
 
 
 
 
 
 
 
 
 
 
 
 

Component 4:  To create programs using different kinds of 
objects whose behaviours are limited to specific actions.  
We should know: 
Pupils can explain what debug (debugging) means. Pupils can 
explain what they did so that their computer program did not 
work. Pupils can debug simple programs.  
What we will know after this sequence: 
Pupils can create a computer program using different objects 
that can only move in certain ways. 
Vocabulary:  
Object, programme debug, movement.  
How will this feed into my next learning: 
Pupils can use their knowledge of computer programs and 
debugging to include more varieties in their coding.  

Component 5:  To use all the coding knowledge, they have 
learned throughout their programming lessons to create a more 
complex program that tells a story. 
 
We should know: 
Pupils can show their computer program and point out the 
algorithms they created. 
What we will know after this sequence: 
Pupils can plan and use algorithms in programs successfully to 
achieve an end result. Pupils can code a program using a variety 
of objects, actions, events and outputs successfully. 
Vocabulary: 
Plan, algorithm, debug, code, actions, objects.  
How will this feed into my next learning: 
Pupils will continue to develop their coding and debugging skills 
on different software and programs.  

Component 3:   To know what debugging means in 
computing. 
We should know:  
Pupils can explain that an algorithm is a set of instructions. 
Pupils can explain that for the computer to make something 
happen, it needs to follow clear instructions. Pupils can 
explain the terms command, repeat, input, output and 
events based on their coding work so far.  
What we will know after this sequence: 
Pupils can explain what debug (debugging) means. Pupils can 
explain what they did so that their computer program did not 
work. Pupils can debug simple programs. 
Vocabulary:  
De-bug, algorithm, programme. 
How will this feed into my next learning: 
Pupils will use their debugging skills to move different objects 
in specific directions within their own coding.  

Component 2:  To understand the key terms.  
We should know:  
Pupils can explain that an algorithm is a set of instructions. 
Pupils can explain that for the computer to make something 
happen, it needs to follow clear instructions. Pupils can show 
their computer program and point out the algorithms they 
created. 
What we will know after this sequence: 
Pupils can create a computer program including at least four 
new coding vocabulary terms. Pupils can explain how to use the 
following terms in a computer program: Command, Repeat, 
Input, output, Event, Collision Detection and Timer. 
Vocabulary:  
Command, Repeat, Input, Output, 
Event, Collision Detection and Timer. 
How will this feed into my next learning: 
To know what debugging means in computing. 

Component 1:   To introduce algorithms. 
We should know: 
How to log on to the computer and that a set of instructions helps us create a product or end goal.  
What we will know after this sequence: 
Pupils can explain that an algorithm is a set of instructions. Pupils can explain that for the computer to make something happen, 
it needs to follow clear instructions. Pupils can show their computer program and point out the algorithms they created. 
Vocabulary:   
Action, Block, Code, Design Mode, Object, When Clicked, When Key and When Swiped, algorithm.  
How will this feed into my next learning: 
Pupils can explain how to use the following terms in a computer program: Command, Repeat, Input, 
Output, Event, Collision Detection and Timer. 

Final Outcome: We are working towards creating a more 
complex program to retell a story, using 2Code. 
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