
Spring 1               Topic Title: Why Do Kings and Queens Live in Castles?             Subject: ICT/ Computing 

Week 1 2 3 4 5 6 

Key Question Why Do Kings and Queens Live in Castles? 

School Value Try New Things and Do Your Best 

Links to careers Historian, engineer, musician, teacher. 

Enrichment 

opportunities 

  Visit to a 

castle to 

imagine the 

past and look 

at structures. 

   

SMSC Links  

 

LGBTQ + history 

month (equality 

and diversity) 

  Energy Saving 

Week 

Holocaust 

Memorial Day 

Time to Talk 

Day – 3rd Feb – 

talk about how 

you feel and 

raise 

awareness of 

mental health 

and wellbeing 

Safer 

Internet Day – 

7th Feb 

British Values  Respect and Tolerance     

 

Forest School Create music with natural materials and to accompany castle structures created after visit in week 3. 

 



Subject: 

Computing 

FS2 To know: 

Computers can 

help us to find out 

information. 

Lesson: Discuss 

what the chd 

know about 

castles: What 

might we find 

there? Explore 

the parts. 

Y1 To know: How 

to use a computer 

to write. 

Lesson: Find keys 

on keyboard and 

begin to word 

process. 

Y2 To know: How 

music can affect 

our emotions. 

Lesson: Listen to 
and compare two 
pieces of music 
from The Planets 
by Gustav Holst. 
They will then use 
a musical 
description word 
bank to describe 
how this music 
generates 

FS2 To know: How 

to create an idea 

using the 

computer. 

Lesson: In small 

groups use the 

chromebooks to 

draw what could 

be behind the 

castle door. 

Y1 To know: How 

to add and remove 

text on a 

computer. 

Lesson: Continue 

with skills learnt 

so far and explore 

removing text 

using Backspace. 

Y2 To know: That 

there are 

patterns in music 

and how to 

identify them. 

Lesson: Create 
patterns and use 
those patterns as 
rhythms. They will 
use untuned 
percussion 
instruments and 
computers to hear 

FS2 To know: 

How to create an 

idea using the 

computer. 

Lesson: In small 

groups use the 

chromebooks to 

draw what could 

be behind the 

castle door. 

Y1 To know: How 

to use Caps Lock 

to make a capital 

letter. 

Lesson: Make a 

capital letter and 

learn how to 

change the 

appearance of 

text. 

Y2 To know: How 

to experiment 

with sound using 

a computer. 

Lesson: 
Experiment with 
the pitch of notes 
to create their 
own piece of 
music, which they 
will then associate 
with a physical 

FS2 To know: 

How to create an 

idea using the 

computer. 

Lesson: In small 

groups use the 

chromebooks to 

draw what could 

be behind the 

castle door. 

Y1 To know: How 

to make careful 

choices when 

changing text. 

Lesson: Use the 

mouse pad to 

make efficient 

changes, explore 

fonts available. 

Y2 To know: How 

to use a computer 

to create a 

musical pattern. 

Lesson: Children 
will develop their 
understanding of 
music. They will 
use a computer to 
create and refine 
musical patterns. 

 

FS2 To know: 

That words can 

be typed onto the 

screen via the 

keyboard. 

Lesson: Type text 

to go with picture 

created: I can see 

a (knight/ 

dragon/ etc) 

Y1 To know: How 

to make careful 

choices when 

changing text. 

Lesson: Use 

double click/ 

clicking and 

dragging to alter 

and undo text. 

Y2 To know: That 

music can be 

created for a 

purpose. 

Lesson: Chd will 
choose an animal 
and create a piece 
of music using the 
animal as 
inspiration. They 
will think about 
their animal 
moving and create 

FS2 To know: 

That words can 

be typed onto 

the screen via 

the keyboard. 

Lesson: Type 

text to go with 

picture created: 

I can see a 

(knight/ dragon/ 

etc) 

Y1 To know: How 

typing on a 

computer 

compares to 

writing on paper. 

Lesson: Chd 

explain which 

method they like 

the best and how 

best to use each 

one. 

Y2 To know: How 

to review and 

refine computer 

work. 

Lesson: Chd will 
retrieve and 
review their work. 
They will spend 
time making 
improvements 



emotions, i.e. how 
it makes them feel. 

the different 
rhythm patterns 
that they create. 

 

object — in this 
case, an animal. 

 

a rhythm pattern 
from that. Once 
they have defined 
a rhythm, they will 
create a musical 
pattern (melody) 
to go with it.  

 

and then share 
their work with 
the class. 

 

 


