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An introduction to Bee-
Bots
An introduction to the
Beebots starts with very
simple programming,
exploring what the
buttons do and how
these affect the

Programming Bee-Bots
Following sequences and algorithms with
and without a bot. Learning what to do
when things go wrong. Tinkering to make
discoveries.

Technology around us
Developing understanding of
technology and how it can help them
in their everyday lives. They will start
to become familiar with the different
components of a computer by
developing their keyboard and mouse
skills. Learners will also consider how

Information technology
around us
Examining information technology at
school and beyond, in settings such
as shops, hospitals and libraries.
Investigating how information
technology improves our world, and
learning about using information

Connecting computers

Developing understanding of digital devices, with
an initial focus on inputs, processes, and outputs.
Comparing digital and non-digital devices. Learners

are introduced to computer networks, including

devices that make up a network’s infrastructure,

such as wireless access points and switches.

Discovering the benefits of connecting devices in a

The internet

Applying knowledge and understanding of

networks, to appreciate the internet as a

network of networks which need to be kept
secure. Learning that the World Wide Web is

part of the internet, and having
opportunities to explore the World Wide

Web for themselves in order to learn about
who owns content and what they can access,
add, and create. Evaluating online content to

Sharing information

Developing their understanding of computer systems

and how information is transferred between systems
and devices. Considering small-scale systems as well as

large-scale systems. Explaining the input, output, and

process aspects of a variety of different real-world

systems. Taking part in a collaborative online project

with other class members and developing their skills in

Internet communication
Examining the World Wide Web as a
communication tool. Learning how we find
information on the World Wide Web, through
learning how search engines work (including how
they select and rank results) and what influences
searching, and through comparing different
search engines. Investigating different methods
of communication, before focusing on internet-
based communication. Evaluating which methods

movement of the Beebot to use technology responsibly. technology responsibly. network. decide how honest, accurate, or reliable it is, working together online. of internet communication to use for particular
and understand the consequences of false UrD0SeS
information. purposes.
Audio editing 3D modelling

An Introduction to

Exploring hardware
Exploring and tinkering with different

Digital painting

Examining devices capable of recording

digital audio, including identifying the input

Vector drawing

Developing knowledge and understanding of
using a computer to produce 3D models.

instruction to move a
B6eebot purposefully.

programming a Bee-Bot/Blue-Bot with
simple commands to meet a challenge,
debugging to complete the task.

introduction of algorithms.

improvements to their programming
projects.

these, concluding with designing and coding their
own maze-tracing program.

designing and creating a game which uses

repetition, applying stages of programming

design throughout.

program. Evaluating (identifying how it meets the
requirements of the task, value of improvements made,

and identifying further improvement needs).

o ;
o Exploring hardware ha?g:/nat?. ;Jlilgrget?:c[]enlg;/:nt i\;o;:xelo(ju:r;:ry, Developing their understanding of a Digital photography Stop-frame animation device (microphone) and output devices Discovering that vector images are made up of shapes. Familiarising themselves with working in a 3D
] An introduction to laces thgt thev are familiagrywith suchas | ranee of tools used for digital painting. | Recognising that different devices can Using a ranee of tzchni ues to create a stop-frame (speaker or headphones). Discussing the Learning how to use the different drawing tools and space, including combining 3D objects and
=2 exploring hardware P y L Using these tools to create their own be used to capture photographs. 8 range o 4 : o ownership of digital audio and the copyright | examining how images are created in layers. Explroing examining the differences between working
= : e homes and school. Operating a basic ° s S ) . - ) animation using tablets. Applying those skills to L o . o - . - 3

oq through investigating camera to take bhotographs of digital paintings, while gaining Children gain experience capturing, create a storv-based animation. Concluding with implications of duplicating the work of the ways in which images can be grouped and digitally with 2D and 3D graphics. Progressing to
3 items in a tinker tray. independent Ig De%/elg in inspiration from a range of artists’ editing, and improving photos. Using children ad¥iin other tvoes o.f media to tgheir others. In order to record audio themselves, | duplicated to support in creating more complex pieces | making accurate 3D models of physical objects,
o Developing skills hotogra F;] skills Ft)ak\i/ﬁ hotop rag hs of work. Considering their preferences this knowledge in recognising that animaﬁorg1 such aZFr)nusic and text using Audacity to produce a podcast, of work. Using the Google Drawings app to explore the | such as a pencil holder, including using 3D objects
Q through taking pictures pdisco%/erri)es}larour;d the ECF;]00| grot?nds when painting with and without the images they see may not be real. ’ ’ including editing their work, adding multiple possibilities of vector drawings. as placeholders. Examining the need to group 3D
o of play. Working with an adult chiIdren%ake their use of digital devices. tracks, and opening and saving the audio objects, then go on to plan, develop, and

own phitographs to cr'eate a class gallery files. Evaluating their work and giving evaluate their own 3D model of a photo frame,

’ feedback to their peers. closely following a brief.
Selection in physical computing
Moving a robot . Using physical computing to explore the concept of
Introducing children to early Develo ir?o?f?ifdilegr(l)’l;ltuhnmd:rstandin selection in programming through the use of the Variables in games
programming concepts - exploring of instrFt)Jcts'ons in sequences and thg Sequencing sounds Crumble programming environment. Introducing a Exploring the concept of variables in

