
DOWNEND SCHOOL
COMPUTING OVERVIEW - Y7 Terms 3 and 4

Title/Topic Content/ knowledge to be
taught

Activities and
assessments

Additional reading/
websites/ resources

Term 3 Scratch
Programming

● Define what a variable is

● Recognise that computers
follow the control flow of
input/process/output

● Predict the outcome of a
simple sequence that
includes variables

● Trace the values of
variables within a
sequence

● Make a sequence that
includes a variable

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

● Identify that selection
uses conditions to control

● Predict, Investigate
and modify the ‘Chat
with Big Ed’ program

● Plan and execute a
sequence of
instructions

● Trace the values of
variables through the
‘what’s the
temperature?’
program

● Predict and run the
‘Birthday’ code

● Evaluate expressions
and conditions when
giving a program
different inputs

● Understand and
identify different

https://scratch.mit.edu/

https://www.youtube.co
m/@ScratchTeam

Getting Started:
https://projects.raspberr
ypi.org/en/projects/getti
ng-started-scratch

Scratch for Parents:
https://scratch.mit.edu/p
arents

Activity Guides:
https://scratch.mit.edu/id
eas

https://scratch.mit.edu/
https://www.youtube.com/@ScratchTeam
https://www.youtube.com/@ScratchTeam
https://projects.raspberrypi.org/en/projects/getting-started-scratch
https://projects.raspberrypi.org/en/projects/getting-started-scratch
https://projects.raspberrypi.org/en/projects/getting-started-scratch
https://scratch.mit.edu/parents
https://scratch.mit.edu/parents
https://scratch.mit.edu/ideas
https://scratch.mit.edu/ideas


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
comparison operators
(>,<,=)

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

● Identify where selection
statements — that include
comparison and logical
operators — can be used
in a program

● Define iteration as the
process of repeatedly
executing instructions

● Describe the need for
iteration

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

types of operators
within a program

● Directed activity with
discussion over
Boolean expressions
(TRUE/FALSE)

● Identifying and
correcting deliberate
errors within a
program

● Write additional
scratch code using
operators

● Write conditions
within code that
involve operators and
variables

● Try to spot the
pattern activity

● Activity predicting
and writing programs
using Cout controlled
iteration(loops)

● Follow some live
coding to understand
the process of



● Implement
count-controlled iteration
in a program

● Detect and correct errors
in a program (debugging)

● Independently design and
apply programming
constructs to solve a
problem (subroutine,
selection, count-controlled
iteration, operators, and
variables).

making a program
more efficient (using
loops)

● Questions sheet
used to check
understanding of
code structure
provided and what
they have written

● Write code that can
produce a simple
countdown timer.

● Key words recall
activity

● Apply all previous
skills to the ‘moves
like Jim’ activity,
which involves
writing a program
that makes a
character dance on
the screen.

● Independent
problems for
students to solve to
fix/improve the
program



Term 4 Scratch
Programming
2

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

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

● Identify how subroutines
can be used for
decomposition

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

● Implement
condition-controlled
iteration in a program

● Evaluate which type of
iteration is required in a
program

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

● start using custom
blocks within scratch
to produce more
complex programs

● Understanding of
what a ‘subroutine is’
will be assessed

● Produce a program
that allows the
dancer to wear
different costumes
using subroutines.

● Add key inputs to
trigger dance moves

● Understand how
subroutines can be
used for problem
decomposition

● introduced to the
concept of
condition-controlled
loops with a Scratch
game called ‘Fly cat,
fly!’.

● They will predict, run,
investigate, and
modify code in order



● Describe the need for lists

● Identify when lists can be
used in a program

● Use a list

● Decompose a larger
problem into smaller
subproblems

● Apply appropriate
constructs to solve a
problem

● Decompose a larger
problem into smaller
subproblems

● Apply appropriate
constructs to solve a
problem

to build confidence in
using
condition-controlled
loops.

● Compare uses of
‘repeat until’ and
‘forever’ loops

● Check understanding
for selecting the
correct type of loop
for

● Learners develop
their own scenarios
in which they can use
loops

● Trace variables and
pieces of data in a
list

● Match descriptions to
the correct block/
sequence of code

● A task is broken
down for the learners
to build upon and
complete over a
couple of lessons



● Learners
progressively build a
task up into a
complex solution


