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English Code -

code

What is it?

8 A new primary course that uncovers the power of language to convince, startle and amaze
§ Seven levels: (Starter - Level 6)

8 CEFR:A1-B1+ GSE:10-50

8 British English & American English versions

Who is the course for?

§ Institutions: Private and PLS schools
§ Students: 6 -12 years old
8§ Timetables: 5+ hours of English per week

P Pearson

Introduction to English Code | 3




Course Components: Teachers - g

English

ish
Code Englis

- Digital resources ccd

e Lesson flows _ ﬁ

* Diagnostic test
Picture Cards
*  Checkpoint tests

Posters

* Activities & ideas ~ * GSEProgression tests

PRINT

*  Other supporting material

e Unit & final tests

Teacher's Edition Assessment Pack
English -
Ssts . [ IO i
= Code
< | e
=0 - s ‘
O ‘ 0-
D ° v Pacice L‘
Pearson English Portal Digital workbook with Q-
show answers Q ¢ i =) B

Presentation Tool
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Course Components: Students - Engish”

—
Z
Y - Phonics
al Book
" ﬁ-‘ © rearso
Student's Book Workbook Phonics Book
Jana, nice to see you!
<E -
-]
< Frodus
|: Ao
O
O

Pearson English Portal

Pearson Practice English App Student e book- reader +
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Correlation Chart

_English

code

Starter Level 1 Level 2 Level 3 Level 4 Level 5 Level 6
GSE 10-17 14-24 20-30 25-36 31-40 36-456 41-50
CEFR <Al <A1-A1l Al A1-A2 A2 - A2+ A2+-B1 A2+-B1+

A2 Key for Schools and
Cambridge Pre AlStarters Pre AlStarters A1 Movers Al Movers 2RI B1Preliminary
A2 Flyers for Schools
for Schools
. . . Quickmarch/

PTE First words Springboard Quickmarch Breakthrough Breakthrough
English Benchmark Level 1 Level 2 Level 3 Level 3/4 Level 5 Level 6

P Pearson
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Why choose
English Code?
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o English

Why choose English Code? Code

Coding Future Project work GSE Assessment for
Mindset Skills Learning
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g 3 @ continue CODE CRACKER QOQ
e 3 ;he st:.quem:e‘;l S
E & ay the sounds. R B e :
= g P 4 | 0.0 0.0 0,0 0.0 0,0
S t ASArEN: e Ree
Z 8 e = 3 b oo o .g'b‘. -
o> - -
3= 3 ¥ Circle the odd one _
o out and say. IDE CRACKER A0}
o 1S4 e
G -~ © L
; |
o) < &
> ' '
=
[
6@ Findonoctivity ~ —=» ~ODE OV C
2] you and your partner KER
I= do. Complete the table. CRAC
<% Check . or cross . for e
Lﬁ you and your partner, gt gl | Rlgrerins lagl ’
S ([ e a [ | €
= » -
| Me
"M‘y-pcttn« | | | | | |
We both
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English Code develops learners'

Coding Mindset

» Teaches (resilience, collaboration and problem-solving) from the

domain of computational thinking.

» Skills are integrated in the language learning activities.

> Activities don't rely on technology.

Ec":%"ée

» Examples of activities: algorithms/sequencing; Boolean operator OR; trouble-

shooting; functions; events; variables
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English Code develops learners' Engiih”

X . ode
4@' Make your own name card. Future Skl”S c
. L NS
> Creativity and Creative thinking
% Students develop their creative potential through hands-on
8 making activities, by being exposed to a variety of arts, and by
thinking and working creatively.
Progress chatt © . "
e A . ‘ e
B W actoutthestony in grougs. +  Stories, plays, songs, and chants % 7r e Ty e
" . T . p Seacw ¢ pE— ) 4
* Creativity activities; Act out, Draw, Dance; Projects. :
!
| [ m— S |
-S 2 @ Think and discuss. ; Commumcatlon . ] ] 1 1
@© A Students engage in real-world communicative 1
LE) bake cookies design a T-shirt do face painting o e . . . . ]
S } make balisenmodals sell lemichade 'walk dogs activities and build real-world communication skills. :
E : make brownies | & g ©
; == e —— ]
8 £ 1 \é\/h{ch ot_r:jer id?e&:hdc; you think could be good » Stories, plays, songs and chants
¢ usiness iaeas y . . wyn
A T e Communication and writing lab lessons
What would you spend money on at a fair like this? ° PijeCt and culture lessons

