) Y Progranmuning~ Repetition in games

WINKLEIGH _ Key Vocabulary

Primary School

Tier 1: design, test,
- actions
Prior Knowledge -~ R W ——. s, =
L - ‘ : Tier 2: motion,
Year 4: Repetition in : ‘ _ - '
. , event, ic, code,
shapes. . _ logic,
- — setup,

Year 3: Events and — ) _
actions. Twr3.: sprite,

My Component Knowledge: algorithm, debug,
Year 2: An introduction to >
quizZzes. Lmhlcanp:%thzoutcomojlawdz
Year: Introduction te ||~ FPP° What will
animation Lesson 2: I can choose whether to use a
Future Knowledge loop.

o Lesson 3: I can explain what the outcome of a

YegrS:Seizotwnum repeated, action should be.
l ' Lesson 4: I can explain the effect of my changes.
Year 6: \;amblezs,m L A ol :
d ' ¢ to use in my own design.

Lesson 6: I can build a program that follows my,

design.

My Composite Knowledge:

I can effectively use a programming platform to
use repetition and loops as part of @ game.

My Powerful Knowledge:

I can design, create and debug a game in the pro=
gram scratch making use of carefully, selected code




