
Year 2 :  Coding 

 

To understand what an algorithm is. 

To design algorithms and then code them. 

To compare different object types. 

To use the repeat command. 

To use the timer command. 

Action Types of commands which are run on an object. They could be 
used to move an object or change a property. 

Algorithm A precise step-by-step set of instructions used to solve a prob-
lem or achieve an objective. 

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

Character A type of object in 2Code that can be programmed to change 
the actions or properties. 

Code block A group of commands that are joined together and are run when a 
specific condition is met or when an event occurs. 

Code Design Design what your program will look like and what it will do. Coder—
A person who writes computer code. 

Command A single instruction in a computer program 

Debug/
Debugging 

Looking for any problems in the code, fixing and testing them. 

Design mode Used to create the look of a 2Code computer programme when it is 
run. 

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 ac-
tions for properties. 

Properties All objects have properties that can be changed in design or by 
writing code, eg image, colour and scale prpoperties. 

Repeat This command can be used to make a block of commands run a set 
number of times or forever. 

Scale The size of an object in 2Code. 

Timer A command that stops a character moving. 

When clicked An event command, It makes code run when you click on something 

When Key An event command, It makes code run when you press the specified 

Vocabulary 

What you will learn by the end of the unit: 

Coding 

An algorithm is a step-by-step set of instructions used to solve a problem or achieve an 
objective. A clear algorithm can help you to create code that does what it is supposed to 
do. 
A repeat commande will repeat actions a specified number of times. A timer will repeat 
every time the timers fires. This could be every 4 seconds or after a certain number of 
seconds.  
All coders need to debug to make sure that their programme works correctly, and the 
code does what they intended. As you get better at coding, your programs will get more 
complex and debugging gets even more important. 

Key Resources 

 



Year 2 :  Online Safety 

 

To know how to refine searches using the Search tool. 
To use digital technology to share work on Purple Mash to communicate and con-
nect with others locally. 
To have some knowledge and understanding about sharing more globally on the 
Internet. 
To introduce Email as a communication tool using 2Respond simulations. 
To understand how we should talk to others in an online situation. 

Search Look for information in (in a database or the World Wide Web) 
using a search engine. 

Display Board In Purple Mash, this is a tool that enables you to share work 
with a wide audience. 

Internet A way to send information from one computer to another any-
where in the world using technology such as phones, satellites 
and radio links. 

Sharing Post or repost (something) on a website. 

Email Messages distributed by electronic means from one computer user 
to one or more people 

Attachment A computer file sent with an email. 

Digital Foot-
print 

The information about a person that exists on the Internet as a re-
sult of their online activity. 

Vocabulary 

What you will learn by the end of the unit: 

Online Safety 

The search bar is an extremely useful tool and the search bar on Purple Mash or on 
a website helps the user to quickly find the resources they are looking for. 
 

An email is a way of sending messages electronically from one device to another. 
An email can have items such as pictures and videos attached to it. 
 

A digital footprint is a term used to describe the traces of yourself that you leave 
online. With every website you visit, you leave a trail or footprint showing that 
you’ve been there. 

Key Resources 

 

Key Images 

 



Year 2 :  Creating Pictures 

 

To learn the functions of the 2Paint a Picture tool. 
To learn about and recreate the Impressionist style of art (Monet, Degas, Re-
noir). 
To recreate Pointillist art and look at the work of pointillist artists such as Seurat. 
To learn about the work of Piet Mondrian and recreate the style using the lines tem-
plate. 
To learn about the work of William Morris and recreate the style using the patterns 

Impressionism 

The impressionist movement began in the 1860s and 
became most popular in the 1870s and 1880s. It 
differed from the common art of the time because it 
wasn’t religious art, showing scenes from religious 
stories or specific events, but was just intended to 
capture a scene at a moment. The art gave an 
‘impression’ of the scene. 

Palette  Within computer graphics, this is the range of 
colours or shapes available to the user. 

Pointillism 

 

Pointillism was  a development of  impressionism. 
It was invented mainly by George Seurat and Paul 
Signac. Pointillist paintings are created by using 
small dots in different colours to build up the 
whole picture. Colours are placed near each oth-
er rather than mixed. 

Surrealism Explored the subconscious areas of the mind. 
The artwork often made little sense as it was 
usually trying to depict a dream or random 

Template Something that serves as a model for others 
to copy. 

Share An instance of posting or reposting some-
thing on a social media website or application 

Vocabulary 

What you will learn by the end of the unit: 

Creating Pictures 

Impressionism is a style of painting that focuses on the effects of light and atmosphere on 
colours and forms. Impressionist artists often used broken brush strokes.  
Pointillism is a painting technique developed by the artist George Seurat. It involves using 
small, painted dots to create areas of colour that together form a pattern or picture. 
Surrealistic art is characterized by dream-like visuals, the use of symbolism and collage 
images. Several prominent artists came from this movement, 
including Renee Magritte, Salvador Dali, and Max Ernst. 

Key Images 

 