X Exoloring instructions All about instructions using individual commands, both with use of logical reasc?nin to redict Exploring the concept of sequencing in Repetition in shapes microcontroller (Crumble controller), learning how to | programming through games in Scratch. Learning
o ploring I . . others and as part of a computer gical reasoning Lo p . programming through Scratch. Introducing a Creating programs by planning, modifying, connect and program it to control components what variables are, relating them to real-world

("] Following simple one and | Following instructions as part of practical o outcomes - using given commands in . . ; ) A )
= W0 step instructions activities and games. Followin program. Identifying what each floor different orders to investicate how selection of motion, sound, and event blocks used | and testing commands to create shapes and (including output devices — LEDs and motors). examples of values that can be set and changed.
3 Followin pinstrucﬁons és instructions as artgof arﬁes and Ieirnin robot command does and using that the order affects the ou%come to create their own programs, featuring sequences. patterns. Using Logo, a text-based Introducing conditions as a means of controlling the Using variables to create a simulation of a
3 art ofga dressing u to give .fim le i%lstructions 8 knowledge to start predicting the Learning about desien in Making a representation of a piano. Focusing on all | programming language. This unit is the first flow of actions in a program. Using knowledge of scoreboard. Following the Use-Modify-Create
= P ng up 08 P AN outcome of programs. Building ing S8 aspects of sequences, and making certain that of the two programming units in Year 4, and repetition and conditions when introduced to the model, to experiment with variables in an existing
S game and learning to Learning that an algorithm is a set of knowledge i d programming. Developing artwork knowledge is built i d Aoolvi look L dl ithi f selection (through the ‘if...then..” : h difving them. Developing thei

& give a simple instruction. instructions nowledge in a structured manner. and testing it for use in a program. nowledge is built in a structured manner. Applying ooks at repetition and loops within concept of selection (through the ‘if...then...” structure), | project, then modifying them. Developing their
> Learning about the early stages of Desiening alzorithms and then testin stages of program design through this unit. programming writing algorithms and programs that utilise this own project, applying their knowledge of

