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Aims of Today’s Session
.‘

This session aims to explore three general
themes:

*What are the requirements of the KS1
Computing Curriculum?

+*What does the language mean?
*What might it look like in practice?
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Key Stage One

T E—

* Lots of existing good
practice

* Building from what we
have rather than starting
from scratch!

* We don’t need lots of
complicated new
equipment




We Don’t Need Lots of New Equipment

* Programmable toys like
Beebot or Roamer Too

* Computer based Turtle -2
Programs such as Textease
Turtle, 2Go, Focus on
Beebot or Terry the Turtle

* Apps for tablets and oy

Focus on
[ Focus e, BRE
handheld devices can also Erwf»g: &f&-&d >-8ef

Lesson Activities




We Don’t Need Lots of New Equipment

* Paper

* Glue

* Scissors

* Bean Bags
* PE Markers
* Pencils

* Sellotape

* String

* Paper Clips
* Lego




The KS1 Computing Curriculum

——

Pupils should be taught to:

*

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, 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.



Some Key Language




What is an Algorithm?
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An Algorithmis....
\

* A step by step procedure to solve a
problem.

* A plan of the steps you would have
to go through to solve a problem



Algorithms
.’

* Linked to instruction writing
* Cross-curricular links
* Examples:

* Cake recipe

* How to draw a square

* Instructions to move your robot ' .

* How to get changed for PE
Instructions to build a carin DT
Plan to build a Lego model
Directions to hidden treasure
How to build a paper plane
Sandwichbot



https://www.youtube.com/watch?v=2zVpWu1i5qM

\

* Children love to Build with Lego and building blocks!

* Can they write an algorithm to make a simple Lego
model or a tower of bricks?

* Phil Bagge has written some great Algorithm planning
for KS1 based around a Lego Crane.

* www.code-it.co.uk/csplanning.html



http://www.code-it.co.uk/csplanning.html
http://www.code-it.co.uk/csplanning.html
http://www.code-it.co.uk/csplanning.html

Precise and Unambiguous Instructions

* So We Have Our
Algorithm,
What Comes Next?

Can we give the
paper to the
Beebot?

How will it know
what to do?




Execute Our Program

+*We have
created our
program

* Execute




Debugging




Debugging
o

* Humans make mistakes
* Programs will therefore contain bugs / errors
* Part of the programming cycle
+ Requires logical reasoning

* Resilience and persistence
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Logical Reasoning

-’

Thinking logically and analytically
Exploring other people’s programs and algorithms

What happens?
Where will it go?

What will it do?
How do you know?




Programmable Toys

R

* | will talk in my sessions this
afternoon about the
progressions with
programmable toys

* Key message — We don’t need
more complicated equipment
we need more complicated
problems



Ways of Working

‘\

* Play

* Challenge

+ Collaboration Picture

« Talking removed
+ Qpportunities to

explore other
children’s programs



Uses of IT Beyond the School

\

* Technology walks

* Visits [ visitors

* Role-play .

* Explore through questionnaires Picture

* Displays, Booklets or Posters removed
*

Drama - Beans! - http://www.code-
it.co.uk/ks1/supermarket/supermar
ketplan.pdf

* How do systems in school work?
Dinner ordering [ Library database



http://www.code-it.co.uk/ks1/supermarket/supermarketplan.pdf
http://www.code-it.co.uk/ks1/supermarket/supermarketplan.pdf
http://www.code-it.co.uk/ks1/supermarket/supermarketplan.pdf
http://www.code-it.co.uk/ks1/supermarket/supermarketplan.pdf
http://www.code-it.co.uk/ks1/supermarket/supermarketplan.pdf

Unplugged Computing
\

* Learning about computing
away from the computer

* develop understanding

* Lots of examples for
algorithms

* Craft Computing Club
example

Picture
removed



http://www.inpractice.org/2013/09/27/key-stage-1-computing-craft-computer/

Digital Literacy Across the Curriculum

* Use technology
purposefully to create,
organise, store,
manipulate and retrieve
digital content
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Using Technology Across the Wider
Curriculum Can....

