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Coding 

-Design, write and debug programs that 
accomplish specific goals,  
including controlling or simulating 
physical systems; solve problems by 
decomposing them into smaller parts. 
-Use sequence, selection and repetition 
in programs; work with variables and 
various forms of input and output.  
-Use logical reasoning to explain how 
some simple algorithms work and to 
detect and correct errors in algorithms 
and programs. 

Coding 

To begin to understand selection in 
computer programming. • To understand 
how an IF statement works. • To 
understand how to use co-ordinates in 
computer programming. • To understand 
the 'repeat until' command. • To 
understand how an IF/ELSE statement 
works. • To understand what a variable is 
in programming. • To use a number 
variable. • To create a playable game. 
 
 

Coding 

 • To begin to simplify code 
 • To create a playable game. 
 • To understand what a simulation is. 
 • To program a simulation using 2Code. 
 • To know what decomposition and 
abstraction are in computer science. 
 • To a take a real-life situation, decompose it 
and think about the level of abstraction.  
• To understand how to use friction in code 
 • To begin to understand what a function is 
and how functions work in code.  
• To understand what the different variables 
types are and how they are used differently. 
 • To understand how to create a string.  
 

Coding 

• To design a playable game with a timer 
and a score. 
 • To plan and use selection and variables. 
 • To understand how the launch command 
works.  
• To use functions and understand why 
they are useful. 
 • To understand how functions are created 
and called.  
• To use flowcharts to create and debug 
code.  
• To create a simulation of a room in which 
devices can be controlled. 
 • To understand how user input can be 
used in a program. 
 • To understand how 2Code can be used 
to make a text-adventure game. 
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Action; Alert; Algorithm; Background; 
Button; Blocks of Command; Collision 
Detection; Develop; Flowchart; 
Command; Debug/Debugging; Execute; 
Event; Repeat; Timer; Nesting; Output; 
Object; Properties; Sequence; Sound; 
Predict; Procedure. Scene; Test; Values  

Code Block; Co-ordinates; If; If/Else; 
prompt; Prompt for Input; Repeat Until; 
Repeat 
 
+ all previous year groups vocab 

Abstraction; Called; Decomposition; Function; 
Physical system; Variable; Tab; Simulation; 
Simplify; Score; Run 
 
 
+ all previous year groups vocab 

Developer; Get input; Launch Command; 
Number Variable 
 
 
 
+ all previous year groups vocab 
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 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'? 

 
 

 Explain the stages of the design, 
code, test, debug coding process. 

 How can variables and if/else 
statements be useful when coding 
programs with selection? 

 What is the difference between 
the different object types in 2Code 
Gibbon level? 

 What does selection mean in 
coding and how can you achieve 
this in 2Code? 

 What does simulating a physical 
system mean? 

 Describe how you would use 
variables to make a timer countdown 
and a scorepad for a game. 

 Give examples of how you could use 
the Launch command in 2Code. 

 What do the terms decomposition and 
abstraction mean? Use examples to 
explain them. 

 How can you use Tabs in 2Code 
Gorilla? 

 

 What is a function in coding? Give 
an example that you have used in 
2Code Gorilla. 

 

 In 2Code Gorilla, how can a 
program receive user input? 
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Internet Safety 

•Pupils understand what makes a good 
password for use on the Internet and are 
beginning to realise the outcomes of not 
keeping passwords safe.  
•Pupils understand the different ways that 
the Internet can help us to communicate.  
•Pupils have contributed to a class blog 
with clear and appropriate messages.  
•Pupils understand that some information 
held on websites may not be accurate or 
true.  
•Pupils are beginning to understand how 
to search the Internet and how to think 
critically about the results that are 
returned.  
•Pupils have assessed a ‘spoof’ website 
and can notice key details of these sites. 
 

Online Safety 

To understand how children can protect 
themselves from online identity theft. • To 
understand that information put online 
leaves a digital footprint or trail and that 
this can aid identity theft. • To identify the 
risks and benefits of installing software 
including apps. • To understand that 
copying the work of others and presenting 
it as their own is called ‘plagiarism’ and to 
consider the consequences of plagiarism. • 
To identify appropriate behaviour when 
participating or contributing to collaborative 
online projects for learning. • To identify the 
positive and negative influences of 
technology on health and the environment. 
• To understand the importance of 
balancing game and screen time with other 
parts of their lives. 

