
Computing Focus: Logging On  Year 1 

What? (Knowledge) 

Parts of a Computer  

CPU 

 

 

 

Monitor 

 

 

 

Mouse 

 

 

 

Keyboard  

 

 

 

Speakers 

 

 

 

Keyboard Buttons  

Space bar  
 

 

Enter  
 

 

Caps Lock 
 

 

Shift 
 

 

Backspace  
 

 

What? Vocabulary 

Spelling Definition/Sentence 

CPU 
Central processing unit, contains electronic 
circuitry 

Monitor 
Screen that displays information in pictorial 
form 

Mouse 
Device used to move a point around a display 
screen  

Keyboard Device used to add information into the CPU 

Speakers  Device used to share sound from the computer  

Spacebar  Button used to input a finger space  

Caps lock  Button used the change the case of a letter  

Enter  
Button used to move the cursor to the next 
line  

Shift Key used to change the meaning of other keys  

Backspace  
Button used to move back one space on the 
screen  

Diagrams, Images and Symbols 

 

 

 

E-SAFETY 

NEVER SHARE YOUR LOG-IN DETAILS WITH ANYONE 
ELSE, THEY CAN ACT INAPROPRIATELY IN YOUR AREA, 

LEAVING YOU TO FACE THE BLAME. 

Computing Knowledge Organiser 

Background Information for Teachers 

In this term, the children will learn the essential skills of using a keyboard. They will work closely with a keyboard to identify 
key buttons and their different functions. The children will use the keyboard effectively to gain access to a computer using their 
own individual log in details. They will also explore different parts of a computer, labelling them. 



Computing Focus: Data Handling: Pictograms Year 1 

What? (Knowledge) 

Pictograms 

Pictograms are a visual representation of numerical data using 
symbols or images that closely match the item being analysed. 
Pictograms can be analysed to identify different pieces of    
information. They can be used to show the most popular or 
least popular item or they can be used to represent different 
groups of items. 

What? Vocabulary 

Spelling Definition/Sentence 

Pictogram A visual representation that coveys meaning 

Data  Facts and figures represented digitally 

Information That which data tells us 

Symbol An image that represents the item in question 

Collate Bringing together, collect or combine 

Diagrams, Images and Symbols 

 

 

 

E-SAFETY  

NEVER SHARE PERSONAL INFORMSTION WITH 
STRANGERS. THIS INCLUDES YOUR: FULL NAME, AGE, 

ADDRESS, TELEPHONE NUMBER 

Computing Knowledge Organiser 

Background Information for Teachers 

In this term, the children will be exploring how data can be represented on a digital system. The children will explore ways to 
represent data after going on hunts. The children will create physical pictograms using images on the playground before      
creating  a digital representation. The children will then evaluate what the data is telling them. 



Computing Focus: Coding: Beebots Year 1 

What? (Knowledge) 

Beebot Codes 

Forwards 
 

Backwards 
 

 

Left 
 

 

Right 
 

 

Go 
This button instructs the Beebot to start running 
the code. 

Clear 
This button clear any code already in the 
Beebot 

Pause This button pauses the code when pressed. 

Beebot Maps  

 

What? Vocabulary 

Spelling Definition/Sentence 

Algorithm  
Set of rues to be followed by a computer or 

Code 
Set of precise instructions same as an        
algorithm  

Instruction Direct order of something to do 

Direction The line in which we move  

Outcome Predicted end result  

Debug To fix an issue within the algorithm 

Controlled 
Something that works using instructions from 

Device An electronic thing such as a Beebot 

Diagrams, Images and Symbols 

 

 

 

E-SAFETY  

WHEN USING DIGITAL DEVICES, ALWAYS REPORT IF 
SOMEONE IS USING THE EQUIPMENT IN AN                             

INAPROPRIATE WAY. 

Computing Knowledge Organiser 

Background Information for Teachers 

The children will be introduced to control and what it means. They will explore that an algorithm is a set of precise instructions 
which are implemented as programmes on digital devices. Using Beebots, they will make objects move forwards and            
backwards, and manoeuvre a digital device from one point to another. The children will plan and give direct instructions,        
reasoning to predict the simple programme outcomes. 



