



















Activity box 








1 



The children are creating a dance routine. What programme could you use to 








record it? 








2 



What would the algorithm for the dance look like? 








3 



Can you write out the algorithm for each dancer to get to their starting spot on 








the stage? 








Look at the picture 








on the cover. Work in 








pairs and answer the 








questions. 








The Cambridge Primary Computing series consists of a Learner’s Book, Boost eBook and 








Teacher’s Guide with Boost Subscription for each Cambridge Primary stage. 








Learner’s Book 








Boost eBook 








Teacher’s Guide with 








Boost Subscription 








Stage 1 








(ages 5–6) 








9781398368569 








9781398368170 








9781398368125 








Stage 2 








(ages 6–7) 








9781398368576 








9781398368217 








9781398368354 








Stage 3 








(ages 7–8) 








9781398368583 








9781398368248 








9781398368415 








Stage 4 








(ages 8–9) 








9781398368590 








9781398368279 








9781398368422 








Stage 5 








(ages 9–10) 








9781398368606 








9781398368309 








9781398368460 








Stage 6 








(ages 10–11) 








9781398368613 








9781398368330 








9781398368507 








* Age ranges are for guidance only 








To explore the entire series, visit 



www.hoddereducation.com/cambridge-primary-computing 




























Although every effort has been made to ensure that website addresses are correct at time of going to press, Hodder Education 








cannot be held responsible for the content of any website mentioned in this book. It is sometimes possible to find a relocated 








web page by typing in the address of the home page for a website in the URL window of your browser. 








Hachette UK’s policy is to use papers that are natural, renewable and recyclable products and made from wood grown in 








well-managed forests and other controlled sources. The logging and manufacturing processes are expected to conform 








to the environmental regulations of the country of origin. 








Orders: please contact Hachette UK Distribution, Hely Hutchinson Centre, Milton Road, Didcot, Oxfordshire, OX11 7HH. 








Telephone: +44 (0)1235 827827. Email education@hachette.co.uk. Lines are open from 9 a.m. to 5 p.m., Monday to Saturday, 








with a 24-hour message-answering service. You can also order through our website: www.hoddereducation.com 








© Roland Birbal, Carissa Gookool, Michelle Koon Koon, Nazreen Mohammed, Michele Taylor 2023 








First published in 2023 by 








Hodder Education 








An Hachette UK Company 








Carmelite House 








50 Victoria Embankment 








London EC4Y 0DZ 








www.hoddereducation.com 








Impression number 








10 9 8 7 6 5 4 3 2 1 








Year 








2027 2026 2025 2024 2023 








All rights reserved. Apart from any use permitted under UK copyright law, no part of this publication may be reproduced or transmitted 








in any form or by any means, electronic or mechanical, including photocopying and recording, or held within any information 








storage and retrieval system, without permission in writing from the publisher or under licence from the Copyright Licensing Agency Limited. 








Further details of such licences (for reprographic reproduction) may be obtained from the Copyright Licensing Agency Limited, www.cla.co.uk 








Cover illustration by Lisa Hunt from Bright Agency 








Illustrations by Vian Oelofsen, Stéphan Theron 








Typeset in FS Albert 17/19 by IO Publishing CC 








Printed in Slovenia 








A catalogue record for this title is available from the British Library. 








ISBN: 9781398368576


eISBN: 9781398368200 













Endorsement indicates that a resource has passed Cambridge International’s rigorous quality-assurance process and is suitable to support the delivery 








of a Cambridge International curriculum framework. However, endorsed resources are not the only suitable materials available to support teaching and 








learning, and are not essential to be used to achieve the qualification. Resource lists found on the Cambridge International website will include this 








resource and other endorsed resources. 








Any example answers to questions taken from past question papers, practice questions, accompanying marks and mark schemes included in this resource 








have been written by the authors and are for guidance only. They do not replicate examination papers. In examinations the way marks are awarded may 








be different. Any references to assessment and/or assessment preparation are the publisher’s interpretation of the curriculum framework requirements. 








Examiners will not use endorsed resources as a source of material for any assessment set by Cambridge International. 








