
 
 
 
 
 
 
 
 
 
 
 
 

Component 5:  Using buttons to showcase work. 
We should know: 
Children will be familiar with the vocabulary used throughout 
2Code, giving their own definitions and examples. Children can 
describe coding using the appropriate terms. Children can 
explain how they organised code in a program into functions to 
make it easier to read. Children should know that they can 
include buttons that launch other programs, including their 
own. 
What we will know after this sequence: 
How to create a program showcasing their work using Purple 
Mash over the years. Pupils will know how to discuss and 
evaluate how the children’s coding skills are becoming more 
sophisticated and emphasise how important the 
planning stage for their programs is becoming as a result. 
Vocabulary:  purple mash, 2 paint project, variables, program, 
debug, 2code 
How will this feed into my next learning: 
Children will have the opportunity to change the rooms in this 
adventure.  Children will be encouraged to map out their 
rooms and start with small changes then build upon them. 

Component 6:  Use 2code to make a text based adventure. 
We should know: 
Children can follow through the code of how a text adventure 
can be programmed in 2Code. 
Children can adapt an existing text adventure to make it 
unique to my requirements. 
What we will know after this sequence: 
Children can follow through the code of how a text adventure 
can be programmed in 2Code. 
To explore how 2Code can be used to make a text based 
adventure game. 
Children will know that a text adventure is a computer game 
that uses text instead of graphics.  
Children can experiment with text adventures and with the 
addition of visual clues to enhance their own version. Text 
adventures are also known as ‘Interactive fiction’ where they 
are more of a story with choices than puzzles to solve. 
Vocabulary: interactive fiction, visual clues, text based, 
functions, variables, program, debug, 2code 
How will this feed into my next learning: 
Pupils will use their knowledge of creating a text adventure 
using coding to apply it to other coding challenges across the 
curriculum.  

Component 4:   Vocabulary review. 
We should know:  
Pupils will know how to use functions and understand why they 
are useful in 2Code. They will be able to debug a program and 
organise their own code into tabs. Pupils will know how to 
organise code into functions and will call functions to eliminate 
surplus code in the program. 
What we will know after this sequence: 
Children will be familiar with the vocabulary used throughout 
2Code, giving their own definitions and examples. Children can 
describe coding using the appropriate terms. Children can 
explain how they organised code in a program into functions to 
make it easier to read. 
Vocabulary:  
Coding, describe, variables, program, debug, 2code 
How will this feed into my next learning: 
Children will use their learning to explain the coding process 
and the skills they have acquired which will impact on their 
final text adventure. 

Component 3:  Introducing functions. 
We should know:  
Pupils will know how to plan a program before coding to 
anticipate the variables that will be required to achieve the 
desired effect. They will be able to explain what functions are 
and how they can be created and labelled in 2Code. Children 
can explain how to move code from one tab to another in 
2Code. 
What we will know after this sequence: 
Pupils will know how to use functions and understand why 
they are useful in 2Code. They will be able to debug a program 
and organise their own code into tabs. Pupils will know how to 
organise code into functions and will call functions to 
eliminate surplus code in the program. 
Vocabulary:  
Surplus, Call functions, Coding, variables, program, debug, 
2code 
How will this feed into my next learning: Children can now 
experiment with making their own shapes by altering the 
number of sides and making a 
turtle walk around the shapes in the same way. 

Components 1 and 2:  To design and write a more complex program. 
We should know: 
How to show good planning skills. They should know what the word algorithm and debug means and should have had numerous 
opportunities of coding within the lower year groups. Pupils should know how to access tabs in the 2code program and will know 
how to manoeuvre them onto the coding dialogue.  
What we will know after this sequence: 
Pupils will know how to plan a program before coding to anticipate the variables that will be required to achieve the 
desired effect. They will be able to explain what functions are and how they can be created and labelled in 2Code. Children can 
explain how to move code from one tab to another in 2Code. Pupils will know how to follow through plans to create the program 
as well as how to debug when things do not run as expected. 
Vocabulary:  variables, program, debug, 2code, actions, coding 
How will this feed into my next learning: 
Planning and skills learnt will be used when programming their own text adventure. Children will be able to debug a program 
with increased confidence. 

Final Outcome: We are working towards  creating an unique 
text adventure using 2Code which is unique to their own 

requirements. 
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