
IT in Primary Science - IT in Science -  

 54

IT tools
Section

2

What you need - continued
A few suppliers will sell you ready-made models 
to control - traffic lights, mounted motors, pictures 
with lights and things built into them. Beginners 
will appreciate these. 

The final item in your 
control kit is the software. 
Once you have run this 
and set it up to match your 
system you should be ready 
for business. 

The children type in or click-on 'key words' like 
SWITCHON [1 2] or REPEAT 3 [SWITCHON [1 2] 
and build up a series of commands to control their 
models. The software also allows then to switch 
on say, a fan when a special condition occurs - for 
example, IF SWITCH=ON THEN SWITCHON 1 
will switch something on if you press a switch. 
Modern equipment and software allows them 
to use analogue sensors, such as temperature 
sensors in their control systems. For example, 
they might enter IF TEMPERATURE IS ABOVE 30 
THEN SWITCHON 1 to switch on a fan when the 
temperature rises above 30 degrees. 

Control without wires

There are some easier routes to control which do  
not involve control boxes. For example, the 

Logo language helps create a feel for giving 
commands. This is the program 
where you type commands such as 
FORWARD 20 and draw a line on 
the screen - many control programs 
are Logo-like so Logo is a good 

starting point. Logowriter (from Valiant) is an 
interesting version of Logo - adding stories, pictures 
and text to Logo activities. 

Then there are programs that simulate control. The 
children might give instructions to the computer to 
say, load an elephant onto a lorry or load crates 
onto a ship. In one the children use the keyboard 
to direct a Teddy round a playground. See under 
Control in the reference section.

Children can also use a Robot such as Pip, Pixie 
or Roamer - motorised buggies that move forward 
and turn using a built in keyboard. These can 
tour the classroom, or visit different places on a 
large picture of say, a farm. These are easier to 
understand. 

Contexts for control

Computer control activities will find a place in  
science and technology topics. For example,

In an electricity topic you can wire up traffic lights.

In a machines theme you can develop a buggy, a 
washing machine, a car park barrier or a bridge 
that opens and closes.

In a weather topic you can make a device which 
opens and closes a window depending on the 
temperature. Or you could develop a device, which 
always faces the sun even when the sun ‘moves’ 
across the sky.

In a living things topic you can make a device that 
counts birds arriving at a bird table. Or devise a 
machine to meter out bird food.

In an ourselves topic you can use control 
technology to mimic the control systems of the 
human body. A machine might move in response 
to sound and light. Or you could make a baby 
incubator and keep it at a steady temperature. 

Control activities

The problems on the pages that follow can be  
solved using control technology. The first two 

problems are easier and merely involve switching 
lights on and off. The next two use analogue 
sensors and show you how to create a more 
refined control system.

Control


