
Computing Medium Term Plan- Summer Term 1 Y1 

Coding 

 Please highlight all cross curricular links 

 
Date Objective (s) Task/activity Resources Key Vocabulary 

Lesson 1 NC objective:  
To use logical reasoning to 

predict the behaviour of 

simple programs 
understand what algorithms 

are; how they are 

implemented as programs on 

digital devices; and that 

programs execute by 

following precise and 

unambiguous instructions.  
To create and debug simple 

programs. 
 
Lesson objectives:  
I can explain what coding 

means.  
I know that for the computer 

to make something happen, 

it needs to follow clear 

instructions. 

 

 

Main Teaching 

Explain to the children that we are looking at coding. Ask them if they know 

what coding is. Discuss briefly that it is the way that computer programmers 

input instructions into computers to create programs. Can they give any 

examples of computer programs that they have used? 2. Start off by doing some 

activities where the children must follow or give clear instructions. • Choose two 

children; one is a robot and the other is a coder. The coder needs to direct the 

robot to walk from one place in the classroom to another. How can they give the 

instructions so that the robot does not crash into objects in the way? Repeat a 

few times in different locations. • Tell the children that you are now going to be 

the robot and they are the coders. Stand by the whiteboard and ask the children 

to give you clear instructions, one step at a time, for drawing a basic picture of a 

house. • Once you have a set of clear instructions, discuss the way that coding 

languages use symbols rather than whole sentences. Can they come up with their 

own symbols for the instructions for drawing a house? For example, holding 

their fingers in a triangle shape for the roof. These symbols could be written on 

the whiteboard to create a program. This can become more complex, depending 

upon the understanding and interest level of the children. Some children will 

enjoy working out how their ‘code’ could be adapted to draw a bungalow or a 

block of flats. Some children will want to be precise about the placement of the 

shapes, e.g. a symbol to show putting the roof on top of the house. 

 

Differentiated Activities 

Busy things early coding activities, discuss with children and make links to 

algoritims. 

Challenges 

 Input - Information 

going into the 

computer. Can include 

moving or clicking the 

mouse, using the 

keyboard, swiping and 

tilting the device.  
Object - An element in 

a computer program 

that can be changed 

using actions or 

properties. Program – 

In 2Code this is several 

commands that run 

purposefully together. 

Properties – All objects 

have properties that can 

be changed in design or 

by writing code e.g. 

image, colour and scale 

properties.  
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lesson 

2&3 

 

 

 

 

NC objective:  
To use logical reasoning to 

predict the behaviour of 

simple programs 
understand what algorithms 

are; how they are 

implemented as programs on 

digital devices; and that 

programs execute by 

following precise and 

unambiguous instructions.  
To create and debug simple 

programs. 
 
Lesson objectives:  
I can explain what coding 

means.  
I know that for the computer 

to make something happen, 

it needs to follow clear 

instructions. 

Main Teaching 

Busy Things – Code Disco Tutorial 1 The Basics 

Introduce children to Beard Man and explain that we can control him by giving 

him instructions. Look at the different blocks that appear on the right hand side 

of the screen. – when play pressed, walk forwards, green play button, what 

happens when the code is wrong and needs debugging.  

Differentiated Activities 

SEN/WTS – Early coding activities Busy things 

Children to attempt each stage before looking at together with adult and then 

repeating. 1-9 

Challenges 

 

busy things 
 

 

 

 

 

 

 

 

 

Scale - The size of an 

object in 2Code. 
 Stop command - A 

command that stops a 

character moving. 
 Sound - This is a type 

of output command that 

makes a noise. 
 When clicked - An 

event command. It 

makes code run when 

you click on something 

(or press your finger on 

a touchscreen). When 

Key - An event 

command. It makes 

code run when you 

press the specified key 

on the keyboard. 
 

 

 
Lesson 4 

 

 

 

 

NC objective:  
To use logical reasoning to 

predict the behaviour of 

simple programs 
understand what algorithms 

are; how they are 

implemented as programs on 

digital devices; and that 

Main Teaching 

Busy Things Code Disco – Challange 

Look at the challenge, beard Man wants to dance in each spotlight. Can you do it 

in only 13 blocks? 

With the children discuss which programming blocks they have on the right 

hand side to use. 

Give children a copy of beard man and his dance floor so they can plan out his 

route. 

busy things 
beardy mans dance 

floor. 
 

 

 

 

 

 

 

 

 

 

 

 

 



Computing Medium Term Plan- Summer Term 1 Y1 

Coding 

 Please highlight all cross curricular links 

 

 programs execute by 

following precise and 

unambiguous instructions.  
To create and debug simple 

programs. 
 
Lesson objectives:  
I can make simple programs. 
I can test my own simple 

programs and debug them. 

Differentiated Activities 

Beardy Man Challenge  

SEN – Revisit previous weeks lesson and repeat steps if necessary. Beebots 

Challenges 

Can they do beardys dance in less moves? 

 

 

 

 

 

 

 

 

 

 

Lesson 5 NC objective:  
To use logical reasoning to 

predict the behaviour of 

simple programs 
understand what algorithms 

are; how they are 

implemented as programs on 

digital devices; and that 

programs execute by 

following precise and 

unambiguous instructions.  
To create and debug simple 

programs. 
 
Lesson objectives:  
I can make simple programs. 
I can test my own simple 

programs and debug them. 

Main Teaching 

Show children project 1 Beardy Man, what are the blocks that we have down the 

right hand side? What do they make Beardy Man do?  Make a dance routine for 

each Beardy Man, click on each one to see his programming. 

Differentiated Activities 

SEN/WTS – Beebots programing, debug teachers faulty code. 

Challenges 

Give both beard men the same steps to create a synchronised routine. 
Give them different steps to create a more interesting routine. 
 

busy things 
bee bots 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