While the publishers have made every attempt to ensure that advice on the qualification and its assessment is accurate, the official curriculum 








framework, specimen assessment materials and any associated assessment guidance materials produced by the awarding body are the only authoritative 








source of information and should always be referred to for definitive guidance. Cambridge International recommends that teachers consider using a 








range of teaching and learning resources based on their own professional judgement of their students’ needs. 








Cambridge International has not paid for the production of this resource, nor does Cambridge International receive any royalties from its sale. For more 








information about the endorsement process, please visit www.cambridgeinternational.org/endorsed-resources 








Cambridge International copyright material in this publication is reproduced under licence and remains the intellectual property of Cambridge 








Assessment International Education. 








Registered Cambridge International Schools benefit from high-quality programmes, assessments and a wide range of support so that teachers can 








effectively deliver Cambridge Primary. Visit www.cambridgeinternational.org/primary to find out more. 








Third-party websites and resources referred to in this publication have not been endorsed by Cambridge Assessment International Education. 



















Contents 








Term 3 









Unit 9 



Connected and sharing 









122 









Unit 10 



Be a storyteller 









134 









Unit 11 



Computers and robots 









149 









Term 2 









Unit 5 



Devices and networks 









66 









Unit 6 



Be a designer 









80 









Unit 7 



Be a data scientist 









92 









Unit 8 



Be an artist 









106 









Term 1 









Unit 1 



Be a game developer 









8 









Unit 2 



Be a data analyst 









24 









Unit 3 



Computers and their functions 









40 









Unit 4 



Be an animator 









54 









How to use this book 









4 









Glossary 









164 






















4 








How to use this book 








Warm up: 



An 








offline activity to 








start your learning. 








Do you remember? 








A list of things you 








should know before 








you start the unit. 








Get started! 



Talk 








about the new topic 








with a partner or 








small group. 








Look at the following instructions. They are for the game ‘Simon says’. 








1 



Which 



instructions are clear? 








2 



What 



is missing in the instructions? 








❶ 



Simon says, “Move 4 








steps forward” 








❷ 



Simon says, “Move” 








❸ 



Simon says, “Run” 








❹ 



Simon says, “Clap your 








hands two times” 








❺ 



Simon says, “Run to 








the tree” 








Get started! 








You will learn: 








• that an algorithm is a precise set 








of instructions 








• that programs tell computers 








what to do 








• how to write programs from 








algorithms. 








In this unit, you 








will learn about 








algorithms and 








programs. 








is missing in the instructions? 








You will learn: 



A list 








of things you will 








learn in the unit. 








You 



will need a sheet of paper. Follow the instructions below. 








1 



Draw a rectangle. 








2 



Draw a triangle over the rectangle. 








3 



In the rectangle, draw three small squares. 








• 



Show your drawing to your classmates. 








• 



Do your pictures look different? 








The 



instructions are to draw an object. Your teacher will show you. 








Talk 



in groups. Why are some people’s drawings different? 








Warm up 








Do you remember? 








Before starting this unit, check that you: 








• 



know what an algorithm is 








• 



can follow an algorithm 








• 



know that the order of instructions is important 








• 



know that algorithms are used to write code. 








In this unit, you will use ScratchJr. There is 








an online chapter all about ScratchJr. 
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How to use this book 








Learn: 



Learn new 








computing skills 








with your teacher. 








Look at the 








instructions to help 








you. 








Practise: 



Answer 








questions to learn 








more and practice 








your new skills. 








Learn 








Computer devices look different. However, they are all made from 








hardware 



and 



software. 








Hardware 








Hardware are the physical objects that make up a computing device. 








Here are some examples of hardware: 








This processor is hardware. It is hidden inside all computing 








devices. You cannot see it, but a computing device cannot work 








without it. 








Mia uses a keyboard to write a letter to her friend on the 








computer. The keyboard is hardware. 








Zhu can use headphones to listen to music on her smartphone. 








Headphones are hardware. 








Headphones are hardware. 








Practise 








For these questions, use the website your teacher gives you. 








1 



Use data from the table to make a bar graph. 








Name Favourite fruit 








Zara 








Banana 








Viti 








Banana 








David Orange 








Jack 








Orange 








Annay Orange 








Sara 








Banana 








Liam Apple 








Favourite fruit Number of people 








Banana 








3 








Orange 








Apple 








Hint: First, count the 








data. Put it in a table 








or tally chart, like this: 
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How to use this book 








Go further: 








Activities to make 








you think carefully 








about computing. 








