
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Curriculum Spotlight 
 

Focus Texts:   
Focus Texts:  How to be a dog, No Bot, The Robot and the 
Bluebird 

    Place & Time 

Geography GKS1.5a.ii, GKS1.5c 

History HKS1.1c 

Citizenship & Ethics 

PSHE: Healthy Lifestyles  

Arts & Creativities 

Art: Drawing 

Music: Musicianship 

D&T:,beyond NC. 

Physical & Emotional Health 

PE: physical: coordination-sending and receiving; agility-

reaction and response 

Faith & Belief 

RE: Judaism 

Language, Literacy and Oracy 

Writing:  

Grammar:  

Science & Technology 

Science: n/a 

DT: DTKS1.1a, DTKS1.3b, DTSK1.4b 

Computing: CSK1.1a, 1b 

Values RESPECT | EMPATHY | COURAGE 

Overview In this unit, children will build their own robots, using coding and DT 

skills to plan, create and evaluate their designs. They will think about the benefits 
and controversies of artificial intelligence drawing on examples from cutting-edge 
and future technologies. The children will evaluate the value of robots in society 
and design their own with a social good in mind.  

Engagement Through a robot launch day children will collaborate in groups to 

create and programme their own robots. They will welcome visitors from the 
University robotics department and ask questions of the experts about the 
implications for the technology that is currently being developed. 

Celebration Parents will be invited to see a demonstration of children’s 

creations and an exhibition of related topic learning. Children could make films of 
their robots and present these as documentaries. 

 

 

Rise of the Robots     Year 2  SUMMER 1 |  Cycle A                           

Values RESPECT | EMPATHY | COURAGE 

Overview In this unit, children will learn about the nature of invasion and 

develop their empathic understanding. They will craft insightful texts that 
demonstrate their awareness of different point of views. They will explore 
the values of respect and empathy through considering the impact of 
Columbus’ sailors’ arrival on far-away lands from the perspectives of the 
native islanders. Children could also explore the fears and courage involved 
in embarking on a sea journey. 

Engagement Invading another classroom; active storytelling the life of 

Columbus; Colonialism – does the land ‘belong’ to anyone? Power – does 
power corrupt people? Pirate/Adventurers day, where children dress up as 
their favourite explorer giving rich opportunities for role-play, drama and 
oracy focus. 

Celebration Delivering drama speech performances to children and 

parents, showing video reports. 

 

Can robots be trusted? 

 

Habits of Mind 
Children will need to cooperate in small groups, they will need to problem-solve 
and persevered in programming their robots.  
Oracy & Dialogue 
Children will explore the ethical issues involved in artificial intelligence, when 
robots have to make decisions. They will use oracy framework skills to present 
their robots.  
Playful Enquiry 
With their robot creations and through role play and exploration, children will 
create fantasy stories.

Educational Visits / Enrichment Day 

Visit to Robotics Department, Lego programming enrichment day 

Learning Street 
Reading area- manuals and guides, Lego books, topic related stories 
Role play- Robot lab- foil, tinkering, futuristic 
Independent zone- research using QR codes and iPads 

Classroom Display 
Robot making and children’s fantasy stories.  
 

   

 



 

 

 

 

 

  

Subject 
Learning Journey 

Week 1 Week 2 Week 3 Week 4 Week 5 

A
rt

s 
&

 
C

re
at

iv
it

i

es
 Art      

Music      

 Key Texts No Bot How to be a dog 

La
n

gu
ag

e,
 

Li
te

ra
cy

 &
 O

ra
cy

 

Writing Fantasy Fantasy Fantasy Assessment Instructions 

Spelling The /ɔ:/ sound spelt a before l and ll The /ʌ/ sound spelt o 
The /l/ or /əl/ sound spelt –

el at the end of words 
Homophones and near-

homophones 
The /ʒ/ sound spelt s 

Grammar Imperative verbs Statements and questions Based on assessment Based on assessment Based on assessment 

M
at

h
em

at
i

cs
 

Maths Fractions Fractions Statistics Geometry Geometry 

Sc
ie

n
ce

 &
 

Te
ch

n
o

lo
gy

 Science 
 

 Design & Technology  
DTSK1.1a Design purposeful, functional, 
appealing products for themselves and 
others to use based on design criteria. 