Computing Focus: Digital Media: J2E Paint Year 1 

What? (Knowledge) 

Track pad 

 

 

 

 

J2E Paint Function Buttons 

 
Lines: selected to create different set lines such 
as straight, curved and diagonal. 

 
Fill Colour: selected to fill a designated shape 
with a chosen colour. 

 
Eraser: selected to rub out a mistake made by 
the user. 

 
Colour Palette: used to select a range of        
different colours. 

 
Stamps: used to insert pre loaded images onto 
the document. 

 Size: changes the size of the stamp selected. 

What? Vocabulary 

Spelling Definition/Sentence 

Click To press the left hand button on the mouse 

Hold To maintain pressure on the left hand button 

Drag 
To move the mouse whilst holding the left 
hand button down 

Select  To choose from a range of options  

Combine 
Use of more than one technique in the same 
piece 

J2E Paint 
Digital programme enabling digital content to 
be created. 

Digital Art  Creative work created using a computer  

Diagrams, Images and Symbols 

 

 

 

Digital Wellbeing/ 

OWNING YOUR DIGITAL CREATIVE WORK. 

WHO HAS THE RIGHTS TO WORK CREATED BY YOU? 

Computing Knowledge Organiser 

Background Information for Teachers 

This term, the children will continue to build their knowledge of computers to create digital content. They will learn how to use 
a mouse to click and drag; creating drawings for a purpose. The children will draft and create a digital representation of a 
woodland using preloaded stamps and fill colour to create a background in J2E Paint. 



Computing Focus: Animation Year 1 

Diagrams, Images and Symbols 

 

 

 

E-SAFETY  

DIGI-DUCK SENDING PICTURE 

HOW TO USE PICTURES SAFELY 

Computing Knowledge Organiser 

Background Information for Teachers 

The children will be exploring what animation is. They will be exploring its earliest origins and how it has progressed to games 
and cartoons in modern times. The children will explore making simple forms of animation such as thaumatropes. The children 
will then design and create their own simple zoetrope animation. 

What? Vocabulary 

Spelling Definition/Sentence 

Animation Process where still images appear to move 

Thaumatrope 
A simple form of animation, making two images 
move through spinning the card 

Sketch 
A representation of something that changes    
incrementally within animation 

Spin  
The rotation of images to create the illusion of 
animation 

Speed  The rate that an image moves 

Zoetrope 
A form of animation using incremental image 
changes at speed. 

What? (Knowledge) 

What is animation? 

Animation is the process of making still images appear to 
move. This can be done in many way, more recently using 

graphics and computer generated images. Prior to this           
animation began by using still images altered slightly and 

moved at speed. 

Thaumatropes 

A Thaumatrope is a early, basic form of animation where two 
images on opposite sides of a piece of card are rotated. The 
speed of the rotation make the two images appear as one  

singular image. 

Zoetropes 

A Zoetrope is another early form of animation, common in the 
Victorian era. A Zoetrope uses multiple images, modified 
slightly, and moved at speed to create a moving image.   



Computing Focus: Coding: Scratch Junior Year 1 

What? (Knowledge) 

Scratch Buttons  

Background 

 

 

 

Events  

 

 

 

Motion  

 

 

 

Control 

 

 

 

Looks  

 

 

 

Sound  

 

 

 

End/Repeat 

 

 

 

What? Vocabulary 

Spelling Definition/Sentence 

Sprite Digitised character within the programme 

Interface  
Programme enabling user to communicate with 
computer  

Events  Code dependent on something happening  

Motion  Code that moves a sprite in different ways  

Looks Code that changes the sprites image or size etc 

Sound Code that creates sound within the programme  

Control  Code that controls how other code runs  

Variable Something that changes within the code 

Code A list of clear and precise instructions  

Debug  The changing of code to overcome a barrier  

Diagrams, Images and Symbols 

 

 

 

E-SAFETY  

WHAT IS AN AVATAR? 

Computing Knowledge Organiser 

Background Information for Teachers 

The children will be developing their understanding of coding through the use of Scratch Junior. The children will explore the 
interface and manipulate it using different backgrounds and sprites. With support, the children will use different coding blocks 
to code sprites to complete different tasks. 


