GeographyComputing- Data Handling- An Introduction to Data
By the end of this unit children will know...
 
 
 
 
 
 

Vocabulary
 

 Year 1 Summer 1 - On Safari 






 



· Charts and pictograms can be created using a computer.
· A branching database is a way of classifying a group of objects.
· Computers understand different types of input.
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Bar chart, block graph, branching database, categorise, chart, click and drag, compare, count, data, data collection, data record, data representation, edit, input, keyboard, line graph, mouse, information, label, pictogram, pie chart, process, record, resize, sort, table, tally






Intention
 



Learning what data is and the different ways that it can be represented as well as developing an understanding of why data is useful, how it can be used and ways in which it can be gathered and recorded both by humans and computers.


Data Handling- An Introduction to Data- Previous Learning

Previous Learning
During this unit the children look at data about animals. In Reception the children looked after chicks and made observations.  Children have previously used comparison language such as more/fewer.





	Learning Links

	This Summer 1 Computing unit, Data Handling: Introduction to Data, builds on children’s earlier experiences from Reception, such as looking after chicks. It develops these experiences by introducing simple data collection and representation activities, while revisiting comparison language like more and fewer.
The unit supports the KS1 Computing National Curriculum by helping pupils use technology purposefully to create, organise, store, and present digital content—for example, using tools like JIT5 to make pictograms, charts, and simple branching databases. It also helps them recognise how information technology is used in everyday life beyond school.
In addition, the unit links closely with KS1 Mathematics. Pupils practise interpreting and creating pictograms, tally charts, block diagrams, and tables. They also learn to ask and answer questions by counting, comparing, and sorting data—for example, when working with zoo animals, tallying minibeasts, or comparing class results.












Computing - Data handling: Introduction to data
Learning what data is and the different ways that it can be represented as well as developing an understanding of why data is useful, how it can be used and ways in which it can be gathered and recorded both by humans and computers.
	Key Objectives-
To represent data in different ways.
To use technology to represent data in different ways.
To collect and record data.
To design an invention to gather data.
To sort data,

National Curriculum – 
Pupils should be taught to:
Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
Recognise common uses of information technology beyond school.


