Becbot programming

Prior Knowledge

D can use a vange of contvol toys and devices.

D can follow simple instvuctions to control a digi-
¢al device

D can talk about the instructions that O have
given o the Becbot/ toy.

D can talk about the success ov failuve of an ac-
tion and begin to debug.

NC Learning Objectives

Lo undevstand what algovithms ave, how they ave imple-
mented as programs on digital

devices, and that programs execute by

following precise and unambiguous

instructions.

Lo create and debug simple programs

Lo use logical veasoning to predict the

behaviour of simple programs.

Vocabulary

Algovithm - a step-by-step method for solving a problem
ODinstruction - detailed information about how something should
be done.

Order -  the avvangement of things in velation to each other
Debug - §ind and vemove evvovs o mistakes on

computers

Program -  to divect the behaviour of a computer

Clockwise- in the same divection as the way in which the hands
of a clock move vound.

Anticlockwise - in the opposite divection to the way in which
the hands of a clock move vound.

Segnence - a pavticular ovder in which velated things follow
each othev.

Offline resources

What will | know by the end of this unit?

Seguencing: A set of steps carvied out in ovder.
-0 know that people intevact with computers

- undevstand that puters need pecise instructions and that programs vun by following precise instvuctions
'0 can run GAEGk ﬂl‘lb 6/mng¢ P}‘Oﬂfﬂlﬂs

-0 understand what an algovithm is and begin to develop computational thinking by following instructions to move around a course

and cveate a sevies of instvuctions for others o follow.
-0 can explove outcomes when individual buttons ave pressed on Becbots and combine these together to dvaw simple shapes or
follow a route

-0 can vepresent algovithms using symbols
D begin o develop cave and precision to avoid evvovs with algovithms

-0 undevstand that programs vun by following precise instvuctions and that computers have no intelligence and will do nothing
unless a pvogvam is vun

-0 can begin to understand what an algovithm is and can vepresent it using symbols.

Barefoot Compnting

Beebots “Linkeving Activity ("Programming,

Linkering)

Pupils tinker with Bee-Bots to §ind out what they do and how to program
them.

1,2,3 programming with Becbots

Sequence




Sequence of Beebot activities Barefoot Computing Resources- www.bavefootcompnting.org

. Can you gise insemctions to a friend? ~Beebots “Linkering Activity ("Programming, <Linkering)

. Can you program a Beebot to go to your partner and then back again?
. Can you program your Becbot to draw a square. WOhat buttons Ad yon press?

o Can you program the Beebot to make a specific phonic dgraph or grapheme? Pupils tinker with Bee-Bots to §ind out what they do and how to program them.

. Can you control the Becbot travel to part of the voom and come back again.

-Crazy Chavacter algovithms (Logical sequencing, Decomposition, Debugging, Algo-
vithms)

. Can you navigate a Beebot around the map of the UK (link to geography).
Can you get to Scotland! Ste.

. Can you navigate a Beebot around a maze you have built with constyuction
equipment?

Pupils will cveate a set of instructions on how to draw a cvazy chavacter and so stavt to
understand what algovithms ave.

- -1,2,3 programming with becbots

Optional next step

Once children have become very accustomed with using the Beebot throughout
the year in the continuous provision, in the summer term the children can begin
to use the Beebot app on the ipads.

Assessment opportunity

Children to program a Beebot around a maze or map and attempt to draw the
algorithm. To draw the algorithm, children draw the symbols on the buttons they
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