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Prior Knowledge

Year &4:

p . HioTL in
repetition tn games.

Year 5:

Creating a variable

My Component Knowledge:

Lesson 1: T can identify examples of information that is
variable.

Lesson 2: I can identify a program variable as a place-
holder in memory for a single value.

Lesson 3: I can decide where in a program to change a
variable.

Lesson 4: I can create algorithms for my project.
Lesson 5: I can create the artwork for my, project.

Lesson 6: I can identify ways that my game could be
improved.

My Composite Knowledge:
My Powerful Knowledge:
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