’_D PeaI‘SOI’l Introduction to English Code | 10




1
2
3
o

sports &
sclence <
languoge om.
technology 0

5 music 4

2 i\‘L Look and say. Where do you do each subject at school?

o classroom e playground

6 math T4 b ortroom f gym

7 ort &

¢ music room g cofeterio

d computer room

Critical thinking

3

Actions

Stepl3 i

Collaboration

= Make the dty

Waork with o portrer and moke

your trsldeags

Follnw the plon and ploe the
Brdldngs vt i ke oo

P Pearson

" Sort the words from 2. Compare your answers with a partner.

3 o Work with a partner.
Say the season.

December! | December is in : _D

— J\ Y

4@ Make a calendar. Work in
groups.

English Code develops learners' "Ec";%'ﬁg

Future Skills

Critical thinking Q

* Every unit starts with a questiun and a critical thinking activity which links to
the final project

* Every lesson starts with lower order thinking activities and progress to higher
order thinking skills

» CodingActivities & Experiment lab lessons

Collaboration
* Speaking activities

e Stories & plays

* Experiment lab lessons
Project lessons
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MY CULTURE
Find out about craft in your country.

1&“5 What doms Nasks She dainy ! Oneet o Produ(tion

1 xl E % 5 What do you need to make the craft? Write the

* Ask students to choose one traditional craft from

words

their country and write what they need to make it
in their notebooks.

Have students draw and label the
craft in their notebooks. You could have students
make the craft in class, or at home.

Show students how to use the
internet to find information and pictures about
traditional craft. Remind them to only look at
reliable websites. Have them choose a craft that
they did not know about before and make notes
and draw a picture in their notebooks.

P Pearson

English Code develops learner's | E&g'ﬁ'é
Future Skills

Digital Literacy
e Technology CLIL pages; Coding and projects with digital focus

Social and Emotional Learning
* Values and topics that encourage students to grow emotionally.

Global Citizenship
* Topics and culture pages encourage learners to think beyond the
cultures they live in and their impact on the world.
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Experiment lab 1wl lear ooy

'\ SCIENCE: THE FIVE SENSES the five senses.

1# Listen, read, and

number the photo.

El Close your eyes. 777{«\\
n Toste some food.

El Guess whatiitis. (:\
Check your answers. @

1 Ismell with my nose.
2 1 taste with my mouth,
3 Ihear with my ears.

4 Isee with my eyes.

5 Itouch with my hands.

2 Match and write the body part.
'-‘ 35 a touch
oS e
::‘-\' r; ' b see
F

Wetploe | 405
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=

English Code teaches English through E&%"é'é

STEAM

» Each Unitincludes a STEAM lessonfocusing on science, technology,
engineering, art & design or math.

» Atypical lesson includes a presentation of the subject - practice -
an experiment.

» There are videos on each subject to extend the lesson.

> Videos are available in British English and American English
(sometimes both).
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Fruit bowl! . English Code help learners learn through - E&%llég'
Projects

== How can we make a fruit café?

.40

> Students are presented with a problem they need to think about and solve at
What can you see?
: the start of each unit.

» Students build their knowledge and skills they need to complete the
project as they work through the lesson.

» Projects are designed for students to:

 use thier creativity through thinking, designing and making things,
:‘ e collaborate with other students,

W Whceliod o il * build critical thinking and problem-solving skills,

[ 10 teoms, decidewhich IR * apply the knowledge learned,
food to make. g . .
e complete a real-world communicative task.

Research
.‘i;}-‘ What fruit do we Ul;e?

D Bring fruit to toste into class.

[_? Do a favorite fruit class poll. [:] Choose which fruit to use

D Count how much fruit
you need.

