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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? 

Aims of Today’s Session 





Key Stage One 

• 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 
Programs such as Textease 
Turtle, 2Go, Focus on 
Beebot or Terry the Turtle 

• Apps for tablets and 
handheld devices can also 
support 



We Don’t Need Lots of New Equipment 

• Paper 
• Glue 
• Scissors 
• Bean Bags 
• PE Markers 
• Pencils 
• Sellotape 
• String 
• Paper Clips 
• Lego 

 



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.  

 

The KS1 Computing Curriculum 



Some Key Language 



What is an Algorithm? 





• A step by step procedure to solve a 
problem. 

 

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

 

An Algorithm is…. 



 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 car in DT 

• Plan to build a Lego model 

• Directions to hidden treasure 

• How to build a paper plane 

• Sandwichbot 

 

Algorithms 

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  

Bricks! 

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 
GO 



Debugging 



Debugging 

Humans make mistakes 

 Programs will therefore contain bugs / errors 

 Part of the programming cycle 

Requires logical reasoning 

Resilience and persistence  



 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? 

 

 

 

Logical Reasoning 



Programmable Toys 

• I 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 
 



 Play 

 Challenge 

 Collaboration 

 Talking 

Opportunities to 
explore other 
children’s programs 
 

Ways of Working 

Picture  
removed 



 Technology walks 

 Visits / visitors 

 Role-play 

 Explore through questionnaires  

 Displays, Booklets or Posters 

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

 How do systems in school work? 
Dinner ordering / Library database 

Uses of IT Beyond the School 
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Unplugged Computing 

• Learning about computing 
away from the computer  

• develop understanding 
• Lots of examples for 

algorithms 
• Craft Computing Club 

example 

Picture  
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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  

 



Using Technology Across the Wider 
Curriculum Can…. 

Remove barriers 

Enhance Creativity 

Provide an Audience 

Enhance Engagement Aid Communication 

Support Assessment 



E-safety 

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

• Think u Know – Hector’s World 

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 



In a Special 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 


