Subject Plan Topic Overview
Subject - ICT
ICT Topic – Text-based programming. 
Year Group -   5


	Week
	Objective -

	Teaching

	Children’s outcome
(Learning or task)
	Resources needed

	1
	Define coding and computer programming Become familiar with the CodeMonkey platform.
	How many of you have ever used a computer? Have you ever created something on a computer, like a presentation, a drawing, or maybe even a game? In order for all of our favourite applications and games to work on a computer, we have to give instructions to the computer. Computers can’t think for themselves, they do whatever we tell them to do. Giving instructions to the computer is called computer programming or coding. Do computers speak the same language as people? Computers have their own languages; they cannot understand human language as we understand it. Java, JavaScript, and Python are just a few of the languages computers speak. Each language is different, but they all have something in common: they require a certain way of thinking, clear instructions and structure. Basically, learning a coding language is just like learning a new language.
	To be able to change variables in a programme. 
Complete challenge 0-5 on codemonkey.com
	Pupil activity code TB97
Code monkey 2n3wq

	2
	Identify the different ways to use “turn” instructions
	Start with a brief class discussion on the previous lesson. Ask them the following: • What is coding? • What instructions have we used so far? (step, turn) • What is a programming language and which one do we use in CodeMonkey? (CoffeeScript)
Ask for three volunteers, giving each of them a role: one is the “Programmer,” one is the “Computer,” and the third is the “Character.” Now ask the “Programmer” to instruct the “Computer” to lead the “Character” to an object you placed in the classroom. Make sure the students use instructions properly (“step” with a number, “turn” left/right). As they go, write the instructions on the board to remind the other students of what they have learned. Repeat this activity with another group of three volunteers.
	This lesson is about turning and walking backwards. There are three ways to make a character turn; the first is to use “turn right/left” like we learned in the first lesson. In this lesson, we are introducing another way to turn. Instead of turning right/left, we can turn by degrees. Understanding the concept of walking backwards is pretty easy. If we want to go forward 15 steps, we type “step 15”, and if we want to go backwards, we type “step -15”. -15 will be read by the computer in this context just like “15 steps backwards”. This is a good opportunity to talk about negative numbers on the number line.
Complete challenges 6-10.
	codemonkey.com
2n3wq

	3
	Discuss the concept of planning and its importance in coding. 
	Review what they learned in the previous lesson. 
Recall that we have learned two ways to turn, and ask your students to say some examples of both of them. The first way is turn right and turn left and the second way is turn 45, turn -120, etc. Introduce the third way to turn: by using “turnTo”. When using “turnTo” the computer identifies that there is another object present, besides our beloved monkey, and by calling its name, it knows which way to turn. Explain that when we write code, we have to consider that computers read the code from TOP to BOTTOM, and we have to think ahead about the order of instructions. When we have just one object, this is not a big problem (in our case, the monkey is the object). But what happens when we want to control another object? How do we know who should be instructed to go first? 
	This lesson revolves around planning. Everything we do in the physical world has to be planned, even if we sometimes do things automatically. We can cross the road without checking if it’s clear, but that may result in a very dangerous outcome. Computers are the same; if we want to create a game or a program, we have to plan ahead and organize our instructions in the correct order.
In this lesson’s challenges, the children will meet our trusty turtle and will have to use his help to get more bananas. In order to do so, they will have to think ahead and plan how to write the code.
Complete challenges 11-15
	codemonkey.com
2n3wq

	4
	Use functions with different objects (monkey, turtle)
	Recall with the children that in Coding Adventure we are writing code in a programming language called CoffeeScript. As they experienced in the previous lessons, the code has to be written in a particular way in order for the computer to do what we are trying to achieve. Explain that this is because a programming language, just like any language, has its own rules on how things can be said or written.
In a spoken language, sometimes we can say something incorrectly and still be understood. However, in a programming language even the slightest mistake will definitely cause our code to fail. So, we always have to pay attention to syntax and be very accurate. For example, if we forget a dot or a space in turtle.step 10 we will get turtle step 10 or turtle.step10, and the code will not work correctly. 
	Complete challenges 16-20


	
	codemonkey.com
2n3wq

	5
	Define loop as a programming term. Understand why using loops in programming is more efficient.
	Programming is not only about writing the correct statements in the correct order, it is also about knowing how to write clear and short code. Imagine that we have to write a simple program to make the monkey climb up a high staircase of 100 steps and we can only use the function “stepUp” to make the monkey climb up one step at a time. This would take a long time. Explain to the class that a “simple loop” is a sequence of instructions that repeats a specified number of times. There are also other kinds of loops (for loops, until loops) that last until a particular condition is met, but we will learn about those later on.
	Complete challenges 21-25.

	codemonkey.com
2n3wq

	6
	Understand why using loops in programming is more efficient Understand the importance of using indentation correctly.
	We will begin this lesson with a review of loops and how we use them. Ask the class: 1. What is a loop? 2. When do we use loops in our code? 3. What is a syntax of a loop that makes the monkey walk in the shape of a square? 4. How do we tell the difference between code that is inside the loop and code that is outside the loop?
	Complete challenges 26-30.
	codemonkey.com
2n3wq


	Key knowledge children will know by the end of the topic:
· 1 To know how to change variables in a programme.
· 2 To know the different ways to use “turn” instructions.
· 3 To know the order of instructions is important. 
· 4 To know the correct wording is important.
· 5 To know why using loops in programming is more efficient.

	Notes
	· These will be the Key Substantive Knowledge or Key Facts  the children will learn by the end of the topic. 
· They are not everything from the topic knowledge organiser.
· Teachers can initially choose which facts to take from the knowledge organiser. 
· There does not need to be exactly 5 facts per topic!
· Key knowledge can be planned into each week at the discretion of the teacher. For example, 3 key facts may be embedded over two weeks then in week 3 revisited and further key facts introduced.
· Key knowledge will be integral to end of topic assessment.
· A separate document containing all key knowledge and facts for topics will be produced for staff to reference when revisiting to embed previous topic work covered.



