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	Year 4/5/6
Year B
	Autumn 1
	Auutmn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Unit
	4.3 Repetition in Shapes

	4.6 Repetition in Games

	5.3 Selection in Physical Computing

	5.6 Selection in Quizzes

	6.3 Variables in Games

	6.6 Sensing Movement


	Concept
	Programming
	Programming
	Programming
	Programming
	Programming
	Programming

	Builds On
	
	
	
	
	
	

	Outcome
	Using a text-based programming language to explore count-controlled loops when drawing shapes.
	Using a block-based programming language to explore count-controlled and infinite loops when creating a game.
	Exploring conditions and selection using a programmable microcomputer.
	Exploring selection in programming to design and code an interactive quiz.
	Exploring variables when describing and coding a game.
	Designing and coding a project that captures inputs from physical devices.

	Sequence of Learning
	1. To identify that accuracy in programming is important
2. To create a program in a text-based language
3. To explain what ‘repeat’ means
4. To modify a count-controlled loop to produce a given outcome
5. To decompose a task into small steps
6. To create a program that uses count-controlled loops to produce a given outcome

	1. To develop the use of count-controlled loops in a different programming environment
2. To explain that in programming there are infinite loops and count controlled loops
3. To develop a design that includes two or more loops which run at the same time
4. To modify an infinite loop in a given program
5. To design a project that includes repetition
6. To create a project that includes repetition

	1. To control a simple circuit connected to a computer
2. To write a program that includes count-controlled loops
3. To explain that a loop can stop when a condition is met
4. To explain that a loop can be used to repeatedly check whether a condition has been met
5. To design a physical project that includes selection
6. To create a program that controls a physical computing project

	1. To explain how selection is used in computer programs
2. To relate that a conditional statement connects a condition to an outcome
3. To explain how selection directs the flow of a program
4. To design a program which uses selection
5. To create a program which uses selection
6. To evaluate my program

	1. To define a ‘variable’ as something that is changeable
2. To explain why a variable is used in a program
3. To choose how to improve a game by using variables
4. To design a project that builds on a given example
5. To use my design to create a project
6. To evaluate my project

	1. To create a program to run on a controllable device
2. To explain that selection can control the flow of a program
3. To update a variable with a user input
4. To use a conditional statement to compare a variable to a value
5. To design a project that uses inputs and outputs on a controllable device
6. To develop a program to use inputs and outputs on a controllable device


	Vocab
	Logo (programming
environment), program,
turtle, commands, code
snippet, algorithm, design,
debug, pattern, repeat,
repetition, count-controlled
loop, value, trace,
decompose, procedure.

	Scratch, programming,
sprite, blocks, code, loop,
repeat, value, infinite loop,
count-controlled loop,
costume, repetition, forever,
animate, event block,
duplicate, modify, design,
algorithm, debug, refine,
evaluate.

	microcontroller, USB,
components, connection,
infinite loop, output
component, motor,
repetition, count-controlled
loop, Crumble controller,
switch, LED, Sparkle,
crocodile clips, connect,
battery box, program,
condition, Input, output,
selection, action, debug

	Selection, condition, true,
false, count-controlled loop,
outcomes, conditional
statement, algorithm,
program, debug, question,
answer, task, design, input,
implement, test, run, setup,
operator

	variable, change, name,
value, set, design, event,
algorithm, code, task,
artwork, program, project,
code, test, debug, improve,
evaluate, share, assign,
declare

	micro:bit, MakeCode, input,
process, output, flashing,
USB, trace, selection,
condition, if then else,
variable, random, sensing,
accelerometer, value,
compass, direction,
navigation, design, task,
algorithm, step counter,
plan, create, code, test,
debug.


	Skills
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