\

Provide an Audience

Support Assessment @

Enhance Engagement

Aid Communication



These rules help to protect pupils and the school by deseribing acceptable use of technology. Remember that
the school owns the computer network and can see anything you do on it. People who use technology in
school in the wrong way may be stopped from using it

[ must use my own login details. @

[ will be polite, kind and gentle. .

e Circle-time and drama activities
based around the children’s AUP

e Think u Know - Hector’s World

[ will keep personal information private. ¥

A

I will check it is ok before sharing e Cartoon]
. P Detuails,
pictures. | Details...

Catoon 3. =
It's a Serious = ‘&) o
Game .

I will check with a teacher before using the
Internet, downloading things or using a '

memory stick.

If I see something that upsets me I will tell @
an adult straight away.

233393303838938884

@ Not Alone®
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http://www.kingscopse.hants.sch.uk/_includes/attachments/P90/Kings Copse AUP students - final version 2012(1).pdf
http://www.thinkuknow.co.uk/5_7/hectorsworld/
http://www.thinkuknow.co.uk/5_7/hectorsworld/
http://www.thinkuknow.co.uk/5_7/hectorsworld/
http://www.thinkuknow.co.uk/5_7/hectorsworld/
http://www.thinkuknow.co.uk/5_7/hectorsworld/

Why Do We Need To Learn About
Algorithms and Programming?




The KS1 Computing Curriculum

\
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In a Spec

Special School Computing Progression of Skills January 2014

Computer Science

Pre-National Curriculum — Early Skills

Begins to explore cause and effect

Anticipates repeated sounds, sights and actions

Shows interest in toys with buttons, flaps and simple
mechanisms and beginning to learn to operate them.

Seeks to acquire basicskillsin turning on and operating
someICT equipment,

Knows how to operate simple equipmentandtoys

I push the ball it rolls, | squeeze the toy it squeaks

Responds to repetition e.g. when adult sings round
and round the garden giggles showing anticipation
of the tickling part

Picks up sensory toys - Starts to interact with
buttons and switches

Attempts, sometimes successfully, to switch on or
interact with electrical toys - Operates mechanical toys,
e.0. turns the knob ona wind-uptoy or pulls back on a
friction car

Tums on and off light switches and toys and
interacts with buttons with greater purpose e.g.
turns on CO player and uses remote control. Shows skill
in making toys work by pressing pars or lifting

flaps to achieve effects such as sound, movements or
newimages

National Curriculum Key Stage 1 Level

work collaboratively with a partner orin a group

follow simple instructions

Leams that the term algorithm refers to a set of steps
you need to go through to solve a particular problem.

know that many everyday devices respond to
commands

Moves a programmable robot by pushing buttons

Control a programmable robot forwards and
backwards

Use trial and error to move a programmable robottoa
specified location on a grid or mat

Initially works alongside, increase interaction
through support

eg playing at robots, follows simple instructions in
PE - stop, sit, responds to instructions on visual
timetables

use the term algorithm — explore, follow and
develop algonthms (— start to identify steps, order
pictures etc) to solve problems across the
curriculum e.g. how to build a car in DT / Getting
dressed for PE [ Getting our stuff ready to go
home at the end of the day / recipe for bakinga
cake fora party / route to retrieve pirate’s treasure

Understands that need to push a button or switch
to operate or move a remote control or other toy

Makes the Beebot move by trial and error

Moves the Beghot to a chosen position using
Forward and Backward commands (arrows) and
the Go command — trial and error — one button
press at a time

Moves the Beehot to a chosen position using
Forward and Backward and tum commands
(arrows) and the Go command - trial and error —

al School

~—

Progression of skills broken down
into small steps — with example
activities to illustrate

Recognise links to the curriculum
currently in place - e.g. pointing out
technology on supermarket visits or
pushing buttons in sequence in the
sound and light room