[ ‘ Find out what food you can
make with fruit.
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English Code uses - Engish
Assessment for Learning approach

I Will learn
R to coun

ere are.

I Wi” learn art item
words,

» Each unit starts with a questions to activate student's prior

i knowledge.

: ... use art item

: = words. \ | = » Each lesson in English Code has a /earning objective.

' 'j_c ... count items

' using There's /

: Ihm = » The Now [ can sticker feature enables students reflect on
: e g:l; 3'?2?.:.. L = their learning from the unit.

1 ggfﬂfpomt > The Checkpointsencourage students to consolidate their learning

from the previous two units.
1 ‘ Listen and follow. Say the number.

> The workbookencourage students to reflect upon their learning at the
end of every page with a coloring feature.

P Pearson
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Level Differentiation
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GSE: 10- 17

CEFR: <A1

Skills: Listening and speaking

Grammar: Contextualized grammar. Presented in cute animation.

Vocabulary: Engaging topics appropriate for the age and reflecting the student's maturity e.g.
Under the sea/At the farm/music time/ mud kitchen. Covers core Primary vocab sets.
Placement Test: NA

English Benchmark Young Learners: NA

PTE Young Leamers: NA

Pearson English Readers: NA

’_D PeaI‘SOI’l Introduction to English Code | 17




} E&%‘ﬁe

GSE: 12-24
CEFR: <A1 - A1
Skills: 4 skills but with a focus on listening and speaking.

Grammar: Presented in context through animations. Grammar 2 expands on grammar
1 (negative/all persons etc.).

Vocabulary: Engaging topics with a focus on the "child's world".
10 key words per topic + additional vocab in STEAM and Culture.
Placement Test: Diagnostic test

English Benchmark Young Leamers: Level 1

PTE Young Leamers: Firstwords

Pearson English Readers: Kids Readers 1; Story Readers 1

Introduction to English Code | 18



Ec":%"ée

GSE: 20 - 30
CEFR: Al
Skills: 4 skills with focus on listening and speaking

Grammar: Presented in context- animations and stories. Grammar 2 expands on grammar 1
(negative/all persons etc.).

Vocabulary: Engaging | topics- introduction to topics beyond the "child's world". 12 key words per
topic + additional vocab in STEAM and Culture.
Placement Test: Diagnostic test

English Benchmark Young Learners: Level 2

PTE Young Learners: Springboard

Pearson English Readers: Kids Readers 1&2; Story Readers 1
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Eagolﬁe

GSE: 25-35
CEFR: A1-A2
Skills: 4 skills

Grammar: Presented in context through animations and stories. Grammar 2 expands on grammar 1
(negative/all persons etc.).

Vocabulary: Greater focus on topics beyond the familiar and more global topics-
environment/space/jobs.

Placement Test: Diagnostic test
English Benchmark Young Learners: Level 3

PTE Young Learners: Quickmarch

Pearson English Readers: Kids Readers 2&3; Story Readers 1&2

P Pearson
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S 4

- English

- Code
GSE: 31-40
CEFR: A2 - A2+
Skills: 4 skills with a greater focus on reading and writing -covers different text types and genres
Grammar: Presented in context- grammar game videos. Grammar 2 expands on grammar 1.
Vocabulary: Global topics- Space/Mayans/Endangered animals- vocab presented in context -
non-fiction text then repeated in a fiction story.
Placement Test: diagnostic test

English Benchmark Young Leamers: Level 3/4

PTE Young Learners: Quickmarch/Breakthrough

Pearson English Readers: Kids Readers 4; Story Readers 2

P Pearson
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| --Engiiéhw
- code
GSE: 37-45

CEFR: A2+ -B1

Skills: 4 skills with a greater focus on reading and writing -covers different text types and genres.
Grammar: Presented in context- grammar game videos. Grammar 2 expands on grammar 1.
Vocabulary: Topics popular with older children- music/movies/technology. All vocab presented in
context. Non-fiction texts then repeated in a fiction story.

