        Year 2 Coding

 [image: ]What we will know by the end of the unit:
· We can create a computer program using an algorithm.
· We understand ways that the collision detection event can be used in a program.
· We can design a program that follows a timed sequence.
· We understand that different objects have different attributes (properties).
· We understand the function of button objects in a program.
· We understand the importance of testing and debugging.
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What we already know:
· We understand that computer programs work by following instructions called code.
· We can use object and action code blocks to make a computer program.
· We understand what an event is in coding.
· We understand the purpose of an output and to be able to ‘read’ code to find out what it does.
· [bookmark: _GoBack]We can change aspects of the design view.
· We can plan and make a computer program.
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When a computer program runs commands
in order.

In coding, use a timer command to run a
block of commands at regular intervals.
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An event triggered when a user presses a
particular key on the keyboard.

An event triggered when the user swipes a
particular area of the screen e.g. the
background (touch-screen devices only).
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The way that objects change when
programmed to do so. For example, move.

A detail about an object in a program. For
example, its name, or its size.

A set of instructions in order.

A problem in a computer program that stops
it working the way it was designed.

A type of object in 2Code that responds only
to click events.

An event command that detects whether
two objects have touched each other.
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A single instruction in a coding program.

Fixing code that has errors so that the code
will run the way it was designed to.

Something that happens in a program that
causes a block of code to be run.

An item in a program that can be given

instructions to move or change in some way.

Information that comes out of the computer
eg. sound.

A set of instructions (an algorithm) that tells
a computer what to do.
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When coding, the program design includes An event command that is triggered when
details of the objects, events and actions an object is clicked on.
that the program should include.

An event triggered when a user presses a

When a computer program runs commands particular key on the keyboard.

in order.

An event triggered when the user swipes a
In coding, use a timer command to run a particular area of the screen e.g. the

block of commands at regular intervals. S Tty g s |

after 2 seconds

Timer

Object actions
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