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	Term
	Spring Term
	Theme
	My Environment
	Subject area
	Science and Technology – Computing and DT

	INTENT
Learning Intentions


	IMPLEMENTATION
Key Learning Activities

.
	IMPACT




	Brief explanation of the learning outcomes, building a sequence of learning.

	Ideas of how the outcomes will be achieved, including possible tasks, activities etc. developing Knowledge and Skills.  Sequences should build on previous learning.
	National Curriculum References.

	
	Explorer
	Engager
	Challenger
	

	To apply knowledge of safety on 1/3/5 occasions.

To research existing products relating to bug and bird houses.

	Being safe using equipment.
Switching things on safely and switching off safely.
Being safe in the community when using technology – using a crossing safely
Using a pin machine safely
Looking after personal equipment.

Explore a range of insects, bees, butterflies and birds.
Look at where they live in the environment and match the insect/bug/bird to the right shelter.

	Must explore themes of online safety - online resources.  Discussions around finding information – key vocab (security, passwords, biosecurity, fraud)  
Cover key safety points – sharing passwords, requests of information from others, password security etc.

Students to explore a range of insects, bugs and birds and explore their environment.  Explore the shelters they build for themselves and the shelters that humans may build for them.  Create a mind map of habitats for each insect/bug/bird.

	Must explore themes of online safety - online resources.  Discussions around finding information – key vocab (security, passwords, biosecurity, fraud)  
Cover key safety points – sharing passwords, requests of information from others, password security etc.

Students to explore a range of insects, bugs and birds and explore their environment.  Explore the shelters they build for themselves and the shelters that humans may build for them.  Create a mind map of habitats for each insect/bug/bird.  Discuss the differences between man-made and natural designs and highlight differences.

	Understand a range of ways to use technology safely, respectfully, responsibly and securely, including protecting their online identity and privacy; recognise inappropriate content, contact and conduct, and know how to report concerns.

DESIGN
use research and exploration, such as the study of different cultures, to identify and understand user needs. 
EVALUATE
analyse the work of past and present professionals and others to develop and broaden their understanding.
understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists.

	To experience/recognise/explain the purpose of technology within our immediate and wider environment.

Use a range of materials and methods.
Evaluate work and annotate designs.

	Explore different types of technology in our environment (immediate and community based)
TV’s, Microwaves, CD Players, Cash Machines, Pedestrian Crossings, Chip and Pin, Photo Booths, Vending Machines etc.

Explore materials that insects and bugs may use to build their habitats (twigs, straw, mud, rocks, logs)
Use tough trays to recreate insect habitats.


	Explore technology within school, home and out in the community.
Be able to talk about each piece of technology and what it’s for.
What is needed to make things work.

Students to explore materials that insects use to construct their habitats (leaves, mud, rocks, twigs, logs, bark, grass, straw etc) and compare to manmade versions.  What are the similarities and differences?

	Explore technology within school, home and out in the community.
Be able to talk about each piece of technology and what it’s for.
What is needed to make things work.
Explain how different pieces of equipment work.  What’s inside?  What processes are needed to make technology work.

Students to explore materials that insects use to construct their habitats (leaves, mud, rocks, twigs, logs, bark, grass, straw etc) and compare to manmade versions.  What are the similarities and differences?  Evaluate the effectiveness of manmade versions?

	design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.
Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of alternative algorithms for the same problem.
Use 2 or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.
DESIGN
use research and exploration, such as the study of different cultures, to identify and understand user needs. 
EVALUATE
analyse the work of past and present professionals and others to develop and broaden their understanding.
understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists.

	To recognise/know/apply language relating to controlling devices in context and at a level of their own understand on 1/3/5 occasions.

Design and develop ideas by creating a design portfolio of 2 products.

Use a range of materials and methods.

Evaluate work and annotate designs.

	Explore different types of technology in our environment (immediate and community based)
TV’s, Microwaves, CD Players, Cash Machines, Pedestrian Crossings, Chip and Pin, Photo Booths, Vending Machines etc.

Students to explore the immediate environment to explore if insect or bird habitats exist close by.  Students to take photographs and create a photo-board of habitats found in their environment.  Students could attempt to match images of insects, bugs and birds and match them to the different environments.

	Explore technology within school, home and out in the community.
Be able to talk about each piece of technology and what it is for.
What is needed to make things work.

Students to explore the immediate environment and investigate where insects/bugs/butterflies/birds live. Create a map of the immediate area identifying natural habitats for insects and birds.

	Explore technology within school, home and out in the community.
Be able to talk about each piece of technology and what it is for.
What is needed to make things work.
Explain how different pieces of equipment work.  What is inside?  What processes are needed to make technology work.

Students to explore the immediate environment and investigate where insects/bugs/butterflies/birds live. Create a map of the immediate area identifying natural habitats for insects and birds.
Can students spot patterns or reasons for where insects/birds create habitats.

	design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.
Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of alternative algorithms for the same problem.
Use 2 or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.
DESIGN
use research and exploration, such as the study of different cultures, to identify and understand user needs. 
develop specifications to inform the design of innovative, functional, appealing products that respond to needs in a variety of situations. 
develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital presentations and computer-based tools.
EVALUATE
test, evaluate and refine their ideas and products against a specification, taking into account the views of intended users and other interested groups.
understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists.
TECH KNOWLEDGE
understand and use the properties of materials and the performance of structural elements to achieve functioning solutions.

	To experience/follow/evaluate a range of sequences or instructions in practical and contextualised activities.

Use a range of materials and methods.
Evaluate work and annotate designs.

	Students will listen to and act on words that will develop cause and effect understanding (On, Off, Press, Stop, Go, Now, Next etc)
These words should be used in context with equipment such as switch devices or technology in the community such as a pedestrian crossing.

