
 
 
 
 

 
 
 
 
 
 
 
 

Component 6: To understand decomposition and abstraction in computer science. 
What we will know after this sequence: 

• Children will explain how to decompose a real-life situation and consider the level of abstraction. 
• Children will be able to design a decomposed feature of a real-life situation. 
• They will explain why coding starts at a basic level of abstraction.  

Vocabulary: 
Decomposition, abstraction, break down, component parts 
How this will feed into my next learning 
Pupils will continue to develop these techniques in future designs and will have a completed program. 
SEN:.  Additional modelling if needed to demonstrate the process used. 
Component 4: To make a timer. 
What we will know after this sequence: 

• Children will be able to create a timer that prints a 
new number to the screen every second. 

• Children will be able to explain how they have made 
this occur.  

Vocabulary: Timer, variable watch, 
predict, visual effect, number 
variables  
How will this feed into my next 
learning: 
Pupils will use their understanding 
of making a timer to contribute to their completed program.  
SEND:  Additional modelling if needed to demonstrate the 
process used. 

Component 5: To investigate control by creating a simulation. 
What we will know after this sequence: 

• Children will be able create an algorithm modelling 
the sequence of an event. 

• Children will be able to demonstrate how they 
manipulated graphics to achieve the desired look for 
the program. 

• Children will explain how 
they used an algorithm when 
making a simulation of an 
event on the computer. 

Vocabulary: Algorithm, graphics, 
simulation, nested 
How will this feed into my next learning:  
Pupils will use their knowledge of creating a simulation to 
contribute to their completed program.  
SEND:  Additional modelling if needed to demonstrate the 
process used. 

Component 3: To create a program with a character that repeats 
actions. 
What we will know after this sequence: 

• Children will be able to use the Repeat Until 
command to make characters repeat actions. 

• Children will explain how they caused it to repeat 
actions. 

• They will program their 
character to respond to user 
keyboard input. 

Vocabulary:  
Sequence, selection, repeat, repeat until, input, output. 
How will this feed into my next learning: 
Pupils will use their knowledge of the Repeat Until command 
when refining and debugging their program. 
SEND: Additional modelling if needed to demonstrate the 
processes used. 

Component 2: To use if/else statements and variables in a 
program. 
What we will know after this sequence: 

• Children will create an if/else statement and use it in 
their program. 

• They will be able to explain how 
variables are using in 
programming and set/change 
variable values appropriately. 

• They will be able to interpret a 
flowchart that depicts an if/else 
statement. 

Vocabulary: If/else statement, variable, 
flow chart, selection 
How will this feed into my next learning: 
Pupils will use their knowledge of using variables to add further 
variables to their design. 
SEND: Additional modelling if needed to demonstrate the 
processes used. 

Component 1: To review the design, code, test, debug process 
We should know: That coding is a process used to design computer programs. 
What we will know after this sequence: 

• Children will be able to explain the meaning of coding vocabulary. 
• They will use a sketch or storyboard to represent program design and algorithm.  
• They will use their design to create a program, incorporating code that conforms to their 

design. 
Vocabulary: Storyboard, action, program, object, event, respond, design, debug 
How will this feed into my next learning: 
Pupils will use their understanding of the coding process to add to their design. 
SEND: Pre-teach key vocabulary.  Support using modelling to demonstrate the processes used. 

Final Outcome: We are working towards creating our own 
program using a variety of media, sounds and animation 

effects.  
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