Placement Test: NA

English Benchmark Young Learners: Level 5

PTE Young Learners: Breakthrough

Readers: Kids Readers 5&6; Story Readers 3
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R

. English
GSE: 41 - 50 Code
CEFR: A2+ -B1
Skills: 4 skills with a greater focus on reading and writing - covers different text types and genres.
Grammar: Presented in context- grammar game videos. Grammar 2 expands on grammar 1
Vocabulary: Topics for older children requiring greater maturity covering a variety of subjects -
Ancient Egypt/ Sustainability/ inspirational people/ News. All vocab presented in context - non-
fiction texts then repeated in a fiction story.
Placement Test: Diagnostic test

English Benchmark Young Learners: Level 6

PTE Young Learners: Breakthrough

Readers: Kids Readers 6; Story Readers 4
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Unit Walkthrough
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OPENER LESSON

Opening question motivates

students to think about what
they will learn throughout the
unit to complete the creative
project at the end of the unit.

Critical thinking activities
engage students to rec#
knowledge to apply to new
situations.

@ Pearson

5 The perfect pet
l /= How can we choose the perfect class pet?r

Stick the
animal prints
on the picture.

3 a Listen and point. Then
sing along and dance.

“soNGAL= .

A l) Ti :
N 9‘45 ME What's your 4 ‘g
> - - 3

| -« perfect pet? "oor',",

)

Listen with your ears! W £
What can you hear? 5
It's o dog! It's a dog!
Big or small? Short or tall?
What's your perfect pet?
Horse or dog? A green frog? Repeot chorus Op
What's your perfect pet?

- il clip e
2 E\c)mé

Listen with your ears!
What can you hear?
It's a horse! It's a horse!

Listen with your ear3
What can you hear?

It's a frog! It's a frog! w {
Repeat chorus ' /

D @)

English
} Ec":%'ﬁe

Theme-based unit encourages
deeper understanding of
concepts and language, and a
full spread picture with real
children introduces the topic
and stimulates students'
imagination.

Memorable song with actions
presents a few key vocabulary
items to introduce students to
the unit topic.
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VOCABULARY LESSON

Key vocabulary is presented
and practiced ina
kinesthetic way throu
games and similar
engaging activities.

Animals around us

VOCABULARY

8 horse 9 frog 10 homster

Z ‘ Q Look at 1. Listen, say, and mime the animal.

3 * Listen and color.

Learning objectives on the page help focus students and make them aware of the

progress they are making. EngrSh

code

S '

Look and circle.

o),

1 rabbit / hamster 2 bird / horse 3 mouse / lizard 4 homster / dog

5 . Find and count. Then ask and answer.

birds cots dogs horses lizards | rabbits Math activities provide
students with opportunities to
practice and produce English
through content and language
integrated learning (CLIL).

- — ! How many robbits
""" CWELTT SN ]| are there?

There are
six rabbits,

6 @ Make your own
picture dictionary.
Draw and label pets.

hamster fiat

Creative activities provide engage students to make things, like their won picture dictionary, to develop
language skills, and inspire visual thinking.



LANGUAGE LAB 1 LESSON

Language lab 1

GRAMMAR 1: 1/ YOU / HE / SHE CAN / CAN'T

I »ji(l tolk obout
Octions USIhg con
and can'y,

wwmd\. Check /' the animals  ococosscoacioa

Grammatris presented throu
an engaging video and

supported by boxes showing in the video. R p——
clear examples. He / She / Tt can’t run. X
bird cat dog 5 —
HOOOOOOO00 o
hamster lizard rabbit ?:'o?,o:
2 # Listen and circle.
Then match.

I con / can't hop. &

You can / can't swim. & * °

He can / can't climb. e

> W N e

She can / can't fly. &

3 " Circle the odd one

Coding activities help studen out and say.

to develop problem-solvin
higher order thinking skills.

7]

CRACKER g4y
.- 2} 1
—.| |G, 4

‘ .

wevrnry eaght

English
Ec":%"fie

4 Label the photos. Then write can or can't.

-

It i fly, but 2 It hop.
it i swim, but it but it run,

4 It run,
butit fly

Communicative activities
engage students to personalize
language, collaborate, and
recall language they have
learned.

