
KNOWLEDGE ORGANISER
Key Stage 3 - COMPUTING

■ www.scratch.mit.edu
■ www.en.wikipedia.org/wiki/Five_Little_Ducks
■ www.en.wikipedia.org/wiki/Software_bug

Lesson Can you?

Lesson 1: 

Introduction to 

programming

Compare how humans and computers understand instructions 

Define a sequence as instructions performed in order

Predict the outcome of a simple sequence

Modify a sequence

Lesson 2: 

Sequence and 

variables

Define a variable

Recognise that computers do input/process/output

Trace the values of variables

Make a sequence that includes a variable

Lesson 3: 

Selection

Define a condition 

Identify that selection uses conditions to control the flow 

Identify where selection statements can be used

Modify a program to include selection

Lesson 4: 

Operators

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

Create conditions that use logic operators (and/or/not)

Identify where selection statements can be used

Lesson 5: 

Iteration

Define iteration Describe the need for iteration

Identify where iteration can be used in a program 

Detect and correct errors in a program (debugging)

Lesson 6: 

Problem-solving

Apply programming constructs to solve a problem 

(subroutine, selection, count-controlled iteration, 

operators, and variables)

Useful websites
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http://www.en.wikipedia.org/wiki/Software_bug