	Lesson 1- Zoo Data
Foundational Skills: 
Listening and attention skills – children listen to the input and follow instructions about how to represent the zoo animals. 
Counting skills – children count the number of each animal shown on the zoo map. 
Fine‑motor control – children use objects or pencil marks (lines, dots, tallies) to represent quantities. 
Speaking and vocabulary skills – children talk about their representations and answer comparison questions such as “Which has more/fewer?”
Learning Objective:                                                   To represent data in different ways.
Success Criteria:                                                                                I know that data can be shown in different ways. I can represent data in different ways. I can answer questions about the data using my representation.
Recap and Recall:
Show three animals from the zoo map and ask, “Which has more? Which has fewer?” Children vote with fingers and one child explains how they know.
Starter:
Display slide 2 of Presentation: Zoo data to discuss the Learning objective and Success criteria
Presentation: Zoo data - Show on your interactive whiteboard
Slide 3: get children to practise counting animals using this ‘Toddler Fun Learning’s Learn to count 1 to 10 with Number Zoo’ video.
Slide 4: tell the children that you will be looking at data across this topic, do not tell them what that means. Ask them to try to explain this in the very last lesson of the topic.
Key questions:
What do you think the word data means?
Main:                                                                                   Slide 5: show children the Zoo map, showing different numbers of animals in each enclosure.
Slide 6: explain that you want to remember how many of each animal there are so that you could tell someone at home. You are not allowed to take the Zoo map with you.
Tell children to use lolly sticks, cubes, paper, colouring pencils or other objects they find, to represent the animals and show how many of each animal there are at the zoo.
Encourage the children to find easy ways of showing which animals there are more, or fewer of. Rather than having a pile of lolly sticks or cubes, they may prefer to line them up or put them in piles.
Slide 7: Halfway through, ask the children to try representing the information in a different way. If the children have used objects, then encourage them to use drawings (either pictures of the animals or something more abstract, e.g. lines, circles, dots, tally chart). And vice versa, if the children have used drawings, then encourage them to use objects.
If someone needs a challenge, task them with representing the information using numbers.
Take photos of all the different ways the children find to show the data, getting them to describe what they’ve done and why it works well.
Show children slide 8, which has the text showing how many of each animal there are in full sentences. Ask what they think about this. Is it easy to quickly compare the number of each animal? No, you need to read the text and compare the numbers in your head, visually represented data is much quicker for us to interpret.
Key questions:
What do you think about this? 
Is it easy to quickly compare the number of each animal?
Differentiation
Pupils needing extra support: May benefit from working as part of a pair to share ideas with and get reassurance. They may need reminding that there is no right or wrong way to show the information.
Activities - 
Pupils working at greater depth: Should be encouraged to explore a variety of different ways, including incorporating numerals.
Plenary:
Slide 9: ask pupils questions about the data, getting them to compare the number of animals and say which enclosure has the highest lowest number of animals (see ‘Key questions’).
Finally, demonstrate how to create a tally, including the idea of grouping in fives to make it quicker to count up the total. To illustrate this point, show 12 lines and get children to count these as quickly as they can. Now show the same number using tally marks, using the fifth mark to create a gate. Get them to count in fives then count the extras, showing how much faster it is.
Key questions - 
Which enclosure has the most animals?
Which enclosure has the fewest animals?
Are there more lions or zebras at the zoo?
How many more flamingos are there than monkeys?
Key questions:
What do you think about this? 
Is it easy to quickly compare the number of each animal?
Differentiation
Pupils needing extra support: May benefit from working as part of a pair to share ideas with and get reassurance. They may need reminding that there is no right or wrong way to show the information.
Activities - 
Pupils working at greater depth: Should be encouraged to explore a variety of different ways, including incorporating numerals.
Plenary: 
Slide 9: ask pupils questions about the data, getting them to compare the number of animals and say which enclosure has the highest lowest number of animals (see ‘Key questions’).
Finally, demonstrate how to create a tally, including the idea of grouping in fives to make it quicker to count up the total. To illustrate this point, show 12 lines and get children to count these as quickly as they can. Now show the same number using tally marks, using the fifth mark to create a gate. Get them to count in fives then count the extras, showing how much faster it is.
Key questions - 
Which enclosure has the most animals?
Which enclosure has the fewest animals?
Are there more lions or zebras at the zoo?
How many more flamingos are there than monkeys?
	Lesson 2- Picture Data
Foundational Skills: 
Fine motor control – children use mouse and keyboard to click, drag and type labels when creating pictograms and charts. 
Familiarity with technology – children use JIT5 to show the same information as a pictogram and as charts. 
Vocabulary development across subjects – children use and discuss terms such as pictogram, table and chart. 
Secure number sense – children enter the correct values for each animal in the software.

Learning Objective:                                                   To use technology to represent data in different ways.
Success Criteria:                                                                                I can navigate a computer using a mouse. I can type using a keyboard. I understand that data can be shown in different ways. I can represent data in different ways.
Recap and Recall:
Display a mixed set of animal icons and ask, “How do we turn these into a pictogram?” Children suggest the steps (add labels, use +, choose chart type) while you model the first example.
Starter:
Display slide 2 of Presentation: Picturing data to discuss the Learning objective and Success criteria.
Slide 3: ask children to remind you of how they represented the number of animals at the zoo in the previous lesson.
Go through how to show this information in a table, getting the pupils to remind you how many of each animal they found. Keep this displayed throughout the lesson for children to refer back to.
Slide 4: explain that today, they will show this information in interesting ways, using the computer. They start by creating a pictogram. Get them to think of what they would need to make this.
Key questions - 
How did we represent the number of animals at the zoo in the last lesson?
What is a pictogram?
What do you think we need to do to make a pictogram?
Main: 
Pictograms
Slide 5: show children how to navigate to "J2E - JIT5" by: setting up a desktop shortcut, adding it as a favourite in their web browsers or finding it by searching for JIT5.
Then, demonstrate clicking on the red tab in the top right called ‘pictogram’. At each stage of the lesson, get children to predict what will happen if they click a certain button, encouraging them to be brave and have a go. They can then share what they have learned with the rest of the class.
Slide 6: once everyone is on the pictogram page, they click on the arrow buttons next to the picture of a lion to scroll through the different animal pictures available.
Slide 7: when they find an animal that was seen at the zoo (lion, zebra, elephant, flamingo, monkey) they either click and drag it to one of the rectangular boxes at the bottom, or click the animal and then click the box they want it to go to.
Slide 8: they should give each animal a label by typing this in at the bottom. Encourage children to have a go at spelling the words themselves.
Once they have added all of the animals to the label boxes, they can then click the + to add these to the pictogram. For example, if there are three lions, they should click the + sign three times.
They continue this process for all of the animals.
Slide 9: ask pupils the following questions to assess their understanding.
Why did adding lots of one animal made the size of the pictures change? So that all of the images would fit in a straight line on the page.
Why did this resize all of the other animal images in their pictogram? To ensure that they all lined up so that they could easily see which animals there are more of/fewer of.
 Show how all the images are the same height to make it easier to compare the number of them.
Charts
Slide 10: next, get children to click on the orange ‘chart’ tab.
They then fill out the table with the values that are still on display from the ‘Attention Grabber’.
Show any pupils who are racing ahead how to change the colour of each animal by clicking the square to the right of the number and selecting a more appropriate colour. These pupils should also be encouraged to change the label from ‘item’ to ‘animal’.
Slide 11: All pupils can then experiment by clicking or unclicking the different representations of data.