 

DTSK1.4b Explore and use 
mechanisms (e.g. levers, 
sliders, wheels, axels) in 

their products 

 
DTSK1.3b Evaluate their ideas and 

products against design criteria 

 Computing  
Understand that algorithms are 

implemented as programs on a range of 
digital devices* 

Create and debug simple programs (e.g. 
2DIY Hour of code/Espresso Coding) 

Plan a simple algorithm that 
controls a toy 

Program a virtual object to 
move to on-screen objects 

Record a sequence of instructions 
in a common format  

Evaluate success of instructions 
and debug accordingly 

P
la

ce
 

&
 

Ti
m

e Geography      

History      

P
h

ys
ic

al
 &

 
Em

o
ti

o
n

al
 

H
ea

lt
h

 

PE 

 
Warm up: ball tricks 

Skill: sending and receiving 
Skill application:  collect your 

rebound 

Warm up: ball tricks 
Skill: sending and receiving 

Skill application:  juggle challenge 
 

Warm up: ball tricks 
Skill: sending and 

receiving 
Skill application:  beat 

the buzzer 

Warm up: ball handling 
Skill: reaction/response 

Skill application:  quick off 
the mark 

Warm up: ball handling 
Skill: reaction/response 

Skill application:  copy your 
partner 

C
it

iz
en

sh
ip

 

&
 E

th
ic

s PSHE Staying healthy Exercise and physical activity Healthy eating Choosing a healthy lifestyle 

Philosophy for 
Children 

     

Fa
it

h
 

&
 

B
el

ie
f 

RE 
How special is the relationship Jews 

have with God? 
Agreements The Covenant Promises The Shema 

Topic Title: The rise of the Robots   Enquiry Question: Can robots be trusted?  

 Focus Texts: How to be a dog, No Bot, The Robot and the Bluebird 

 



 

 

 

 

 

 

THEMES 

 

 
 

 
 

 

 

 

 

 

 

OUTCOMES 

 
Presentation about robot- filmed with green screen, exhibition of robots in learning street 
 

VOCABULARY 

 
Computing: program, algorithm, debug, sequence, instruction, command 

Design and Technology: investigating, planning, design, make, evaluate,  purpose, ideas, design criteria, product, 

function, mechanism, moving parts, lever, axle, pulley, slider, spinner 

INTERDISCIPLINARY 

 
Writing: instruction manual for robot 

Oracy: Launch speech/promotion of robot 
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Computing D & T 

Science 

SCIENCE 

POWER 

HEALTH 

CULTURE EUROPE CARIBBEAN 

PRIVILEGE 

 

 

Disciplinary 

 

PLACE 

 

 

Disciplinary 

 

PEOPLE 

 

 

Disciplinar

y 

 

RACISM COLONISATION 

DIET  



PROGRESSION ACROSS YEAR GROUPS:  

 

COMPUTING 
 

year  
 
 
 
 
 
 
 
 
 
 
 
 
 
 

DESIGN AND TECHNOLOGY 

 
 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 

YEAR ONE KNOWLEDGE 
 
Pupils create, debug and implement 
instruction (simple algorithms) as 
programs on a range of digital devices.  

Pupils understand that digital devices 
follow precise and unambiguous 
instructions.   

Pupils understand that digital devices 
simulate real situations. 

Pupils increasingly use a range of 
technology to enquire with purpose, 
accessing and creating digital content 
such as still and moving images, video, 
audio and text.  

 

YEAR TWO KNOWLEDGE  

 

Pupils understand that algorithms are 

implemented as programs on digital 

devices.    

Pupils create and debug programs to 

achieve specific goals.  

Pupils use the principles of logical 

reasoning to plan and predict the 

behaviour of simple programs.    

Pupils solve real and imaginary problems 

on and off screen. 