Challenge yourself! 








A harder activity to 








test your new skills. 








All links to additional 








resources can be found at: 








https://www.hoddereducation. 








co.uk/cambridgeextras 








1 



Liam is getting dressed for school. What is the error in 








the algorithm? 








Step 



❶ 



Put on T-shirt 








Step 



❷ 



Put on trousers 








Step 



❸ 



Put on shoes 








Step 



➍ 



Put on socks 








Computational thinking 








What 



are some additional steps to get dressed if it is 








winter time? Write a new algorithm to get dressed 








during winter. 








? 








2 



Here is an algorithm for a 



Seahorse 



character. 








Step Instruction 








❶ 



Start on Green Flag 








❷ 



Move up 4 








❸ 



Move up 4 








❹ 



Shrink by 2 








❺ 



Shrink by 2 








❻ 



Shrink by 2 








➐ 



Stop program 








Which program does the same thing as this algorithm? 








Go further 








is getting dressed for school. What is the error in 








A 








B 








C 








Challenge yourself! 








1 



Start a new project. Add the correct 








code from the 



Go further 



activity to the 








Seahorse 



character. 








2 



Add a 



Fish 



character. 








3 



Create a program for the 



Fish 



to match 








this algorithm. 








Step Instruction 








❶ 



Start on Green Flag 








❷ 



Say “Hi Seahorse” 








❸ 



Move right (6) 








❹ 



Move left (2) 








❺ 



Play Pop sound 








❻ 



Repeat steps 3 to 5 two more times 








➐ 



Stop program 








4 



Add the 



Starfish 



character to your project. 








5 



Add the code below to the 



Starfish 



and run it. 








6 



Change the code for the 



Starfish 



so it uses the 



Repeat 



block. 








The new code should get the same results. 








7 



Run your final program. 








Test your code 








to see if you 








get the correct 








results. 
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How to use this book 








My project: 



A 








longer activity at 








the end of the unit 








to test the skills you 








have learnt so far. 








Did you know? 



Learn 








about interesting 








facts and information. 








What can you do? 








Find out how much 








you have learnt and 








what you can do. 








Computational thinking: 








A task that tests your 








computational thinking skills. 








Keywords: 



Understand new 








computing words. The 



Glossary 








at the end of the book also lists 








all of these words. 








My project 








1 



Look 



at the algorithm to get out of a maze. It has one error. 








What 



is the error? How would you correct it? 








Algorithm 








Move right (2) 








Move up (3) 








Move right (4) 








Move up (1) 








2 



Think 



about the things you do every night when you go to bed. 








Write an algorithm for going to bed. Include all the things you 








do in the correct order. 








3 a 



Create a program from 



the algorithm below for the 








Basketball 



character. Use 



the 



Repeat 



block. 








Step Instruction 








❶ 



Start on Green Flag 








❷ 



Jump (1) 








❸ 



Move right (2) 








❹ 



Jump (1) 








❺ 



Move right (2) 








❻ 



Jump (1) 








➐ 



Move right (2) 








➑ 



Stop program 








b 



Run your code and check that you get the correct results. 








Include the start 








and end steps in 








your algorithm. 








Read and review what you can do. 








✔ 



I can find and correct errors in 








algorithms. 








✔ 



I can identify the steps to 








perform tasks. 








✔ 



I can create programs that use the 








repeat command. 








What can you do? 








Good job! Now you can 








create algorithms and 








programs that repeat 








instructions. 








Computational thinking 








Complete 



the algorithm in the table below with the 








steps to get the mouse to the cheese. 








Step Instruction 








❶ 



Move 



right 



__________ 








❷ 



Move 



__________ 








❸ 



Move 



__________ 








❹ 



Move 



__________ 



(2) 








? 








Keywords 








output: 



the results of 








an algorithm 








input: 



the data that is 








given to an algorithm 








Did you know? 








The 



Mars Climate Orbiter 



was a 








spaceship. 








A bug in the program controlling 








the spaceship caused an error. 








The mission could not 








be completed! 








TCM-4 








TCM-4 








PLA 








NN 








ED 








PAT 








H 








AC 








TU 








AL 








PAT 








H 








2 








2 








6 








k 








m 








5 








7 








k 








m 
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