
 
 
 
 
 
 
 
 
 
 
 
 

Week 4: 
We should know: 
Pupils can show how their character repeats an action and 
explain how they caused it to do so.  
Pupils are beginning to understand how the use of the timer 
differs from the repeat command and can experiment with the 
different methods of repeating blocks of code.  
Pupils can explain how they made objects repeat actions.  
What we will know after this sequence: 
Pupils can create an ‘if’ statement in their program.  
Pupils can use a timer and ‘if’ statement to respond to the actions 
of a character and change their actions.  
Vocabulary:  
If, statement, program, timer, actions 
How will this feed into my next learning: 
Pupils will then look at the program they have created so far and 
how they can debug problems that may arise along the way. 

Week 5: 
We should know: 
Pupils can create an ‘if’ statement in their program.  
Pupils can use a timer and ‘if’ statement to respond to the 
actions of a character and change their actions.  
What we will know after this sequence: 
Pupils can explain what steps to follow to debug a program.  
Pupils can explain what they did so that my computer program 
did not work.  
Pupils can explain how they debugged a partner’s program.  
Vocabulary:  
Debug, program, coding, problem solving. 
How will this feed into my next learning: 
Pupils will then be able to follow steps to debug a computer 
program. 

Week 3: 
We should know: 
Pupils can explain how their program simulates a physical system, 
i.e. my vehicles move at different speeds and angles.  
Pupils can describe what they did to make their vehicle change 
angle.  
Pupils can show that their vehicles move at different speeds.  
What we will know after this sequence: 
Pupils can show how their character repeats an action and 
explain how they caused it to do so.  
Pupils are beginning to understand how the use of the timer 
differs from the repeat command and can experiment with the 
different methods of repeating blocks of code.  
Pupils can explain how they made objects repeat actions.  
Vocabulary:  
Repetition, timer, repeat, command, code blocks 
How will this feed into my next learning: 
Pupils will use their knowledge of coding to now look at adding 
‘if’ statements to their repetition commands. 

Week 2: 
We should know: 
Pupils can explain what Object, Action, Output, Control and 
Event are in computer programming. They will also be able to 
explain which commands they included in their program and 
what they achieved.  
What we will know after this sequence: 
Pupils can explain how their program simulates a physical 
system, i.e. my vehicles move at different speeds and angles.  
Pupils can describe what they did to make their vehicle change 
angle.  
Pupils can show that their vehicles move at different speeds.  
Vocabulary:  
Angle, video, program, commands 
How will this feed into my next learning: 
Pupils will build upon this knowledge to look at how to add in 
repetition commands. 
 

Week 1:  
We should know: 
Pupils should know what an algorithm is and will have looked at this term alongside their knowledge of instructions. They will know 
how to login and access Purple Mash. 
What we will know after this sequence: 
Pupils can explain what Object, Action, Output, Control and Event are in computer programming. They will also be able to explain 
which commands they included in their program and what they achieved.  
Vocabulary:  
Control, event, action, output, object 
How will this feed into my next learning: 
Pupils will use their designing knowledge to create a program that stimulates a physical system. 

Final Outcome: We are working towards being able to follow 
steps to debug a computer program. 
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