 

Pupils increasingly use a range of 

technology to enquire with purpose, 

accessing and creating digital content 

such as still and moving images, video, 

audio and text.  

 

YEAR THREE KNOWLEDGE 
 

Pupils create programs to accomplish 

specific goals:  

 Using an increasing range of digital 

devices and applications.  

 Exploring and understanding the 

impact of changing instructions. 

 Using sequence and repetition. 

 Decomposing problems both on and 

off screen. 

Using the principles of logical reasoning 

in order to resolve problems. 

 

Pupils are confident and creative users 

of technology.  They are beginning to 

make informed choices about the 

appropriateness of digital content they 

access and create, using an increasing 

range of digital resources and devices  

 

YEAR ONE KNOWLEDGE 

Design 

- Begin to draw on their own experiences 

to help generate ideas and research 

conducted on criteria. 
- To generate, develop, model and 

communicate their ideas through 

talking, drawing, templates, mock-ups 

and, where appropriate, information and 

communication technology. 

 

Plan 

- To select from a wide range of 

materials and components to fit the 

purpose of your creation: construction 

materials, fabrics, ingredients. 

 

Skills and techniques 

- To practice using a range of tools and 

equipment safely (cutting, shaping, 

joining and finishing). 

 

Technical knowledge 

- To explore and use mechanisms, [for 

example levers, sliders, wheels and 

axles] 

 

 

 

 

YEAR TWO KNOWLEDGE  

Design 

- To design purposeful, functional, 

appealing products, for themselves and 

others based on a given design criteria. 

- To generate, develop, model and 

communicate their ideas through 

talking, drawing, templates, mock-ups 

and, where appropriate, information and 

communication technology. 

 

Plan 

- To select from a wide range of 

materials and components to fit the 

purpose of your creation: construction 

materials, fabrics, ingredients. 

- To begin to select tools and materials; 

use correct vocabulary to name and 

describe them 

 

 

Skills and techniques 

- To practice using a range of tools and 

equipment safely (cutting, shaping, 

joining and finishing). 

 

Technical knowledge 

- To explore and use mechanisms, [for 

example levers, sliders, wheels and 

axles] 

 

 

 

 

 

YEAR THREE KNOWLEDGE 

Design 

- To begin to understand how existing 

products have been designed, made, 

what materials were used and the 

construction technique to support the 

development of a design criteria. 

 

Plan 

- To generate, develop, model and 

communicate their ideas through 

annotated drawings. 

- To select from a wider range of tools 

and equipment. To explain their choices 

of why they have chosen these tools 

 

 

Skills and techniques 

- To use a wider range of tools and 

equipment to perform practical tasks 

[cutting, shaping, joining and finishing] 

accurately. 

 

Technical knowledge 

- Start to understand and use mechanical 

systems in their products [levers and 

linkages]  

- To begin to use simple electrical circuits 

and components to create functional 

products.  

 

 



SCIENCE 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

YEAR ONE KNOWLEDGE 

  1.4a Observe changes across the 

four seasons. 

 1.4b Observe and describe weather 

associated with the seasons and 

how day length varies 

WS: Seasonal Change Investigation  

Observing closely, using simple 

equipment  

• Children explore the world around 

them. They make careful observations to 

support identification, comparison and 

noticing change. They use appropriate 

senses, aided by equipment such as 

magnifying glasses or digital 

microscopes, to make their 

observations. 

 

 

 

 

 

 

 

YEAR TWO KNOWLEDGE  

 1.4a Observe changes across the 

four seasons. 

 1.4b Observe and describe weather 

associated with the seasons and 

how day length varies 

WS: Seasonal Change Investigation  

Observing closely, using simple 

equipment  

• Children explore the world around 

them. They make careful observations to 

support identification, comparison and 

noticing change. They use appropriate 

senses, aided by equipment such as 

magnifying glasses or digital 

microscopes, to make their 

observations.  