Students to be given the opportunity to make a insect/bug houses using natural materials such as bamboo, hay, leaves bark.  Explore textures of different materials.  Create opportunities to go outside and build within the environment.

	Students will investigate vocabulary that will develop understanding of controlling devices.
Students should explore a range of words
Sequence, Instruction, Algorithm, process, control, predict, on, off, now, next, stop, start etc.

Students to investigate existing designs for man-made insect/bird houses and use these to investigate materials used and create 2 designs one for insects and one for birds.

	Students will investigate vocabulary that will develop understanding of controlling devices.
Students should explore a range of words.
Sequence, Instruction, Algorithm, predict, debug, test, process, on, off, now, next, stop, start etc.

Students to investigate existing designs for man-made insect/bird houses and use these to analyse materials used and create 2 designs one for insects and one for birds.

	design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.
Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of alternative algorithms for the same problem.
Use 2 or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.

DESIGN
use research and exploration, such as the study of different cultures, to identify and understand user needs. 

develop specifications to inform the design of innovative, functional, appealing products that respond to needs in a variety of situations. 

develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital presentations and computer-based tools.

	To experience/follow/evaluate a range of sequences or instructions in practical and contextualised activities.

Use a range of materials and methods.
Evaluate work and annotate designs.

	Students to explore simple sequences (pictorial or combined words and images)
Relate to technology they would use and can test the sequence. (Plug CD Player in. Insert CD, Press Play, Adjust Volume)

Continuation of previous experience.
Students to be given the opportunity to make a insect/bug houses using natural materials such as bamboo, hay, leaves bark.  Explore textures of different materials.  Create opportunities to go outside and build within the environment.

	Students to explore various sets of instructions (Making Tea, Making A Sandwich).  Putting them in the correct order and testing the sequences.

Students to make a prototype version using found materials and materials within the classroom and take part in a simple presentation of their design.

	Students to explore various sets of instructions (Making Tea, Making A Sandwich).  Putting them in the correct order and testing the sequences.
Students also evaluate, redesign and identify errors in sequences.

Students to make a prototype version using found materials and materials within the classroom and take part in a simple presentation of their design and critically feedback to other presentations about what works well and areas for development.

	design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.
Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of alternative algorithms for the same problem.
Use 2 or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.
MAKE
select from and use specialist tools, techniques, processes, equipment and machinery precisely, including computer-aided manufacture. 
select from and use a wider, more complex range of materials, components and ingredients, taking into account their properties.
EVALUATE
test, evaluate and refine their ideas and products against a specification, taking into account the views of intended users and other interested groups.
understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists.
TECH KNOWLEDGE
understand and use the properties of materials and the performance of structural elements to achieve functioning solutions.

	To experience a range of real world functional activities and engage in processes that involve some step-by-step sequencing.


To combine/use/analyse instructions into purposeful sequences to make something happen in both unplugged and plugged situations and debug errors.
	Consolidate all above sessions and apply in practical and real-life situations.
	Human Robots/Traffic Light Sequence
Students to develop own code and develop a sequence of instructions as part of a team.
They will write, test and amend their instructions to move a human robot from one point to another.
Students try to disseminate and reconstruct the sequences used for traffic lights.  Students can develop a human version using torches.
	Human Robots/Traffic Lights
Students to develop own code and develop a sequence of instructions as part of a team.
They will write, test and amend their instructions to move a human robot from one point to another.
To swap instructions and be able to follow a set of instructions written by others and evaluate and give feedback.
Students try to disseminate and reconstruct the sequences used for traffic lights.  Students can develop a human version using torches.
	design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.
Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of alternative algorithms for the same problem.
Use 2 or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.

	To experience a range of real world functional activities and engage in processes that involve some step-by-step sequencing.

To apply knowledge to software applications designed to design and implement algorithms to make a robot perform a sequence of actions.
	Consolidate all above sessions and apply in practical and real-life situations.
	Students will explore Blue-Bot instructions, visuals and begin to design sequences of instructions to achieve a specific goal.
Students will create sets of instructions and predict the outcome of their progress and at the end be able to say in simple terms what they could do differently.
	Explore Scratch software using ipads and the relating tech language.  Students will begin to identify the visual components and representations and begin to design sequences of instructions.
Students will predict the outcomes of their sequences and evaluate their progress and will recognise and debug errors when found.
	design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.
Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of alternative algorithms for the same problem.
Use 2 or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.

	To experience a range of real world functional activities and engage in processes that involve some step-by-step sequencing.

To design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
	Consolidate all above sessions and apply in practical and real-life situations.
	Students will complete a range of challenges using Blue-Bots and related software to
Design a sequence of instructions using the term algorithm.
Implement instructions and predict outcome.
Observe outcome
And make suggestions for changes.
Students will record successes through photographic evidence.

	Students will complete a range of challenges using robots and related software to
Design a sequence of instructions using the term algorithm.
Implement instructions and predict outcome.
Observe outcome
Identify errors in code and debug being able to give reasons why.
Be able to make amendments and evaluate outcomes.
Students will record successes through photographic evidence.
	design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.
Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of alternative algorithms for the same problem.
Use 2 or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.

	Key Resources

	Blue-Bots
[image: Buy Blue-Bot® Bluetooth Programmable Floor Robot | TTS]
iPads with Blue-Bot software
[image: Blue-Bot on the App Store]
Household appliances (microwaves/t.v/cd-players/remote controls/road crossings etc)
Access to food prep facilities to make sandwiches/drnks etc
[image: Buy Bee-Bot® Floor Robot Starter Set | TTS][image: FREE! - Programming Toy Colouring Sheet (teacher made)][image: Worksheets | Beebot, Bee bot activities, Teaching coding]
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