
Curriculum Map: Computing      Year 1 

Below outlines the learning focus for each term 

KS1 End Points 
Algorithms/Problem solving 

 understand: 

 -what algorithms are 

 -how algorithms are implemented as programs on digital devices 

 -that programs execute by following precise and unambiguous instructions 

Programming 

 create and debug simple programs 

Logical thinking 

 use logical reasoning to predict the behaviour of simple programs 

Creating content 

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

Using IT beyond school 

 Recognise common uses of information technology beyond school 

E-safety 

 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 
 

Term Learning Focus  Cross Curricular links 

Knowledge Skills 

 

 
 
 
 

 
Autumn 
1 
 
 

Computer Science 
Espresso Coding 2.0 - Block Coding Level 1 – On the move 

 An algorithm is a set of step-by-step instructions to solve a 
problem or complete a task. 

 A computer program is a sequence of instructions that can 

be followed by a computer. 

 Input is data supplied to a computer (in this case pressing 
buttons on the keyboard) 

 Output is information produced by a computer (in this case 

movement of the object, like moving forwards). 

 A computer is a device with inputs, outputs and the ability to 
store programs. 

 To understand how people use computers at work 

 

 To program objects to move when the 

program starts (start events) 

 To program objects to move when 
they are clicked on (click events) 

 

 



 
 
Autumn 
2 

Information Technology - Paint 

 Analogue media is real-world traditional media like paint and 
paper, and digital media is media on a computer (stored as 
numbers). 

 Different brushes and brushstrokes can be used for different 
effects, for example choosing a thick brush and creating 
broad, horizontal strokes to paint. 

 To closely match a pencil mark, you should choose a brush 

with a small size and clear edge. 

 The undo tool can be used to correct mistakes. 

 Bitmap digital images are images made up of lots of dots 
called pixels. 

 A layer is one of a virtual pile (or stack) of images on top of 
one another that make up the whole picture. Layering in a 
painting app means making a stack of images. 

 Saving your image means storing it (as numbers) in the 

devices memory. 

 To understand how people use computers beyond school 

 To paint with different colours 

 To paint with different brushes 

 To create shapes and fill areas 

 To add text to a painting 

 To create a digital poster 

 To save and retrieve digital content 
 

 
Art link - the children will be 
studying the work of famous 
artists including Georgia 

O’Keefe in summer 1 and can 
make links.  
 

 

 
 
 
 
Spring 

 
 
  

Computer Science 
Espresso Coding 2.0 - Block Coding Level 1 – Simple inputs – 
Magic castle. 

 To understand that when you run a program, the computer 
executes code 

 To understand that programs respond to inputs to do 

different things 

 Input is data supplied to a computer (in this case pressing 
buttons on the robot) 

 Output is information produced by a computer  

 A bug is an error or mistake in a program. 

 Debugging means finding and correcting mistakes in a 
computer program algorithm. The term was made popular by 
Grace Hopper. 

 To combine start events and click 

events to make a simple game 

 To program an object to hide when it is 
clicked on 

 To program an object to stop when it is 

clicked on 

 To practise debugging code 

 

 

 
 
 

Summer 
1 

Digital Literacy – Introducing MS Word 

 To understand that MS Word can be used to type text and 
save documents 

 The font is the design of the letters used for the writing. 
 

 To type capital letters and symbols 
using the shift key 

 To select and format text (underline, 

bold, italics) 

 To select and format text (font, size, 
colour) 

 To create a digital fact file 

 To save and retrieve digital content 

Literacy - spoken and written 
language skills are practised 
while planning and typing  

 
The use of speech synthesis 
links to phonics 

 
 
Summer 

Computer Science - Programming Bee-Bots 

 An algorithm is a set of step-by-step instructions to solve a 

problem or complete a task. 

 To program a Bee-Bot using the arrow 
buttons 

 To program a Bee-Bot to follow an 

 
 
 



2  A computer program is a sequence of instructions that can 
be followed by a computer.* 

 A programmable toy (or robot*) can be made to move by 

inputting the algorithm as button presses. It is then stored as 
a program. 

 Input is data supplied to a computer (in this case pressing 
buttons on the robot) 

 Output is information produced by a computer (in this case 

movements of the robot, like moving forwards). 

 A computer (for example a Beebot) is a device with inputs, 
outputs and the ability to store programs. 

 A robot is a computer that can move. 

 A bug is an error or mistake in a program. 

 Debugging means finding and correcting mistakes in a 
computer program algorithm. The term was made popular by 
Grace Hopper 

algorithm 

 To practise debugging code 
Links to future literacy and 
maths topics - instruction 
writing and position and 
direction. 

Online 
Safety 
Lessons 

(1 per 
half 
term) 

Online Safety 

 To understand how to communicate safely online 

 It is important to keep personal information private. 

 Schools ask for parents’/carers’ permission to take and share 
photos. 

 

To safely search for images online 
To communicate safely online 
To explain how to be SMART online 

To sort personal information into safe and not 
safe to share 

 
PSHE – keeping safe 

 


