E/x,pzri.mznt and dzbug O progrom using
a varicable and a selection statement
to improsve the quality and simplicity.
I can use different inputs (including
sensors)to control a desvice or
onscreen action and predict mw-hat

mwill happen (ocutput)
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EXS

Read, dz/si,gn and write a program
using a variable to achieve a

r,equi.r,ed output.

I can use different inputs (including
sensors)to control a desvice or

onscreen acktion.

WTS

Read, design and mrite a simple

program to achierve a r,equi_rzd output.
I know mw-hat an input and output is

and homw their used.

In Y6 children mill be consolidating all o}
the concepts and approaches they have
denveloped so Jar to create complex and

P,UJ‘P,D'/S.E}U.J. prngramﬁ.

Children can create programs to solve
/&pzck}kc pruhlzm/s anarparatkng ALlence.
U/sing compuling to create programs ack as

pedometers or light sensors.

Using presvious programs they have created
either in Scratch or Tynker. Looking at this to
denelop their ‘can it better’ attitude they can

denvelop these into more complex systems.

BBC What are Variables?
BBC What is Selection?

BBC is Input/@uigut?

#WeArelLemington



https://www.bbc.com/bitesize/articles/zw3dwmn
https://www.bbc.com/bitesize/articles/zw3dwmn
https://www.bbc.com/bitesize/guides/z2p9kqt/revision/1
https://www.bbc.com/bitesize/guides/z2p9kqt/revision/1
https://www.bbc.com/bitesize/articles/zx8hpv4
https://www.bbc.com/bitesize/articles/zx8hpv4

Input/Output

Input is data sent to a computer
system Jrom demvices such as a
keyboard, mouse, microphone or
physical sensor. Input desvices enable
information from the ocutside morld to
get into a computer. Output is data or
information communicated from a
computer system to the outside world
via various dewices mhich include:
monitors, memory sticks, speakers or

projectors.
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Patterns

I} computer scientists see a patiern
across an algorithm, theyll look to
creakte a single module o) repeatable
code, sometimes called a Junction or
procedure. Compuler scientists want to
solve problems quickly and eflliciently.
The recognition o} patterns in input
plays an essential role in machine

learning.

Swi}i can be used to practice certain concepts during lessons and
to use prior to creating Lnd.epzndznt projects using yvarious
anuts/nutputs. This will be game based and cannct be used

solely to teach coding.

U/&Lng Trinket, children should be zmpc/szd to another text based
language in HTML. Children could create their omwn mehbhsites and
online slory tellers. A numhber ﬂ} /sug.gz/si:zd projects are anv-ailable

in the shared drisve.

Scratch in Y6 can continue to desvelop their proficiency m-ith
coding and comparing the block based approach to coding mith

the numerous Jorms oftext based Languages.

Using Micro:bits children mrill build on the projects Jrom Y5 and
mrill be able to create things like pedometers mrhich uses the
shake Junction as the input and can output that information as

data specifically to track steps taken.

NC KS2 Objectives

* Design, write and debug programs that accomplish /spzcl}ic goals, including controlling or

input and oulput




