\ A National Centre
for Computing Structure of the units of work | Key Stage 1 Teacher Guide | 6

M Education

Unit summaries

Computing systems
and networks

Programming A Data and information Creating media Programming B

Creating media

Programming

Moving Grouping Digital
a robot data wniing animations

Jesigning and

rate Writing short Exploring object Using a computer vesig

Technology Digital
around us painting

Recognising technology ate
in school and using tools in a program labels, then using to create and format programming the
tr onsibly { ite art, ar themt t and movement of a
naking compar on 0 )y cor 1 eer
Lone

non-digitaily

Pictograms Digital Programming

Information technology Digital Robot
n tally music quizzes

around us photography

dentifying IT and how Capturing and Jsing a computer Designing algorithms
ble use changing d ! d attributes 1o organise as a tool 10 explore and programs that
1 rid | photographs for and present da rhythms and L s to tngger
chaol and beyon different purposes N mp melod before sequences 0Q¢
3tin usic a



k. Mational Centre

i Computing

Ml cducation

Unit summaries
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Connecting
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Programming A

Sequencing sounds
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programming
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Repetition in shapes
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Unit summaries
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