
 
 
 
 
 
 

 
 
 
 
 

Component 6:  
We  should know:  
Pupils will know how to combine the use of variables, if/else statements and repeats to achieve a desired effect in code. Pupils will also use 
debugging and editing to see why some of their coding works or does not work. Children will be able to explain how an if/else statement 
might work in other coding examples.  
What we will know after this sequence: 
Pupils will know how to use the launch command and how to use buttons within a program that launch other programs or open websites. 
They will be able to create an informative program that contains variables which shows their knowledge learnt in the computing and 
humanities curriculum.  
Vocabulary: bassline, innovate, compose, structure, composer, sombre, mood. 
How will this feed into my next learning: 
Pupils use this informative program that contains variables to explore further coding opportunities across the curriculum.  

Component 4:   
We should know: 
Pupils will know what a variable is and how to explain it.  
They will be able to change or set a variable within a system 
and will also know how to use text variables during coding.   
What we will know after this sequence: 
Pupils will know how to create a playable, competitive game. 
They will know how to read code so that it can be adapted, 
personalised and improved.  
Vocabulary: code, variable, if/else statements, loops 
How will this feed into my next learning: 
Pupils will use their knowledge or editing code and variables 
to challenge themselves to use if/else statements to make a 
program more complex. 

Component 5:  
We should know: 
Pupils will know how to create a playable, competitive game. They will 
know how to read code so that it can be adapted, personalised and 
improved. They will have created a game using a coding program. 
What we will know after this sequence: 
Pupils will know how to combine the use of variables, if/else statements 
and repeats to achieve a desired effect in code. Pupils will also use 
debugging and editing to see why some of their coding works or does not 
work. Children will be able to explain how an if/else statement might work 
in other coding examples.  
Vocabulary:  code, variable, if/else statements, loops 
How will this feed into my next learning: 
Pupils will use their knowledge of variables and using if/else statements to 
ensure they can create a non-fiction program that shares knowledge about 
the Nile.  

Component 3:  
We should know: 
Pupils will know how to design and write a program that 
simulates a physical system. They will know how to select 
relevant features of a situation into their work and how to 
explain how the system works. Pupils will be able to reflect on 
the effectiveness of their simulation. 
What we will know after this sequence: 
Pupils will know what a variable is and how to explain it.  
They will be able to change or set a variable within a system 
and will also know how to use text variables during coding.   
Vocabulary: variables, system, program, text, coding, change, 
How will this feed into my next learning: 
Pupils will use the knowledge from today’s lesson to create a 
game that  

Component 2:  
We should know: 
Pupils will know how to use a sketch or storyboard to represent a program 
design and algorithm. Pupils will know a variety of techniques to support 
them in their initial design to create a program. For example, story boards, 
flow charts or comic strips. Pupils will also know what coding is and how it 
is used in everyday life. 
What we will know after this sequence: 
Pupils will know how to design and write a program that simulates a 
physical system. They will know how to select relevant features of a 
situation into their work and how to explain how the system works. Pupils 
will be able to reflect on the effectiveness of their simulation. 
Vocabulary:  
Coding, simulation, physical system 
How will this feed into my next learning: 
Pupils will use their knowledge of designing and writing a program to 
experiment with the variables within their own program.  

Component 1:  
We should know: 
Pupils should know that all programs and all actions on a computer are caused by coding.   
What we will know after this sequence: 
Pupils will know how to use a sketch or storyboard to represent a program design and algorithm. Pupils will know a variety of techniques to 
support them in their initial design to create a program. For example, story board, flow charts or comic strips.  
Vocabulary:  
Coding, algorithm, scale, command, sound 
How will this feed into my next learning: 
Pupils will use their knowledge of program planning to write their own program.  

Final Outcome: To create a coding program that 
informs others about the River Nile.  
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