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Prior Learning: Scratchlr. Bee-Bots, command, sprite, compare, programming,
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Intent: What do we want the children to know, be able to do by the time they complete this unit)?

Use technology purposefully to create, organise, store, manipulate and retrieve digital content

Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and
unambiguous instructions. To create and debug simple programs. To use logical reasoning to predict the behaviour of simple programs.
Recognise common uses of information technology beyond school

Know that work they create belongs to them.

Impact / Outcome:
What will the final product / result be?

This unit develops the children’s understanding of computer programming. It highlights that algorithms are a set of clear, precise, and ordered
instructions, and that a computer program is the implementation of an algorithm on a digital device. The unit also introduces reading ‘code’ to predict
what a program will do. Learners will engage in aspects of program design, including outlining the project task and creating algorithms. They will use
programming through Scratchlr. To design an onscreen Space Race project.

P4C Inquiry (where appropriate) N/A




