
 

5 and 6. Planning a school event  

Explain that at Trinity Primary Academy, the year 6 

children are going to organise a charity day in which the 

children from the rest of the school bring in money to play 

games, do activities, eat food and drinks all prepared by 

the year 6s. Each class in the school attends the charity 

sale in turn during the school day. The task is to plan the 

day so that the maximum money goes to charity. Children 

demonstrate understanding by creating a spreadsheet using 

2Calculate that demonstrates a systematic and logical 

approach. Creating a design that successfully collates, se-

lects and manipulates data. Understanding the importance 

of data in real-life situations and the practical use of 

spreadsheets.   

 

 

 

 

Computing Year 6 

Autumn 1 Planning 

3. Creating a computational model  

Children use a spreadsheet to calculate the discount 

and final prices in a sale. Creating a range of different  

formulas to help work out the prices of items in the 

sale. Understanding how to format the cells correctly. 

4. Using a spreadsheet to plan  

Children create and use a spreadsheet to model a      

real-life situation, coming up with solutions. Exploring  

how to spend pocket money and the effect of saving 

money for a practical use of a spreadsheet. Children 

apply their knowledge of cell input and formulas to find 

solutions.  

 

Online Safety 

1. What does a secure site look like?  

Recap and consolidate the risks online including sharing    

location, secure websites, spoof websites, phishing and other 

email scams. Using the example game children explore the 

steps they can take to protect themselves including protecting 

their digital footprint, where to go for help, smart rules and 

security software. Identifying the benefits and risks of mobile 

devices broadcasting the location of the user/device, e.g. apps      

accessing location. Identifying secure sites by looking for      

privacy seals of approval, e.g. https, padlock icon. And     

understanding the benefits and risks of giving personal      

information and device access to different software.  

Spreadsheets 

2. Exploring Probability  
Children create a spreadsheet to answer a mathematical 

question relating to probability. Investigating the probability of 

the results of throwing many dice. Using simple cell input 

before creating formulas to generate answers. Children to use 

copy and paste shortcuts using 

CTRL keys. Children to analyse 

their recorded data and        

summarise their findings from 

their spreadsheet created.  

 



5. Flowcharts and Control Simulations  

Children interpret the flowcharts, debug and ensure the    

devices in each room are working.  Exploring further whether 

each device works according to the flowchart and fixing it if 

not. Children will need to decide what they should do and 

how. Then create their own flowcharts in a new 2Chart file. 

Adding more objects and functions.  

 

 

6. Coding a text-based adventure program 

Explain that a text adventure is a computer game that uses 

text instead of graphics. Children play a simple text adventure 

game before adapting the code to make the adventure their 

own. After exploring how 2Code can be used to make a text-

based adventure game children adapt and add functions to 

make it unique to their requirements.  
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Autumn 2 Planning 

3. Introducing Functions  

Children use functions understanding why they are 

useful in 2Code; creating a function, dropping code 

and calling a function. Children organise code into      

functions and call functions to eliminate surplus code 

in the program.  Creating and call functions      

explaining how to move code from one tab to another 

in 2Code.  

 

 

 

4. Using user input  

Children explore the options for getting text input 

from the user in 2code. Coding programs that take 

text input from the user and use this in the program.  

Children attribute variables to user input. Children 

are aware of the need to code for all possibilities 

when using user input.  

 

Coding 

1. Designing a complex program 

Children plan and design programs using their choice of objects, 

attributing specific actions to each using their programming 

knowledge. Planning the program before coding to anticipate the 

variables that will be required to achieve the desired effect. Using 

Free Code Gorilla, review how to add objects (characters) in 2Code 

using Design Mode. Can children 

recall using a number variable to 

create a timer and to control the 

time left in a game? Using the     

planning proforma children design a 

game that includes timing and      

scoring. Starting with a simple    

version of the game that they can 

then enhance. Remind them that this 

is called a high level of abstraction.  
 

2. Writing a complex program  

Using their plans children create their own computer game using 

2code and more complex coding, incorporating a range of different 

aspects from prior knowledge. Children debug when things do not 

run as expected/planned and fix bugs by correcting their coding.  

Challenge: Children create a QR code to access their       

program.  

 

.  