 • They begin to take measurements, 

initially by comparisons, then using non-

standard units 

 

 

 

 

 

YEAR THREE KNOWLEDGE 

 4.5a Identify common appliances 

that run on electricity 

 4.5b Construct a simple series 

electrical circuit, identifying and 

naming its basic parts, including 

cells, wires, bulbs, switches and 

buzzers. 

 4.5c Identify whether or not a lamp 

will light in a simple series circuit, 

based on whether or not the lamp 

is part of a complete loop with a 

battery.  

 4.5d Recognise that a switch opens 

and closes a circuit and associate 

this with whether or not a lamp 

lights in a simple series circuit. 

 4.5e  Recognise some common 

conductors and insulators, and 

associate metals with being good 

conductors. 

 

WS:  REVIEW – conductors 

 

Using straightforward scientific evidence 

to answer questions or to support their 

findings.  

• Children answer their own and others’ 

questions based on observations they 

have made, measurements they have 

taken or information they have gained 

from secondary sources.  

Identifying differences, similarities or 

changes related to simple scientific ideas 

and processes  

• Children interpret their data to 

generate simple comparative statements 

based on their evidence.  

Using results to draw simple conclusions, 

make predictions for new values, suggest 

improvements and raise further 

questions 

 



SEQUENCE OF LEARNING 
 

 

 

 

 

 

 

 

 

 

Week 1  

Enquiry 
question 

What do we already know about robots? 

Key learning 

objectives 

Asking and answering questions 

Success 

criteria 

- Explaining what they already know about robots 

- Generating questions 

Vocabulary Robot, technology, programmed, artificial intelligence 

Sequence - Set the scene for the new topic. At lunch time place a few pieces of scrap metal around the 
classroom. Turn some chairs upside down and spread some pencils around the classroom.  
- What do they think happened at lunchtime in the classroom. Explain that a Robot has been 
- do we know of any Robots? Watch the trailer for The Iron Giant. What do the children 
think our new topic is going to be?  
- Ask children what is a robot? (Any machine that can move around & do tasks without 

human help) Where does the word Robot come from? (Czech word Robota meaning hard 

work, forced labour) 

Outcome 

/Assessment 

Children to write as many questions as they can about robots around an image in their topic 

books 

Week 2  

Enquiry 

question 

What makes a robot suitable for a ‘human’ job? 

Key learning 

objective 

Understanding why robots do some of the jobs they do 

 

Success 

criteria 

- To explain what a robot is 

- To explain why robots are suitable for some of the jobs they do 

Vocabulary Robot, technology, programmed, artificial intelligence, job, suitable 

Sequence - Discuss specific examples of how robots are now doing jobs that humans once did 

themselves.  

- First programmable robot designed in 1954 by George Devol - now many robots help 

humans complete jobs?  

- On a farm, a robot can shear sheep for hours without getting tired. A Scarebot can scare 

away birds 24hrs a day 7 days a week! 

- Look at robots building cars - they never make mistakes! (Have chn seen advert of robots 

paint-spraying cars?!) They can plant seeds endlessly - a boring, slow job for a human!  

- Visit http://www.robots.com/movies.php and watch movies of industrial robots in action. 

Compare their jobs with how they would have been done in past.  

- Discuss advantages of robots on IWB (limitless energy, no feelings, little intelligence, rarely 

make mistakes, quick, ideal for tiring, repetitive, dangerous jobs)  

- Any disadvantages? What about jobs for humans? 

Outcome 

/Assessment 

Children to create a poster for robots detailing all the jobs that may be available to them 

http://www.robots.com/movies.php


 

 

 

Week 3 Playful enquiry- design a junk model robot 

Enquiry 

question 

Have robots ever rescued humans? 

Key learning 

objectives 

To find out how robots can come to the rescue in real life. 

Success 

criteria 

- To explain the roles of existing robots and some of the missions they have completed. 

Vocabulary Robot, technology, programmed, artificial intelligence, rescue, mission 

Sequence - In the past Robots have been seen as something to be scared of. But now robots are used 

to save lives, not endanger them! 

- Robots are used to fight fires, look underwater and handle dangerous objects like 

unexploded bombs.  