Key questions - 
Why did adding lots of one animal made the size of the pictures change?
Why did this resize all of the other animal images in their pictogram?
Differentiation
Pupils needing extra support: Should be positioned with a good view of the board so that they can quickly and easily refer to the table of results. May benefit from working with a partner.

Activity - 
Pupils working at greater depth: Should add appropriate labels to column headings and group titles, e.g. lions. They should also try changing the colour of each animal by clicking the square to the right of the number.
Plenary:                                                           Slide 12: ask pupils which representation they prefer: table, pie chart, bar chart, line graph, block graph or pictogram. Encourage them to explain why and if you want to challenge them further, ask them what the other graphs could be used for.
Also, ask them to explain why each of these charts are named as they are; eg: Why is a bar chart called a bar chart?
It’s a good idea to allow pupils to print their work as a record of what they have created and as a reminder to them for when they use data handling software in the future (the print button is in the top left):

Key questions - 
Which representation do you prefer and why?
Why do you think the charts are called by their names?
	Lesson 3- Minibeast Hunt
Foundational Skills:
Curiosity and enquiry skills – children search school grounds to find and notice different minibeasts. 
Awareness of the natural world – children identify common minibeasts and where they are found. 
Early writing skills – children record findings using simple symbols and tally marks on their sheets. 
Familiarity with technology – children represent their collected data digitally back in class.
Learning Objective:                                                   To collect and record data.
Success Criteria:                                                                                I can identify different minibeasts. I can record the number of different minibeasts I see. I can represent this data digitally.
Recap and Recall:
Show photos of three minibeasts found previously and ask, “Which did we find the most of?” Children recreate the tally quickly on whiteboards and reveal together.


Starter:
Display slide 2 of Presentation: Minibeast hunt to discuss the Learning objective and Success criteria.
Presentation: Minibeast hunt
Show on your interactive whiteboard
Slide 3: explain to children that they’re going to go on a hunt for minibeasts. Get them to consider the kind of insects or small creatures they might find.
Slide 4: tell children that you want them to find out which minibeast is most commonly found on the school grounds. Discuss how they would find this out and what they could do to record their findings as they go along so that, as a class, we can bring all the information together at the end.
Slide 5: explain that they need to draw a small picture or symbol of any minibeasts they find and then create a tally next to it to show how many of them they find. Go over the concept of a tally if necessary, referring to what they learned in Lesson 1.
Model this on the board to show pupils what you’re expecting then get them into groups of three or four and make sure they have paper, pencils, clipboards and a tablet or digital camera.
Slide 6: explain to pupils that while on their hunt, there may be times when it’s useful for them to take a photo; for example, if they find a minibeast that they don’t recognise or if they find too many minibeasts to count straight away and they need to take a photo and count them when they are still.
Pupils should have covered how to take clear photos in the Year 1: Digital imagery  topic so this is a good opportunity to apply those skills.

