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PRIMARY SCHOOL

Robot Algorithms

Develops understanding of instructions in
sequences and the use of logical reasoning to
predict outcomes. Use given commands in different
orders to investigate how the order affects the
outcome. Learn about design in programming.
Design algorithms and then test those algorithms as
programs and debug them. NC 1.1, 1.2, 1.3

Programming — Sequence in music
They will be introduced to a selection of motion,
sound, and event blocks which they will use to

create their own programs, featuring sequences.
NC2.1,2.2,23,2.6

Year 4

NC 2.5, 2.6, 2.7
Year 5

NC 2.4, 2.7

Year 6
NC2.1,2.2,2.3, 2.6

Basic Computing Skills - Develop an understanding
of technology and how it can help them. To become
more familiar with the different components of a
computer by developing their keyboard and mouse
skills, and also start to consider how to use
technology responsibly. NC 1.4, 1.5, 1.6

Desktop Publishing

Become familiar with the terms ‘text” and ‘images’
and understand that they can be used to
communicate messages. Use desktop publishing
software and consider careful choices of font size,
colour and type to edit and improve premade
documents. Introduce to the terms ‘templates’,
‘orientation’, and ‘placeholders’ and begin to
understand how these can support them in making
their own template for a magazine front cover. Add
text and images to create their own pieces of work
using desktop publishing software.

NC2.5,2.6

NC2.1,2.2,2.3,2.6

NC 2.6

NC 2.5, 2.6, 2.7;

Data and Information — Pictograms

Introduce the term ‘data’. Begin to understand
what data means and how this can be collected in
the form of a tally chart. Learn the term ‘attribute’
and use this to help them organise data. Present
data in the form of pictograms and finally block
diagrams. Use the data presented to answer
questions. NC 1.4, 1.6

Branching databases

Develop their understanding of what a branching
database is and how to create one. Gain an
understanding of what attributes are and how to
use them to sort groups of objects by using yes/no
questions. Create physical and on-screen branching
databases. Evaluate the effectiveness of branching
databases and decide what types of data should be
presented as a branching database.

NC 2.6, 2.7

NC2.1,2.2,2.3,2.6

NC2.1,2.2,2.3,2.6

Programming — Moving a Robot

Explore using individual commands, both with other
learners and as part of a computer program.
Identify what each floor robot command does and
use that knowledge to start predicting the outcome
of programs. Introduce them to the early stages of
program design through the introduction of
algorithms.

NC1.1,1.2,1.3,1.5

NC2.1,2.2,2.3,2.6

Digital Painting

Explore the world of digital art and its exciting
range of creative tools. Create their own paintings,
while getting inspiration from a range of other
artists.

NC1.4

Programming — An introduction to quizzes

Begin to understand that sequences of commands
have an outcome and make predictions based on
their learning. Use and modify designs to create
their own quiz questions in Scratchlr and realise
these designs in ScratchJr using blocks of code.
Evaluate their work and make improvements to
their programming projects.

NC1.1,1.2,13,1.4

Creating media — Animation

Use a range of techniques to create a stop-frame
animation using laptops and animation cameras.
Next, they will apply those skills to create a story-
based animation. Add other types of media to their
animation, such as music and text.

NC 2.6, 2.7

NC2.4,2.5,2.6,2.7

NC2.2,2.6,2.7

NC2.4,2.5,2.7




