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Key Vocabulary- 

Algorithm  

Online gaming  

Social Media  

Behaviour  

Event  

Sprite  

Loop 
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Week 

Knowledge (Subject leader) Skills (Subject leader) Lesson content (Class teacher) 

1 To be aware that their actions can also affect other members of their 

family and friends and how it can do this.  

 

To know what inappropriate behaviour might look like online .  

To know how to report concerns and what reporting these concerns means 

and what happens with them once they have reported a concern  

 

To know what risks communicating online can have. 

To know what steps you can take to reduce risks 

To know how to protect yourself from these risks 

 

• Discuss the positive and 

negative impact of the 

use of ict in their own 

lives and those of their 

peers and family 

 

• To understand and know 

a range of ways to 

report concerns and 

inappropriate 

behaviour. 

 

• Can discuss and respond 

to scenarios involving 

online risk. 

 

• Recognise the potential 

risks of using internet 

communication tools and 

understand how to 

minimise those risks 

(appropriate images of 

themselves) 

 

SoC 6.3 Safe social networkers. 

 

 

 

2 To understand the meaning of an algorithm.  

To know how to achieve a required outcome and the steps needed to get 

there.  

To be able to look at the coding and use their knowledge to predict the 

outcome of the programme 

To know how to group commands together effectively to reach a goal.  

• Record in some detail 

the steps that are 

required to achieve an 

outcome  

• Describe the 

importance of the 

See code.org lesson plan 2 
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To be able to decompose a programme and use the process, plan, 

programme, test and review effectively to solve the problem they are 

presented with.  

To know what operations the chn can use in programming.  

To be able to apply these into the input, process and output cycle.  

user in the design 

process. 

• Identify sprites in a 

running computer 

program. 

 

3 Students will write programs and learn about the two concepts at the 

heart of Sprite Lab: sprites and behaviours. 

 

To understand the meaning of an algorithm.  

To know how to achieve a required outcome and the steps needed to get 

there.  

To know how to group commands together effectively to reach a goal.  

To be able to decompose a programme and use the process, plan, 

programme, test and review effectively to solve the problem they are 

presented with.  

To know what operations the chn can use in programming.  

To be able to apply these into the input, process and output cycle. 
 

• Use the process: plan, 

program, test and 

review a program  

• Write a program 

which follows an 

algorithm to solve a 

problem and achieve a 

planned outcome 

• Use a range of 

operations and apply 

them in the context 

of program control ( 

e.g. 

input/process/output.) 

• Create an animation 

using sprites, and 

behaviors. 

• Create new sprites 

and assign them 

costumes and 

behaviors. 

 

 

See code.org lesson plan 3 
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4 Students will write programs and learn about the two concepts at the 

heart of Sprite Lab: sprites and behaviours. 

 

To understand the meaning of an algorithm.  

To know how to achieve a required outcome and the steps needed to get 

there.  

To know how to group commands together effectively to reach a goal.  

To be able to decompose a programme and use the process, plan, 

programme, test and review effectively to solve the problem they are 

presented with.  

To know what operations the chn can use in programming.  

To be able to apply these into the input, process and output cycle. 

 

• Use the process: plan, 

program, test and 

review a program  

• Write a program 

which follows an 

algorithm to solve a 

problem and achieve a 

planned outcome 

• Use a range of 

operations and apply 

them in the context 

of program control ( 

e.g. 

input/process/output.) 

• Create an animation 

using sprites, and 

behaviors. 

• Create new sprites 

and assign them 

costumes and 

behaviors. 

 

See code.org lesson plan 4 

 

5 To understand the meaning of an algorithm.  

To know how to achieve a required outcome and the steps needed to get 

there.  

To be able to look at the coding and use their knowledge to predict the 

outcome of the programme 

To know how to group commands together effectively to reach a goal.  

• Write a program 

which follows an 

algorithm to solve a 

problem and achieve a 

planned outcome 

• Group commands as a 

procedure to achieve 

a specific outcome 

See code.org lesson plan 5 
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To be able to decompose a programme and use the process, plan, 

programme, test and review effectively to solve the problem they are 

presented with.  

To know what operations the chn can use in programming.  

To be able to apply these into the input, process and output cycle. 

 

within a program 

• Use a range of 

operations and apply 

them in the context 

of program control ( 

e.g. 

input/process/output.) 

• Create an interactive 

virtual pet using events, 

behaviors, and custom 

art. 

• Program solutions to 

problems that arise when 

designing a virtual pet, 

like feeding it. 

 

6 To understand the meaning of an algorithm.  

To know how to achieve a required outcome and the steps needed to get 

there.  

To be able to look at the coding and use their knowledge to predict the 

outcome of the programme 

To know how to group commands together effectively to reach a goal.  

To be able to decompose a programme and use the process, plan, 

programme, test and review effectively to solve the problem they are 

presented with.  

To know what operations the chn can use in programming.  

To be able to apply these into the input, process and output cycle. 

  

Write a program which 

follows an algorithm to solve a 

problem and achieve a planned 

outcome 

Group commands as a 

procedure to achieve a 

specific outcome within a 

program 

Use a range of operations and 

apply them in the context of 

program control ( e.g. 

input/process/output.) 
 

See code.org lesson plan 6 
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To Determine the relationship between how a variable is defined, stored, and 

retrieved when we press “Run” on a program. 

 

7 To be aware that 

their actions can 

also affect other 

members of their 

family and friends 

and how it can do 

this.  

 

To know what 

inappropriate 

behaviour might 

look like online.  

To know how to 

report concerns 

and what reporting 

these concerns 

means and what 

happens with them 

once they have 

reported a concern  

 

To know what risks 

communicating 

online can have. 

Discuss the positive 

and negative impact 

of the use of ict in 

their own lives and 

those of their peers 

and family 

 

To understand and 

know a range of ways 

to report concerns 

and inappropriate 

behaviour. 

 

Can discuss and 

respond to scenarios 

involving online risk. 

 

Recognise the 

potential risks of 

using internet 

communication tools 

and understand how 

to minimise those 

risks  

 

See code.org lesson plan 6 - 

unplugged digital citizenship  
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To know what 

steps, you can take 

to reduce risks 

To know how to 

protect yourself 

from these risks 

 


