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R E A D  F I R S T  
Y E A R  3 :  M I C R O B I T  F I R S T  S T E P S  

C U R R I C U L U M  M I L E S T O N E S  

 
 

I  c a n  a d d  e x t r a  c o d e  t o  

e n h a n c e  t h e  f u n c t i o n  o f  a  

p r o g r a m  

 

I  c a n  c r e a t e  a  s e q u e n c e  o f  

c o n n e c t e d  c o m m a n d s  

 

I  c a n  u s e  a  f o r e v e r  l o o p  

( c o d e  t h a t  i s  a l w a y s  

a c t i v e  w h i l e  a  p r o g r a m  

r u n s )  

 

I  c a n  c o n t r o l  o r  s i m u l a t e  

p r o g r a m m a b l e  h a r d w a r e  

( e . g .  a  S p h e r o  r o b o t  o r  

M i c r o b i t )  

 
W H Y  T H I S ?  W H Y  N O W ?  

C U R R I C U L U M  S E Q U E N C I N G  

A N D  A S S E S S M E N T  

This unit is the first Programming unit for 
year 3, and features Microbit hardware. 
These micro-controllers give children a really 
hands-on experience with programming, 
seeing what they code appear before their 
eyes. The unit builds upon previous learning 
within Scratch Jr and Robot Algorithms 
(using Beebots) in year 2.  
This unit will prepare children sufficiently to 
consider the second Programming unit, 
either in Scratch or using Sphero robots.  
 
The unit provides building blocks for 
programming concepts in year 4 and beyond. 
For example: use of more advanced loop 
commands; re-ordering code for different 
outcomes; refactoring code to make it run 
better. 

 
 

  

Microbits general guidance: 

Microbits are one of the most fun and 

accessible pieces of programmable 

hardware that children can encounter at primary level. They may look 

intimidating at first, but these simple units allow children to learn / 

experiment with code in a fun and accessible manner. 

 

Battery packs and batteries are 

often optional extras for each 

project – do keep them out of the 

way until needed. 

 

Do refer to this document for two 

main tips on using Microbits 

successfully with a class, including 

pairing devices and using 

Microbit Classroom. 

 

With this unit at year 3, it may be better for children to be slightly older 

before encountering the hands-on nature of the devices and the on-

screen coding environment. Spring term 2 could be a good point for this 

initial unit, before moving onto Programming 2 in one of the summer 

half terms.  

 

E A S Y  A C C E S S  T I P S :  L E S S O N S  1 ,  2  A N D  3   

These simple activities will get children familiar with the Makecode 

coding environment, and how to create simple sequences of code that 

can be adjusted and run on the physical Microbit. 

 

You do not need to follow every slide in the materials if you feel that the 

pace of your lesson is suffering.  

 

You will find that the coding videos, found within the Powerpoints, are 

a really good way to outline to children what you are looking for them 

to achieve with their coding. These videos can be a really good way for 

teachers with less experience to build confidence in the coding 

environment and with the Microbits themselves. 

 

E A S Y  A C C E S S  T I P S :  L E S S O N  4   

This lesson is more involved, with children needing to test out their 

creations with the battery packs. This lesson might span out across 

more than one lesson, or take up an extended afternoon session. 

 
 

 

http://www.dlcornwall.org/
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