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Knowledge Organiser: The Substantive and Disciplinary knowledge that our pupils will learn in each ICT unit (Infants Year2)

	ICT Unit: Coding - Purple Mash
	Lesson 1

	Lesson 2
	Lesson 3
	Lesson 4
	Lesson 5
	Lesson 6
	Lesson 7

	Lesson Content
	ALGORITHMS
	COLLISION
	TIMERS
	OBJECT TYPE
	BUTTONS
	DEBUGGING
	CONSOL/EXT

	Substantive Knowledge

	Understand in computing, a set of instructions is known as an algorithm. Steps in an algorithm must be followed in order to achieve the intended outcome. 

	Know Code can be created that detects when two objects have collided. This code can have an action associated with it. For example, if an alien ship (object) collides with a planet (object) a crash sound is heard (Action). We call this collision detection in 2Code. 

	Recognise Programs follow a sequence of instructions (commands) in order. Timers can be introduced into programs to make parts of the program run after a set time. In 2Code, you can use a timer after command to delay the number of seconds until specific parts of a program are run. 

	Know that a computer program in 2Code can include objects that are different types. Each object type will have attributes (properties) that can be modified. 

	Identify different forms of control in Coding. Swipe / Click and Button.

	Understand that BUGS when referring to computer programs, are bits of code that are stopping a program from working how it was intended. Debugging is the process of looking for any problems in code, fixing the problems and repeatedly testing them. 

	

	
Disciplinary Knowledge
and key skills



	• Follow a written algorithm on a plan and interpret it. 
• Identify events, objects and actions in a plan of an algorithm. 
• Predict what will happen if the planned algorithm was converted to code. 
• Use the correct code within 2Code to implement the algorithm which includes event ‘when clicked’, objects and actions. 

	• Recognise the collision detection block as part of the event category blocks. 
• Drag a collision detection block into a program. 
• Assign two objects within the collision detection command for it to detect collisions. 
• Assign an event for when the two objects collide such as when princess collides with frog, princess says ‘hello’. 

	• Recognise the timer block as part of the control category blocks. 
• Drag a timer command block into a program. 
• Use the time after command and set a number of seconds. 
• Place code within a timer after command that will run once the timer has reached the set seconds after execution. 
• Observe placing two separate timer commands in a program and identify that they will run independently of one another if a timer isn’t nested inside another timer. 

	• Go into design mode of 2Code and find the different objects. 
• Place up to four different objects into a design scene of a program including the ‘Turtle’ object. 
• Change an object image by clicking on an object and selecting image from the attributes table. 
• Change an objects size by clicking on an object and selecting scale from its attributes table. 

	• Recognise the event command blocks – When Key Event, When Swiped Event, When Clicked Event and Collision Detection. 
• Include a When Key Event or When Clicked Event in a program. 
• Assign up to four objects to the When Key Event or When Clicked Event that have been created in design mode. 
• Give each object a movement. 
• Run code and test that when the event occurs e.g. ‘click up arrow’, all four objects move. 
• Enter design mode and locate the button object under ‘Form/Text’ tab. 
• Insert a button into design mode scene that contains other object types. 
• Drag the button command object when in code view into a program and notice that it contains the When Clicked Event. 
• Nest code within the When Clicked Button that makes an object carry out an action when the button is clicked. 

	• Recognise what a program in 2Code is supposed to do. 
• Run the code and check that the program is operating correctly. 
• If anything hasn’t worked correctly, the code responsible for the area is located. 
• Stop the program and make changes to the broken code. 
• Run the program again and test it. 
• Repeat the process until the program is running as intended. 

	Time if needed to consolidate prior lesson or allow for more open code exploration.

	[image: ]Key Vocabulary and communication development opportunities


	Algorithm, object, click event, code, action, design, event, predict
	Collision detection, image, implement
	Timer, command, interval, output, sequence
	Background, when event, swipe(?) attribute (property)
	Button, Object name, Text
	Run, Bug, Debug, execute, test
	

	
Prior Knowledge


	What prior knowledge will help the pupils to be successful in this unit?

Children in year 1 have accessed the PPmash Coding. They will have controlled sprites (objects) by using the command blocks. They can make an object move on screen.
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o understand what an algorithm is.

« To create a computer program using an
algorithm.

« Tocreate a program using a given design.
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To understand that algorithms follow a
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« Tounderstand and debug simple programs.

Purple Mash Computing Scheme of Work: Knowledge Organisers.

Key Vocabulary
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