. Add text to each 

image. 

IT1.1, IT1.2, IT1.3 

Book Creator topic/English link  T 

Build on work done earlier in the term by using the Book Creator app to 

present information about plants, to showcase pupil learning at the 

end of the topic. Explore adding images from different sources, adding 

text, drawings and sound recordings. These images could be 

combined to make a class book. 

IT1.1, IT1.2, T1.6 

 

Multimedia  

Draw & Tell app  

Use the app to draw pictures, selecting colours and brush types and 

backgrounds.  Then record a narration to explain the picture. E.g. our 

environment. 

IT1.3, IT1.5 

Green Screen 

Film children into scenes from around the UK, explaining facts they 

have learned. Use the DoInk app to film and edit scenes (paid app). 

Scripts could be pre-written in English lessons. 

IT1.4 

 

Shadow Puppet Edu  

Search for images of weather within the app.  Add captions to the 

photos.  Record a narration of their knowledge to create a film. Once 

they have saved their work, review and decide how to make 

improvements. 

IT1.1, IT1.2, IT1.4, IT1.5 

Lit Film Fest 

Use the Lit Film Fest website to access free English projects. Each project has a set of structured lessons based around writing genres and shows 

how technology can be incorporated to produce a performance video by the end of the project. (Users will have to create a free account to 

access the free resources, while other projects are under a paid subscription. 

IT1.4 

 

Data Handling 

Bar graphs 

Make bar graphs e.g. linked to plants or weather. The completed bar charts can be downloaded and saved and/or printed. 

IT1.6 

https://www.bbc.co.uk/bitesize/articles/z3c6tfr
https://www.bbc.co.uk/bitesize/articles/z3c6tfr
https://www.bbc.co.uk/bitesize/articles/z3c6tfr
https://litfilmfest.com/shop/
https://www.mathsisfun.com/data/bar-graph.html
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Key Skills 

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. 

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. 

IT1.6 Be able to use suitable on-screen graphing software to represent information. 

 


