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Programming A — Selection in physical computing
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KINGS NYMPTON

Primary 3chool

Prior Knowledge
Year 1- Create an
algorithm that with a
given command can
control and move a
rohot.

Year 2 - Describe a
series of instructions
as part of a sequence
Year 3 - Exploring
new programming
erwironments to
il

that lead to an
outcome.

Year 4 — Identify the
accuracy in
programming o
design.
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My Component Knowledge:

Lesson 1: I can create a simple circuit to connect a
microcontroller,

Lesson 2: I can design sequences that use
Lesson 3: I can explain iff a condition is true or
Jalse.

Lesson &4: I can identify a condition and an ac-
tion.

Lesson 5: I can design a project that includes
selection.

Lesson 6: I can write an algorithm that describes
my, model.

My Composite Knowledge:

I can write and debug programs that accomplish
My Powerful Knowledge:

I can select, use and combine a variety of softwure
on a range of digital devices to design and create a
range of programs.

What is an algorithm?
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