Key questions - 
What kind of insects or small creatures (minibeasts) might we find?
How would we find this out?
How can we record the information we find?
What is a tally?
Main: 
You can share the minibeasts depicted on "J2E - JIT5" if pupils want to show their data in a pictogram. There is the option of drawing their own on the website if the creature they want is not included, but for ease, the pre-drawn images are:
Minibeasts > bee, butterfly, caterpillar, dragonfly, fly, grasshopper, ladybird, slug, snail, spider, stick insect, woodlouse, ant
Animals section > millipede and worm
Collect data (10 minutes)
Slide 7: go outside on your minibeast hunt, with children taking photos where necessary and making a note on their sheets of how many of each creature they spot.
Slide 8: make sure that groups focus on different areas so that they can cover as much of the outdoor space as possible in the shortest amount of time. It also avoids them counting the same minibeasts twice, which would give inaccurate results.

When finished, they come back to the classroom to represent the data they have collected.
Represent Data (20 minutes)
Slide 9: get children onto the "J2E - JIT5" in the same way as the previous lesson, explaining that they will use their skills from Lesson 2 to represent the data they have just collected. If they worked in groups of three, they should all work together to do this, but if they worked in a group of four, they should split into two pairs to make sure they are involved in the process.
Explain that they’re going to select the five minibeasts they found the most of and represent the data in different ways.
This is a great opportunity to give pupils some autonomy over how they show the information they have collected, encouraging them to consider which way would be best suited to this data.
If they choose the ‘chart’ tab, they can put the information in a table – naming each of the minibeasts they encountered – but then show the data in multiple different ways.
If they select the ‘pictogram’ tab, they will need to find and select appropriate images or draw those that are not available. As mentioned earlier, most of the relevant images are in the minibeasts category, but two are found in the animals category.
Explain to any pupils that ask that all of these creatures could be in both the minibeasts and animals categories, which could lead to a discussion about groups within the umbrella term of animals.

Key questions - 
Why do you think it’s a good way to carry out data collection?
What is the best way to approach representing the data?
Which are the five most common minibeast you have found?
How many were there of each?

Activity - 
Pupils needing extra support: Might need to stick to creating a pictogram and would benefit from working with more confident pupils.
Pupils working at greater depth: Should represent their data in multiple ways, adapting the colours to suit their preferences, and selecting a preferred graphic representation of data, explaining their choice.

Plenary:
Slide 10: now, it’s time to gather all the information found.
Start by showing the ‘pictogram’ tab on "J2E - JIT5" or the ‘chart’ tab on the board. Ask each group which the five most common minibeasts they found were, how many there were of each, and add these to the pictogram. You should then have a class pictogram showing all of the data.
Slide 11: if you have time, go into the ‘chart’ tab and fill in the information in the table to show this data in different ways and ask: Which representation do you think is most useful? Why?

Key questions - 
Which representation do you think is most useful?
Why do you think this?

	Lesson 4- Animal Branching Databases
Foundational Skills: 
Listening and attention skills – children listen to examples and suggestions when planning yes/no questions. 
Expressive language (vocabulary, sentence structure) – children use scientific words such as mammal, reptile, carnivore and herbivore in questions. 
Early scientific thinking – children classify animals by observable features to sort data efficiently. 
Familiarity with technology – children build and test a simple branching database on JIT5.

Learning Objective:                                                                                                                To sort data.
Success Criteria:                                                                                                      I can identify and categorise different animals. I can click and drag objects. I can identify questions to sort data in the most efficient way. I can create a branching database.
Recap and Recall:
Play a quick round of “Guess My Animal.” Children ask yes/no questions to identify the chosen animal, then discuss which first question helped narrow it down fastest.

Starter: 
Display slide 2 of Presentation: Animal branching databases to discuss Learning objective and Success criteria.
Presentation: Animal branching databases
Show on your interactive whiteboard.
Slide 3: ask children to think about the different animals that they know and list them on the board. Link this to your study of animals in Science, recapping the different animal groups and any other ways we can describe them.
Slides 4 to 13: list terms they should be familiar with in the Animals slides – fish, amphibians, reptiles, birds, mammals, invertebrates (no backbones), carnivore, herbivore, omnivore – ensuring that they understand what is meant by these, looking at the later slides in the PowerPoint.
Slide 14: how else could they describe these creatures? Number of legs, fins, if they have a beak, snout, etc.
Animal branching databases game
Slide 15: go to the "J2E - JIT5 - Branching database" page on "J2E - JIT5" select the animals category, then click on at least 10 animals so that they appear in the box on the right. Choose animals from different groups (e.g. mammals, reptiles, etc).
Slide 16: tell pupils that you are thinking of an animal and they need to ask you questions which you can answer yes or no to, in order to work out your animal.