- Take each of these situations. Ask children  why a robot is ideal for each role? (Robots can 

be rebuilt, they don’t need air to breathe, they can cope with heat, they can be made 

smaller). 

- Look at websites showing rescue robots at work using internet links.  

- A robot was used to search the Twin Towers in New York, September 11th 2001 & to 

collect data in Fukushima Nuclear Power Station in 2011 after the tsunami.  

 

Outcome/ 

Assessment 

Children to design a monument and a plaque commemorating one of the robots discussed. 

Children can use QR codes and iPads for additional research. 

Week 4 Playful enquiry- junk model robots 

Enquiry 

question 

How else can robots help people? 

Key 

learning 

objectives 

To design and advertise a new 'helpful' robot 

Success 

criteria 

- To design a robot and create an advertisement poster 

Vocabulary Revolutionary, robot, technology, programmed, artificial intelligence, persuasive, 
helping, design,  
 

Sequence - As we found out in the very first session, robots are well equipped to do those jobs we love to 

hate! 

- Discuss the impact that robots are starting to have on our lives at home. Show examples of 

the Clever Cleaner (hoover!) and Magic Mower (grass cutter) already available! Two jobs which 

parents dislike where robots can help, leaving them to get on with something more 

interesting/important. 

- Ask children why these are two of the first available domestic robots? (Floor/garden are 

simple spaces, robot stays on floor, just like a beebot). 

- Demonstrate how a beebot can be “programmed” to travel around the floor in a classroom. - 

Why are other tasks like cooking, washing up, climbing stairs & tidying children’s bedrooms 

harder tasks?  

- What could a robot do to be REALLY USEFUL?  

- Scientists are working hard to bring the world of ‘Bots’ and humans closer together. In 

children’s lifetime things will be very different than they are today. Discuss what they would 

like to see available in 2050 

Outcome/ 

Assessment 

Children to design their revolutionary robot and create a poster 



 

ASSESSMENT 
 

 
Science 
 
Working 
scientifically 
 
 
 
Declarative 
knowledge 
 
 
 
 

 End of unit tests 

 Children’s topic books 

 Responsive Teaching 
Journal Notes 

Subject assessment sheets 

- Discussion of seasonal 
changes 
- Seasonal tree artwork and 
discussion 
- Weather investigations 

- Articulate WHY 
things happen 
- Testing own 
hypotheses  

 

RESOURCES 

 

Images of robots, video clips of robots, robots books, junk modelling, tinkering, scrap 
metal 

Week 5 Playful enquiry- junk model robots- tinkering and finishing, create exhibition 

Enquiry 

question 

What might future robots look like? 

Key learning 

objectives 

 

To use knowledge of today to imagine life in the future 

Success 

criteria 

- To imagine future robots 

Vocabulary Robot, realistic, futuristic, humanoid 

Sequence - As Robots become more sophisticated we can trust them to do more and more things.  

Watch video of the robots being used in surgery. Working accurately without error or 

getting tired, surgeons can also control the robot from a distance. What benefit does this 

have? 

- We also send robots into space to explore for us . Watch video of a robot taking pictures, 

travelling over land surfaces, constructing space stations.  

- What advantages do Robots have over humans to do this work?  

- Discuss air, danger, time spent travelling, heat, doesn’t need food, rest, etc.  

- As robots get more sophisticated they also get more realistic and humanlike.  

- Look at  https://www.youtube.com/watch?v=6fctULDctuA   and see human like robots 

playing the trumpet! 

- https://www.youtube.com/watch?v=am1csALyEzE Asimo robot dancing  

  Using imagination, and an awareness of what robots like Asimo can already do, children 

need to take robotics to a new level. What is it that robots in the future will be able to do? 

How will they be more human like? 

Outcome/ 

Assessment 

Children to create an image of what they imagine a futuristic ‘humanoid’ robot will be like? 

What functions will they have? 

https://www.youtube.com/watch?v=6fctULDctuA
https://www.youtube.com/watch?v=am1csALyEzE

