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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 introduces learners to early programming concepts. Learners will explore using individual commands, both with other learners and as part of a
computer program. They will identify what each floor robot command does and use that knowledge to start predicting the outcome of programs. The unit
is paced to ensure time is spent on all aspects of programming and builds knowledge in a structured manner. Learners are also introduced to the early
stages of program design through the introduction of algorithms.

P4C Inquiry (where appropriate) N/A