Encourage pupils to use the ideas from the board to help narrow it down quickly.

Key questions  -
Can you think of the different animals we know about?
Let’s list them on the board.
How can we group these animals?
What similarities and differences do they have?
What do they eat?
How else could they describe these creatures?

Slide 17: as a class discuss the most effective questions from the Attention Grabber, i.e. which ones narrowed down the selection of data the most.
Main:                                                                                                                      Slide 18: explain that they are going to make their own version of the ‘Guess Who®’ game, using JIT5’s branching database. Show children the ‘sort’ button at the bottom right:
It will ask you to type a question which will split this group of animals (get them to consider the questions from the ‘Attention Grabber’). Encourage them to use words like mammal, fish, herbivore, carnivore, etc.
If any pupils struggle with typing, they could limit their question to one or two words with a question mark; e.g. Carnivore? Four legs? Or ask simple questions, such as: Does it have a beak? Has it got a black stripe on it?
Slide 19: once you have typed your question, click and drag the animals into either the ‘thumbs up for yes’, or ‘thumbs down for no’ groups then click ‘done’.
Slide 20: explain that they will repeat this process until all of their animals are sorted. Set pupils off on this task, recommending that they start with a maximum of six animals. They should work in pairs to create questions to sort the animals then practise their mouse skills to click and drag the correct animals into either the yes or no boxes.
Slide 21: once they’ve finished, the program asks if they want to play. They can test their game by clicking ‘play’ and choosing one of the animals from the left hand side and remembering that animal. They then need to test if their branching database can accurately figure out the animal they chose by answering the questions.
If they notice a question isn’t right, they can click on the edit pencil icon in the left of each box to change it.

Key questions - 
Can you sort the data using the fewest number of questions?
Carnivore?
Four legs?
Does it have a beak? Has it got a black stripe on it?

Activities – 
Pupils needing extra support: Could use just four animals in their branching database to minimise the amount of typing, clicking and dragging.
Pupils working at greater depth: Should be encouraged to use many animals in their database, sorting the data in the most efficient way possible (i.e. using the fewest number of questions).

Plenary:
Slide 22: ask all pupils to click ‘play’ again, then stand up. They then swap places with another pair to try out their game.
They should, once again, choose an animal shown on the left then answer the questions to see if the computer finds the animal they were thinking of.
	Lesson 5- Inventions
Foundational Skills: 
Familiarity with technology – children consider sensors and inputs a computer might use to collect data. 
Expressive language – children explain what their invention would measure and how it works. 
Early writing skills – children add short labels to their design to communicate features and inputs. 
Creativity and imagination – children design a computerised invention to gather data for a chosen question.

Learning Objective:                                                                                                                To design an invention to gather data
Success Criteria:                                                                                                      I understand that computers understand different types of input. I can design a computerised invention to gather data. I can explain how my invention works.
Recap and Recall:
Show pictures of different sensors (camera, microphone, light sensor, motion sensor) and ask, “Which sensor would help collect data for this question?” Children point to their choice and justify in one sentence.
Starter: 
Display slide 2 of Presentation: inventions and discuss the Learning objective and Success criteria.
Presentation: inventions
Show on your interactive whiteboard.
Slide 3: remind pupils of their minibeast hunts in Lesson 3, getting them to recap how they collected the data.
Slide 4: explain that computers can be very useful for collecting and recording data for us, e.g. some car parks take photos of car number plates and record how long they are parked for so they know how much money to charge.
Slide 5: explain that just like we have our five senses to understand what is going on around us, computers can understand information in different forms through an input device, which acts like our eyes, nose and mouth, etc, and then the computer does the job of our brain in understanding what that information means.
Main: 
Slide 6: for example, when you see your friend, your eyes see them and then your brain recognises them and gives information about them, eg: their name is Jenny, they like playing football, etc.
Slide 7: computerised devices can be designed and made to understand many different forms of input, e.g. movement, pressure, level of sound, level of light, image recognition, etc.
Slide 8: ask pupils how they would design a computerised invention that could have recorded the data they collected from the minibeast hunt. Could it take photos and identify the creature and keep track of the number?
Slide 9: what would it do if it didn’t recognise a minibeast? The same as the children were told, take/store a photo. 

