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Curriculum Points

Computing

e design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve
problems by decomposing them into smaller parts

e use sequence, selection, and repetition in programs; work with variables and various forms of input and output

e use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms

e select, use and combine a variety of software (including internet services) on a range of digital devices to design and create
a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and pre-

senting data and information

e understand computer networks, including the internet; how they can provide multiple services, such as the World Wide
Web, and the opportunities they offer for communication and collaboration

Design and Technology
e Technical knowledge

e understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers
and motors]

e apply their understanding of computing to program, monitor and control their products
Science

e Pupils should construct simple series circuits, trying different components, for example, bulbs, buzzers and motors, and in-
cluding switches, and use their circuits to create simple devices.

e Electricity: compare and give reasons for variations in how components function, including the brightness of bulbs, the loud-
ness of buzzers and the on/off position of switches

Computing

e 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 pro-
cedures or functions

e understand simple Boolean logic [for example, AND, OR and NOT] and some of its uses in circuits and programming; un-
derstand how numbers can be represented in binary, and be able to carry out simple operations on binary numbers [for ex-
ample, binary addition, and conversion between binary and decimal]

Design and Technology

e investigate new and emerging technologies

e understand developments in design and technology, its impact on individuals, society and the environment, and the respon-
sibilities of designers, engineers and technologists

e Technical knowledge: understand how more advanced electrical and electronic systems can be powered and used in their
products [for example, circuits with heat, light, sound and movement as inputs and outputs]

e apply computing and use electronics to embed intelligence in products that respond to inputs [for example, sensors] and
control outputs [for example, actuators] using programmable components [for example, microcontrollers]

Science

e Current electricity: electric current, measured in amperes, in circuits, series and parallel circuits, currents add where branch-
es meet and current as flow of charge

e potential difference, measured in volts, battery and bulb ratings; resistance, measured in ohms, as the ratio of potential dif-
ference (p.d.) to current

e differences in resistance between conducting and insulating components (quantitative)