5 Q Look at 4. Play Guess
the animal.

It can swam, but it can't fly.
' RGP
I It’s the frog! |

=\
\

Yes!

6 ‘i” Draw what you Personalized activities help

can and can’t do and 1 . but students to apply their learning to
complete. Then describe 3 1can _ . their own environment.
it to your partner. Icon . but

Ican't A

spverty nne
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STORY LAB LESSON

Key vocabulary and
grammar are practi
through an engaging
visual story.

Story lab

READING

Coding activities help students 2 0 What can the

to develop problem-solvin
and higher order thinking
skills.

@ Pearson

‘ frog do? What can
Polly do? Check

{

or cross ~ . Then say.

-

Wotch out, Polly!
| You can't swim| |

CODE c':kACKEgd—é_jQ

‘hop | fly

swim

climb

.........

L E i‘éhw
- Code

—
Ty

a.} My Ot con e o i e

-

Engaging story develops
N — V.8 comprehension strategies and
7 L°°‘;' i ) 3 then students act out the stories
I . to build confidence and
fluency.

<4

... but the frog
can hop, climb, [
and swim!
- Values activities motivate
students to reflect on social

and emotional learning.

Care for animals,

3 Help the frog leave the yard.

4@ Act out the story in groups.

wghtyone | &1
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PHONICS LAB AND EXPERIMENT LAB LESSONS

Key sounds are presented
through memorable chants
and practicedina
systematic and supported
way.

. o for the chant.
Creative activities engage ‘

students to make things, like
the shapes of letters through

art, to develop language skills,

and inspire visual thinking.

Vg

I will leary |
the m
and n Sounds,

1‘ . Listen and chant. Touch your nose when you hear n.
Touch your mouth when you hear m.

,.g,}

Here comes Mom, m, m, mom.
;"' "'a

Nine, smoll noses, n, n, noses. I
Smell nine big nuts! n, n, nuts

Say, “Thank you, Mom!" P
Vo,,s":

2 @' Create a ribbon dance 3 O Circle and say the odd
one out.

¢? e . Nine open mouths, m, m, mouths. ﬁ
sev ' ;

4* Listen and write m or n.
- 1
( }
1 ouse 2 ut 3 ose 4 outh

L [ wghtytwn

Experiment lab

SCIENCE: ANIMAL AND PLANT NEEDS

1 * Listen and read. Label
the photos.

fish insects plants

Animals and plonts need water,
food. and air to live.

The lizard breathes oir with its nose.
It eats insects ond it drinks water
The bird eats fish and it drinks
water. It breathes air with its mouth,
The elephant breathes air. It eats
plants and drinks water with its
trunk and mouth,

27 @ which parts of your

body do you use? Point and say.
breathe| | eot drink

Put water and food dye

I will tearn a
bout o
and pla, -

in a pot. 4
n Put a white flower in the

water, Guess what will happen.

B Check your flower. Whaot color
is it? Record your results.

white fiower

&P

Challenge! Can
you moke your
flower two colors?

aghty-trres 83

h
)

Contentvocabulary is
presented and practiced
through texts covering a
range of subjects in science,
technology, engineering, art
and design, and math
(STEAM). Videos provide
further learning about the
subject.

Experiment time gives
students an opportunity to
develop deeper
understanding through
practical projects with
visible results.
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LANGUAGE LAB 2 AND COMMUNICATION LESSONS

Grammar s presented
through boxes showing
clear examples and
practiced in context.

Critical thinking activ
ities engage students
to recall prior
knowledge to apply
to new situations.

Language lab 2

GRAMMAR 2: WE CAN / THEY CAN'T

1 WI" descripe
Oftlon_;, Uting WQ
can/ rh‘y can'e.

We con swim stowly,
They can't swim quickly,

5‘0MV LJ.(,‘,'-.‘f'Jy

1* " Listen and play Teddy says.

2 & Listen and check + or cross ~ . Then read and circle.

Swim quickly | Swim slowly 1 Cots can / can't swim quickly.

‘ " Read and write quickly or slowly.

