Sticky Learning for Computing
Class 2 (Year 2.3)

Programming A: Robot Algorithms (6 weeks)

Prior Learning: Before starting this Year 2 topic, you should have had some experience with creating short programs using
floor robots and predicting the outcome of a simple program. This fopic will further your understanding of algorithms and
their implementation as programs on digital devices. You'll explore how the sequence of commands affects outcomes
and use this knowledge, along with logical reasoning, to frace programs and predict outcomes.

* | can describe a series ;\ | can explﬁln what ° | canuse |09iCO[
of instructions as a Cﬁgﬁegsﬂ\:ve gpd\greof reasoning to predict the
sequence. ; g€ outcome of a program.
AL instructions. AL PG
) ) ) ] AL, KS1-1, KS1-2, KS1-3, KS1-4
KS1-1, KS1-2, KS1-3, KS1-4 KS1-1, KS1-2, KS1-3, KS1-4

* | can explain that * | can create and
programming objects * | can design an debug a program that |
can have code and algorithm. have written.
artwork. AL, DD

AL, DD, PG KS1-1, KS1-2, KS1-3, KS1-4 AL, DD, PG
KS1-1, KS1-2, KS1-3, KS1-4 KS$S1-1, K$1-2, KS1-3, K§1-4

Key Vocabulary to learn:

e algorithm e program
e instructions e design
e sequence e code
e change e sequence
e order o debug
Taxonomy: National Curriculum: Key Stage 1: DfE: Education in a
AL Algorithms KS1-1 Understand what algorithms are, how they are Connected World:
implemented as programs on digital devices, and that
programs execute by following precise and
unambiguous instructions.
DD Design and KS$1-2 Create and debug simple programs
development KS1-3 Use logical reasoning to predict the behaviour of

simple programs
KS1-4 Use technology purposefully to create, organise,
store, manipulate, and retrieve digital content.
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