Unit: 3.1 — Coding Knowledge Organiser

I Key Learning
Lesson 1: Y3 -CS1, Y3 -CS2 (KP1), Y3 | Using Flowcharts
Lesson 2: Y3 - CS1, Y3 - CS2 (KPI), Y3 | Using Timers
- CS3, Y3 - CS5, Y3 - CS6, Y3 - CS7 _
Lesson 3: Y3 -CS1, Y3-CS2 (KPI), Y3 | Using Repeat
- CS3, Y3 - CS5, Y3 - CS6, Y3 - CS7 _
Lesson 4: Y3 - CS1, Y3 - CS2 (KPI), Y3 | Code, Test and Debug
- CS3, Y3 - CS5, Y3 - CS6, Y3 - CS7 _
Lesson 5 & 6: Y3 -CS1, Y3 -CS2 Code, Test and Debug
(KPI), Y3 - CS3, Y3 - CS5, Y3 - CS6, Y3 -

CS7
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Key Questions

Why is it useful to

use a flowchart to

design a computer
program?

What does repeat
mean in computer
programming?

What is the
difference between
'timer after' and

'timer every'?

Using a flowchart to design a computer
program is helpful as you can see it in
its simplest form as inputs and outputs.
You can see where the program is going
which will prevent mistakes when
creating the code.

Using the repeat command will make a
block of commands run for a set
number of timers or forever. These
saves rewriting the code many times.

A 'timer after' means after a certain
amount of seconds, the action will
occur. 'Timer every' means that the
action will re-occur every certain
amount of seconds on a loop.




