Computing lesson Week 2 - Following and creating simple instructions on the computer 
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Ask your child if they can remember what an algorithm is?
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Open Purple Mash ‘To-Do’ - this should be a bird colouring picture.
Give your child the following ‘algorithm’ or set of instructions to complete the picture. 
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Explain that when they are following instructions it is like they are behaving like a computer; just being told what to do. Computers do not have brains which enable them to think for themselves so they have to be given very specific instructions to tell them what to do. 

Introduce them to the word ‘program’ 
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Feel free to choose other ‘Paint projects’ and take it in turns to give each other instructions on how to colour it. One of you can be the robot and one be the algorithm. 
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Year 1 - Medium Term Plan

Key learning point: This unit encourages children to begin to think logically about scenarios. Children will be
introduced to the term ‘algorithm’. This concept is at the core of coding. The next unit (Maze Explorers), builds
upon this, linking logical thought processes to the way that computers are programmed.

Children know that to achieve the effect they want when
following instructions. building something, they need to follow accurate
instructions.
Children know that by following the instructions correctly,
they will get the correct result.
Children know that an algorithm is a precise, step-by-step
set of instructions used to solve a problem or achieve an
objective.
To follow and create simple Children can follow instructions in a computer program
instructions on the computer, Children can explain the effect of carrying out a task with
no instructions.
Children know that computers need precise instructions to
follow.
Children know that an algorithm written for a computer to
follow is called a program
To consider how the order of Children understand how the order in which the steps of a
instructions affects the result recipe are presented affects the outcome
Children can organise instructions for a simple recipe.
Children know that correcting errors in an algorithm or
program is called ‘debugging’

Please note:

Children who are not familiar with how to log in to Purple Mash and open and save activities will probably need
support with this, initially.

These lesson plans make use of the facility within Purple Mash to set activities for pupils that they can then
complete and hand in online (2Dos). This enables you to assess their work easily as well as distribute resources to
all pupils. If children have not opened 2Dos before, then they will need more detailed instructions about how to
do this. If your pupils do not have individual logins for Purple Mash, we can help you with this. Contact your
school Purple Mash administrator or email us at support@2simple.com.

A guide to 2Dos can be found in the Teacher section: 2Dos Guide.

Children who are using computers or laptops for the first time rather than tablets will need extra support with the
use of mice, touchpads and keyboards.
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All other activities/icons can be found on the main page for this unit:

https://www.purplemash.com/#tab/Teachers/computing_sow/computing sow_y1/computing sow y1 unit 1

o Bird activity set as a 200.

e« Paint by Numbers Instructions.
«  Paper and coloured pens or pencils.

Activities

1. Revise the meaning of the word ‘algorithm’

An ‘algorithm’ is a precise, step-by-step set of instructions used to solve
a problem or achieve an objective.

2. Show the children how to open one of the 2Dos that you set for them of the outline picture (not the bird).

< They should all open the same one. They will need to log on and look for the bell at the top of their screen >
next to their picture
~ Need more support? Contact us
E [2 B Tel: 0208 203 1781 | Email: support@2simple.com | Twitter: @2simplesoftware
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Purple Mash Computing Scheme of Work - Unit 1.4: Lego Builders — Lesson 2

and methods to colour in their animals because you didn't give them any specific instructions about how to
doit.

Explain that they are going to repeat this exercise, but this time you are going to give them an algorithm for
colouring in the animal.

Open the bird algorithm on the whiteboard. The algorithm is presented as a key/paint-by-numbers so that
literacy levels do not affect the children’s ability to complete the exercise. Emphasise how important it is to
number the order of the steps because an algorithm is a set of instructions completed in an ordered way.
Talk though the algorithi

Algorithm

Step 1) Paint the beak yellow

Step 2) Paint the head red

Step 3) Paint the tummy dark green
Step 4) Paint the wing dark blue
Step 5 Paint the tail orange

Step 6) Paint the legs yellow

Give children time to complete this on their own computers and then ‘Save’, ‘Exit’ and ‘Hand in’ their
finished piece

Compare the pieces of work as before. This time the work should all look very similar (if children have
followed the algorithm).

Explain that when they follow instructions they are behaving like a computer; it cannot think for itself, so
we (humans) need to provide very precise instructions so that it can do anything.
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Step 2) Paint the head red

Step 3) Paint the tummy dark green
Step 4) Paint the wing dark blue
Step 5 Paint the tail orange

Step 6) Paint the legs yellow
\

-~

Give children time to complete this on their own computers and then ‘Save’, ‘Exit’ and ‘Hand in’ their
finished piece

Compare the pieces of work as before. This time the work should all look very similar (if children have
followed the algorithm).

Explain that when they follow instructions they are behaving like a computer; it cannot think for itself, so
we (humans) need to provide very precise instructions so that it can do anything.

Introduce and define the word ‘Program”.

An algorithm that has been coded into something that can be run by a
machine, e.g. a computer or a robot.

Now children can play a ‘coders and robot’ game where they first write the ‘program code’ on paper for
colouring the last 2D0 outline using a colour key, e.g. 1) tail = Ml 2) neck = Ml etc.

Then they give the program to a robot (another child) and take on the role of a robot following someone
else’s program. Can the coders write good programs for the robots to follow?
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