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Selection Iteration

Compare how humans and 
computers understand 
instructions (understand and 
carry out)

Define a sequence as 
instructions performed in 
order, with each executed in 
turn

Predict the outcome of a 
simple sequence

Identify that selection uses 
conditions to control the flow 
of a sequence

Use a selection as part of a 
sequence

Define a condition as an 
expression that will be 
evaluated as either true or 
false

Describe the outcome of a 
selection statement

Modify selection statements to 
achieve different outcomes

Create...

Use iteration to repeat the 
same action more than once

Recognise that iteration is a 
mechanism for dealing with 
repetitive code 

Describe the outcome of a 
sequence that uses iteration 

Modify an iterative process to 
achieve different outcomes

Create a sequence that uses 
iteration

Compare 

Recognise that computers 
follow the control flow of 
input/process/output Modify a sequence

Design a sequence that 
includes variables (write an 
algorithm)

Make a sequence that 
includes a variable

Define a variable as a name 
that refers to data being held 
by the computer

Predict the outcome of a 
simple sequence that includes 
variables

Trace variables within a 
sequence

Define a condition as an 
expression that will be 
evaluated as either true or 
false

Identify that selection uses 
conditions to control the flow 
of a sequence

Identify where selection 
statements can be used in a 
program 

Modify a program to include 
selection

Create conditions that use lo 
comparison operators (>,<,=)

Create conditions that use 
logic operators (AND/OR/NOT)

Describe the need for iteration

Identify where 
condition-controlled iteration 
can be used in a program 

Implement iteration in a 
program (count-controlled 
and condition-controlled)

Define iteration as a group of 
instructions that are 
repeatedly executed

Evaluate which type of 
iteration is required in a 
program

Identify where 
count-controlled iteration can 
be used in a program 

Define a subroutine as a group 
of instructions that will run 
when called by the main 
program or other subroutines

Sequence Variables

Define decomposition as 
breaking a problem down into 
smaller, more manageable 
subproblems

Selection and operators

Describe the need for lists

Define a list as a collection of 
related elements that are 
referred to by a single 
variable name

Identify how subroutines can 
be used for decomposition

Identify when lists can be used 
in a program

Implement a list

Decompose a larger problem 
into smaller subproblems

Apply constructs learnt 
throughout the two units to 
solve a problem

Iteration
Subroutines,  

decomposition, 
evaluation of loops

Problem-solving skills (decomposition, confidence)

Lists

Awareness of misconceptions

Ability to debug

Create expressions that use 
arithmetic operators (+ - / *)

Concept

Skill

Key:

Links:

Direct prerequisite

Scaffolding not 
direct prerequisite
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