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• that there are many uses 
of control technology in 
everyday life 

• that control devices must 
be programmed 

• that sequence affects 
outcome 

• that instructions can be 
described using a 
common language 

• that machines and 
devices need a source of 
power e.g. electricity 

• that the screen turtle 
obeys the same language 
commands as the real 
floor turtle 

• that recording a sequence 
of instructions forms the 
basis of control work 

• that results can be 
predicted and that 
predictions can be tested 

• that control technology is 
used in the wider world in 
a range of settings 

• that control devices follow 
instructions which can 
contain numerical data 

• that a floor turtle can draw 
a trail 

• that devices that carry out 
repeated actions follow 
stored instructions, e.g. 
washing machines 

• that instructions can be 
repeated 

• that instructions can be 
recorded in a common 
format for amendment 

•  • that the screen turtle can 
be given commands to 
produce a specific 
shape/pattern on screen 

• that instructions given to a 
screen turtle can be 
repeated 

• that groups of instructions 
can be named 

• that developments in 
control technology have 
made computer games: 
easier, more intuitive, 
more realistic and more 
fun to play 

• that programs can control 
devices to respond to 
different inputs 

• that a control system has 
distinct components 

• that on-screen simulations 
trigger actions in 
response to user input 

• that control language can 
be used to control output 
devices/actuators 
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• to explore how devices 
work 

• to use simple everyday 
technology with 
confidence 

• to use battery operated 
toys to support their 
learning 

• to use directional 
language to describe the 
movement of a floor turtle 

• to enter a sequence of 
instructions into a floor 
turtle to make it move 
forwards, backwards, left 
and right in ‘L’ shaped 
movements 

• to identify and describe a 
range of everyday 
technology devices and 
discuss how they might 
be controlled using user 
input (e.g. pressing 
buttons) 

• to enter a sequence of 
instructions to control a 
screen turtle 

• to amend instructions to 
make them correct 

• to read a set of simple 
instructions, predict the 
result and follow the 
instructions to test their 
prediction 

• to recognise and talk 
about a range of control 
technology in the wider 
world 

• to enter a sequence of 
instructions into the floor 
turtle using numerical 
data to make it go 
forwards and backwards 
(e.g forward 5, back 2) 

• to draw a trail with the 
floor turtle using forward 
and turning movements 

• to develop a sequence of 
numerical instructions to 
control the floor turtle 

• to use the repeat key to 
produce symmetrical 
shapes with the floor turtle 

• to develop and record 
sequences of instructions 
using numerical data to 
control the floor turtle, and 
predict and test results 

•  • to transfer floor turtle 
instructions to the screen 
and understand common 
language 

• to type turtle commands 
in immediate mode 

• to change the appearance 
of a screen turtle’s trail 

• to use penup and 
pendown to move the 
screen turtle 

• to enter a list of 
commands to produce a 
specific shape on screen 

• to use the repeat 
command when moving 
the screen turtle 

• to create and edit Logo 
procedures 

• to use a parameter to 
replace the side distance 
of a shape 

• to write repeating 
procedures in Logo to 
produce a desired 
outcome 

• to use existing skills to 
solve problems using 
Logo 

• to investigate and explain 
how developments in 
computer control 
technology have affected 
the gaming industry 

• to sequence instructions to 
control an output 

• to ‘debug’ a program 
when things go wrong 

• to create a set of 
instructions which uses 
conditional statements 
(‘If… then…’) to control an 
on-screen simulation 

• to plan, test and review a 
control program 

• to customize a program to 
fit the needs of the user 

• to interactively modify, 
refine and extend 
creations 

• to control an output 
device using control 
language 

• to use procedures to 
control more than one 
output and to improve 
efficiency of sequences 

• to control outputs to solve 
a problem 

• to refine programs written 
in a control language 

 

Sequencing Instructions: Robots, Control Systems and Simple Programming 


