
END POINTS:
• Log in, access school platforms, and 

use digital tools independently.
• Communicate appropriately via 

Teams and email.
• Create digital posters and branded 

presentations using Canva.

END POINTS:
• Design flowcharts and write 

pseudocode to solve problems.
• Use selection, iteration, and 

variables in algorithm design.
• Test, debug, and improve algorithm 

solutions using Flowgorithm.
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In Digital Literacy, you will be introduced to 
core digital literacy skills essential for 
accessing and navigating the school’s digital 
environment. Through a blend of 
communication, creativity, and organisation 
tasks, you will build foundational confidence 
in using technology independently and 
responsibly.

In Introduction to Algorithms, you 
will discover algorithms through the 
use of flowcharts, pseudocode, and 
Flowgorithm, helping you to develop 
logical thinking, sequencing skills, and 
confidence in solving problems using 
abstraction and decomposition.

Logic & Thinking will develop your 
understanding of computational thinking 
and logical reasoning, focusing on problem-
solving strategies (decomposition, pattern 
recognition, abstraction) and applying these 
to binary decoding and logic circuits using 
AND, OR, and NOT gates.

The Introduction to Programming will introduces you 
to programming through a creative and accessible 
visual environment, Kodu Game Lab. You will develop 
and apply programming logic, design environments, 
and create interactive games that meet specific 
requirements through planning, development, testing, 
and evaluation.
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END POINTS:
• Design and build interactive game 

worlds using Kodu.
• Use sequencing, conditionals, and 

simple loops in object behaviours.
• Plan, test, and evaluate a game 

based on custom success criteria.

END POINTS:
• Use decomposition, abstraction, 

and pattern recognition to solve 
problems.

• Decode binary sequences.
• Design and analyse logic gate 

circuits using AND/OR/NOT.


	Slide 1