program design through the tho%e ag r% rams and debu themg concept. Designing and making a working model of a variables and design to improve their game in
introduction of algorithms. P a§ necessar g fairground carousel to demonstrate understanding. Scratch.
v Throughout this unit, the stages of programming design
will be applied.
Desktop publishing
Grouping data Becoming familiar with the terms ‘text’ and
o Introducing d d inf i ki i ‘i ’ i
Y . g data and information. Making music images’, understanding that they can be used to . - .
& Sorting Sortin, a:(? clr;:;og?igﬂonottgedczgz{ children Understanding that abelling, grouping | Using a computer to create music. communicate messages. Using desktop publishing Photo editing Learning how to ef}fl:e(ietii(\,/eeldlzlrr;ite short videos. As A focused intro\(IiV:c:POangfoc;?::t?r? websites for a
Qo Sorting and categorising sortin gthemselvgs intog rod s based upon and searching are important aspects of Listening to a variety of pieces of software and considering careful choices of font Developing their understanding of how children rgo ress throu hthiz unit. thev will be eX‘ osed | chosen purpose. Identifvin wha’%makes 2 200d
jall loose parts in play. givengcategories and thgn in’()iependenfly data and information. Searchingisa | music and considering how music can size, colour and type to edit and improve digital images can be changed and edited, to tgch%ical Ianguagge and dev’elopythe skills orf) web pggepand.employ\i/nggthis informat‘iongto
3 | orher tiosand | Respondingtoyes/no questions as an opleatons andvecuiressn | Comparing creatng music Atally | orentadn’ and Glacehaidrs and undersiandin | reusec. Consring the mpact hat eding | PN editing and manipulating video - with step-by | - desin and evaluae their own websit using
§ preferences. An Ij:;:ﬁ?nugcggannzzitr’lrgag;?:t])% sdeastztiﬁfgjéh understanding that to search data, it and non-digitally. Considering how these can support them in making their own images can have, and evaluating the C(;;:;Fe;%’:‘p%? t-htgctglriaszie(;:lIggihféoumigogssgm:ges p(as;)zgfcisfjiiegﬁzrr:?sﬁ?glét)g\]/iigtrlgca\f;'f:?Lr;irf) f
g |ntrodu‘ct'|on to a basic physical sorting and categorising. Learning must hqve Iabels.‘Focusmg onassigning | patterns and purpqsefully creating terpplate fora magazine front cover. Adding text effectiveness of their choices. are provided to reflect on and assess their progressin | media, the aesthetics of the site, and navigation
B pictogram. to interoret a basic pictogram data (images) with labels in order to music. and images to create their own pieces of work using creating an impactful video aths
g P pictogram. demonstrate how computers are able desktop publishing software. Considering a range of g P ' paths.
to group and present data. page layouts in relation to the purpose. Evaluating
how and why desktop publishing is used.
Develo ir?iglj;a:jlev:;gi:dgin of the Data logging Introduction to spreadsheets
various aspecgts of using a cogm uter to Pictograms Examining how and why data is collected Examining spreadsheets, organising data to
o) Using a computer create anc? mani ulategtext Bepcomin Beginning to understand what the Branching databases over time. Considering the senses that create their own data set. Learning the
P Using a computer . g put manip L € | term data means and how this can be Developing their understanding of what a branching | humans use to experience the environment Flat-file databases importance of formatting data to support
. Learning what a keyboard is and how to more familiar with using a keyboard h . e e . . . h ) L
) Exploring a keyboard on locate relevant kevs. learning to log inand | and mouse to enter and remove text collected in the form of a tally chart. database is and how to create one. Gaining an and how computers can use special input Examinging how a flat-file database can be used to calculations, while also using formulas, beginning
g- a screen. Exploring a out and what a\:n’ouse is %evelg in considering how to change the look o’f Learning the term ‘attribute’ and use | understanding of what attributes are and how to devices called sensors to monitor this. organise data in records. Utilising tools within a to understand how they can be used to produce
oQ keyboard (hardware) and control when usin E;mouse ping their text a%md “Ustifvin tﬁeir reasonin this to help them organise data. use them to sort groups of objects by using yes/no | Collecting and accessing data captured over database to order and answer questions about data. calculated data. Learning how to apply formulas
2 starting to learn how to Developing basic mousegskills inciudin in makin there ch&nges Considerin g Progressing to presenting data in the questions. Creating physical and on-screen long periods of time. Investigating data Creating graphs and charts from their data to help to that include a range of cells, and applying
) move a mouse and use movin pan% clicking and using an onIinE the di%ferences betgweén using a 8 | form of pictograms and, finally, block | branching databases. Evaluating the effectiveness points, data sets and logging intervals. solve problems. Using a real-life database to answer formulas to multiple cells by duplicating them.
o the click function. aint t%ol with thegconﬁdenci to tinker computer to create text. and wﬁﬁn diagrams. Using the data presented | of branching databases and deciding what types of | Employing the use of a computer to review | meaningful questions, and present their work to others. | Using a spreadsheets for a purposeful reason,
o P ’ te)’:t on paper - exolaining which g to answer questions with greater data should be presented as a branching database. | and analyse data. Posing questions and using using this to answer questions, create graphs and
method th% P refer gnd exglain their ease. data loggers to automatically collect the data charts, and evaluate their results in comparison
reasonirlgpfor choices n’;ade needed to answer those questions. to questions asked.
Instructions and Bee- Programming Bee-Bots Repetition in games Selection in quizzes Sensing
Bots Learning the meaning of directional Programming quizzes Events and actions in programs Exploring the concept of repetition in Developing knowledge of ‘selection’ by revisiting how | This unit brings together elements of all the four
Following an instruction arrows and following a simple sequence Programming animations Recapping on learning from previous Exploring the links between events and actions, | programming using the Scratch environment. ‘conditions’ can be used in programming, and then programming constructs: sequence from Y3,
X as part of an unplugged of instructions. Experimenting with Introducing learners to on-screen Scratch unit, beginning to understand while consolidating prior learning relating to Beginning with a Scratch activity similar to learning how the ‘if... then... else...” structure can be repetition from Y4, selection from Y5, and

U?z game and spotting programming a Bee-Bot/Blue-Bot and programming through Scratchlr. that sequences of commands have an | sequencing. Moving a sprite in four directions (up, | that carried out in the previous year, where used to select different outcomes depending on variables (introduced in Y6). It offers learners the
= mistakes in the order of tinkering with hardware to develop Exploring the way a project looks by outcome. Making predictions based down, left, and right) and exploring movement learners can discover similarities between whether a condition is ‘true’/‘false’. Representing opportunity to use all of these constructs in a
3 the instructions. familiarity and rehearse the technical investigating sprites and backgrounds. on their learning. Using and within the context of a maze, using design to two environments. Extending, children understanding in algorithms, and by constructing different, but still familiar environment, while
3 Ordering very simple vocabulary needed. Following an Using programming blocks to use, modifying designs to create their own | choose an appropriately sized sprite. This unit also consider the difference between count- programs using Scratch. Learning to write programs that | also utilising a physical device — the micro:bit.
=5 instructions for a friend algorithm as part of an unplugged game | modify, and create programs. Children | quiz questions in Scratchlr, realising | introduces programming extensions, through the controlled and infinite loops, using their ask questions and use selection to control outcomes The unit begins with a simple program for

q% to try out. Following a and learning to debug instructions when are introduced to the early stages of these designs in ScratchJr using use of Pen blocks. Opportunities are given to draw | knowledge to modify existing animations and | based on answers given. Using knowledge to designa | learners to build in and test in the programming
@ simple picture things go wrong. Experimenting with program design through the blocks of code. Evaluating and making | lines with sprites and change the size and colour of | games using repetition. The final project is quiz in response to a given task and implement it as a environment, before transferring it to their

micro:bit. Three further tasks enable deeper
learning and greater independence to apply and
extend skills without limits.