Key questions:
What did we look at last lesson?
What did we do with the data?
How would you design a computerised invention that could have recorded the data you collected from the minibeast hunt?
Could it take photos and identify the creature and keep track of the number?
What would it do if it didn’t recognise a minibeast?

Slide 10: explain to pupils that they are going to be inventors! They can be very creative with their design (i.e. it doesn’t have to be something that they could actually make); however, it does have to behave like a computer.
Slide 11: in pairs, pupils come up with ideas for an invention, which would collect data in order to help them to answer a question of their choosing, e.g.
When is the most popular time to visit the park?
What is the most popular toy in the shop?
What is the loudest part of the school?
What time of the day is the school hall the warmest?
Slide 12: once they have come up with their idea, they go to "Sketchpad" (which they should be familiar with from the Year 1 topic, Getting started. Tell them that you want them to draw their inventions, adding labels and information to explain:
What their computerised machine would need to count or measure
Roughly how long it would need to gather data
What type of input it would need (movement, pressure, level of sound, level of light, image recognition)
Slide 13: demonstrate how to click the ‘Text’ button to type labels for their computerised invention and challenge them to experiment with changing the colour, size and font of the text.
Once finished, model how to print or get them to keep their computers on so that an adult or older child can print off their work.

Key questions:
When is the most popular time to visit the park?
What is the most popular toy in the shop?
What is the loudest part of the school?
What time of the day is the school hall the warmest?

Activities:
Pupils needing extra support: May need to talk through their ideas more at the beginning to help clarify what they need their computerised invention to do. They could always describe and explain its function or write one word labels.

Pupils working at greater depth: Should add detailed labels to their design, experimenting with different colours, sizes and fonts.

Plenary:
Slide 14: give every pair the opportunity to talk through their designs, explaining what their invention does.
Prompt them to explain what their computerised machine would need to count or measure and what type of input it would use (e.g. movement, pressure, level of sound, level of light, image recognition, etc).
	

	Cross curricular links:
Mathematics - 
Pupils should be taught to:
Identify and represent numbers using objects and pictorial representations including the number line, and use the language of: equal to, more than, less than (fewer), most, least
Read and write numbers from 1 to 20 in numerals and words
interpret and construct simple pictograms, tally charts, block diagrams and simple tables
ask and answer simple questions by counting the number of objects in each category and sorting the categories by quantity
ask and answer questions about totalling and comparing categorical data
Science - 
Pupils should be taught to:
Identifying and classifying
Gathering and recording data to help in answering questions
identify and name a variety of common animals including fish, amphibians, reptiles, birds and mammals
Using their observations and ideas to suggest answers to questions.
Identify and name a variety of common animals that are carnivores, herbivores and omnivores
Describe and compare the structure of a variety of common animals (fish, amphibians, reptiles, birds and mammals, including pets)
	Through this unit of work the following essential skills will be developed:
· Learning how to explore and tinker with hardware to find out how it works.
· Recognising that some devices are input devices and others are output devices.
· Learning where keys are located on the keyboard.
· Developing control of the mouse through dragging, clicking and resizing of images to create different effects.
· Developing understanding of different software tools.
· Recognising devices that are connected to the internet.
· Understanding that technology can be used to represent data in different ways: pictograms, tables, pie charts, bar charts, block graphs etc.
· Using data representations to answer questions about data.
· Using software to explore and create pictograms and branching databases.

	Assessment:
Pupils with secure understanding indicated by: Representing data in different ways and using this to answer questions.  Logging in and using mouse and keyboard skills to navigate the computer; showing how the same data can be shown in a pictogram as well as tables and charts. Accurately recording the number of different minibeasts they see and representing this data digitally.  Clicking and dragging objects to create a branching database; typing in questions to sort the data.
Pupils working at greater depth indicated by: Representing data in a variety of organised ways, allowing them to quickly find the relevant information to answer questions. Independently exploring the website; explaining their predictions and including appropriate labels for their pictograms and charts. Recording the number of minibeasts they find in a structured, organised way and representing this data in multiple ways.
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