Online Safety 

To gain a greater understanding of the impact 
that sharing digital content can have. • To 
review sources of support when using 
technology and children’s responsibility to one 
another in their online behaviour. • To know 
how to maintain secure passwords. • To 
understand the advantages, disadvantages, 
permissions and purposes of altering an image 
digitally and the reasons for this. • To be aware 
of appropriate and inappropriate text, 
photographs and videos and the impact of 
sharing these online. • To learn about how to 
reference sources in their work. • • To search 
the Internet with a consideration for the 
reliability of the results of sources to check 
validity and understand the impact of incorrect 
information. To ensure reliability through using 
different methods of communication 

Online Safety 

To identify benefits and risks of mobile 
devices broadcasting the location of the 
user/device. • To identify secure sites by 
looking for privacy seals of approval. • To 
identify the benefits and risks of giving 
personal information. • To review the 
meaning of a digital footprint. • To have a 
clear idea of appropriate online behaviour. 
• To begin to understand how information 
online can persist. • To understand the 
importance of balancing game and screen 
time with other parts of their lives. • To 
identify the positive and negative 
influences of technology on health and the 
environment. 
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Password; Internet; Blog; Concept map; 
Username; Website; Webpage; Spoof; 
PEGI rating; 
 
 
 
 
 
 
 

Computer Virus, Cookies, copyright, Digital 
Footprint, Email, Identity Theft, Malware, 
Phishing, Plagiarism, spam 

Online safety  
Shared image  
Password  
Encryption 
Reputable  
Identity theft  
Citations  
Plagiarism  
Reference  
Bibliography 

Digital footprint, Password. Phishing, PEGI 
rating, Screen time, Spoof website 
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 What is a password and why 
should we keep them safe? 

 Is everything I read on the 
Internet true? 

 How do I know if I am old 
enough to play a computer 
game? 

 
 
 
 
 

 What is SPAM? 

 What is meant by plagiarism? 

 What is meant by a digital 
footprint? 

 Who do I tell if I see anything online 
that makes me upset or scared? 

 Why are passwords so important? 

 Why is it important to reference 
sources in my work? 

 Why do I need to be aware of the 
dangers of being online? 

 What is meant by my digital 
footprint? 

 Why is it important to think about 
how much time use a screen for? 
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Spreadsheets 

 
To use the symbols more than, less than 
and equal to, to compare values. • To use 
2Calculate to collect data and produce a 
variety of graphs.  
• To use the advanced mode of 
2Calculate to learn about cell references. 
 

Spreadsheets 

To format cells as currency, 
percentage, decimal to different 
decimal places or fraction. 
• To use the formula wizard to calculate 
averages. 
• To combine tools to make 
spreadsheet activities such as timed 
times tables tests. 
• To use a spreadsheet to model a reallife 
situation. 
• To add a formula to a cell to 
automatically make a calculation in 
that cell 

Spreadsheets 

To use formulae within a spreadsheet to 
convert measurements of length and distance. 
• To use the count tool to answer hypotheses 
about common letters in use.  
• To use a spreadsheet to model a reallife 
problem.  
• To use formulae to calculate area and 
perimeter of shapes. 
• To create formulae that use text variables. 
 • To use a spreadsheet to help plan a school 
cake sale. 
 
 

Spreadsheets (Google Sheets) 

• To know what a spreadsheet looks like. 
 • To navigate and enter data into cells. 
 • To introduce some basic data formulae 
for percentages, averages and max and 
min numbers.  
• To know how the use of spreadsheets 
can save time and effort when performing 
calculations. 
• To demonstrate how a spreadsheet can 
make complex data clear by manipulating 
the way it is presented. 
• To create a variety of graphs in sheets.  
• To apply spreadsheet skills to solving 
problems. 
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< > = 
Copy and Paste 
Delete key 
Columns 
Spin Tool 
Equals tool 
Advance mode 
Spreadsheet 
Rows 
Move cell tool 

Average 
Cells 
Chart 
Formula 
Formula wizard 
Random tool 
timer 
 
+ Y3 vocab 

Average 
Cells 
Chart 
Formula 
Formula wizard 
Random tool 
timer 
 
+ Y3 vocab 

Alignment; Calculate; Column; Style; Sum; 
Text Wrapping; Cell; Cell reference; Chart; 
Value; Workbook; Formula(e); Function;. 
Range; Row; Spreadsheet 
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 Explain how you would collect 
data to find out children’s 
favourite school subjects. What 
sort of graph would you create? 

 

 How can you make a 3 times 
table machine using the spin 
tool? Could you use the equals 
tool to check your answer 

 

 Explain how you would locate a 
cell in the advanced mode? 

 

 How would you add a formula so 
that the cell shows the percentage 
score for a test? 

 

 Give an example of the data that 
could be best represented by a 
line graph. 

 

 Which tools would you use to 
create a timed times tables test in 
2Calculate? 

 

 Explain what a spreadsheet 
model of a real-life situation is and 
what it can be used for? 

 How would you add a formula so that 
the cell shows the product of two 
other cells? 

 

 What would you use in 2Calculate to 
have a cell that automatically 
calculates the number of days since a 
certain date? 

 

 Explain what a spreadsheet model of 
a real-life situation is and what it can 
be used for? 

 What is a spreadsheet used for? 

 How do you carry out a 
multiplication calculation? 

 How does using the SUM function 
save time? 

  

 