1 Mark o
ark can run o'\’/r

%

2 Masie can run

3 Zara can swim

4 Ed con swim

B4 wghty-four

cat 2 Fish can / can't swim slowly.
fish : ; ;
lizard | 3 Lizards can / can't swim quickly.
frog , 4 Frogs can / can't swim slowly.

My favorite animal

COMMUNICATION

1 will descrip,
2 o
favorite anim :zy

1 @ ﬁ Watch and circle.

3 Read and guess the animal.
Check with your partner.

1t can't fly, but it con hop.
It eots insects.
My favorite animal is o

. 2 My favorite 2 It's tall.
animal is . It has four legs and a big head.
a lizord / bird . It can run, but it can't climb.

It eats plants,
My favorite animal is o

4 @ 9 Make your fav

animal from clay. Ask and
answer with your partner.

2 & Listen and number.
Then complete.

fish insects mice plants

What's your
favorite animal?
It's small. It has
two arms and two

legs, It can climb
but it can't ...

v

Iteots |, Tteots
and

sghty-Sve

| 1 My favorite :
crimol s (A
| o robbit / cot. YrUr e on 'g eyes.

o Ch "

 Engiish
Ec":?:"cgie

Real-world

conversations are
presented and practiced in
context, supporting
students to produce their
own personalised versions.

Communicative activ
ities engage students
to personalize
language,
collaborate, and
recall language they
have learned.
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PROJECT AND REVIEW LESSON

Projects enable students to
consolidate and review their
new language and
knowledge from the unit
through a creative,
collaborative, and practical
task.

Four steps guide student®
through the projectin a
systematic and supported
way.

Research

184!

== Which pets can
live in a school?

D List pets in a table.

l What do they need to live?
Research, then complete

the table,

What can
they do?

run quickly, dimb

e

D Look at your research.
Choose your favorite
class pet.

D Do a group poll.

Choose your group's
perfect pet.

Perfect Class Pet
rabbit V'
homster Y VY Y'Y
bead Y VY'Y
bh VY

l thmk homsm are o
| perfect closs pet. They

. are small. They con run §

quickly. They eat plants
ond they drink water.

Ensl'sh

Create

-7 How can I moke
my class pet?

g{ Make a mask of your
perfect pet.

T Choose a name for

I Choose the perfect pet

| for your home. Draw

. and label the pet.

code

- N
~ ..;0"’
g

o

Show and tell

:. 1??" Put your mosk an,
Describe and role-play
your pet to your partner.

| I'm the perfect class pet. I'm Hoppy.
| I'm o rabbit. T can hop quickly. I'm small

| and white. I eot plonts and I drink water.
v §

m Now | can statements
- aligned to the GSE allow
408 AL "“‘" "l students to reflect on

their progress.

At home activities motivate students to involve their family in their
learning and share their knowledge.
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CHECKPOINT LESSON

There are four Checkpoint lessons after every other unit.

3

1‘ Listen and follow. Say the number.

Checkpoint

UNITS 5 AND &

The themes from the units are
combined in a full-page
illustrated activity to stim
students' imaginations.

Students review the key

vocabulary and grammar they
have learned in the units.

e hunaved and two

4

h
ek

2 follow. T ;
Read and follow. Then draw the arrows. & & O O An integrated approach

ensures students review
their skills in speaking,
listening, reading, and
writing.

1 Ilike oranges, but I don't
like pineapples.

2 It can hop quickly.

We don't like bananos,

It can run quickly. but we like grapes.

They like bananas. They like cats, but they

It can swim, but it can't run. don't like fish.

He likes watermelons, but

We like mangoes.
e mong he doesn't like apples.

It can run, but it can't cimb,

It can fly quickly.
She likes strawberries. y :
She likes pineapples.
It can hop and swim,
3 Follow the arrows and write. \
1 Dogs fly. © 2 Rabbits hop. €
& They bananas. & i She _grapes. £
The can run quickly. € Lizards can climb,
& We mangoes. © they can't fly. £
Horses can 0 She {ikes @
He doesn't like The bird can fly .0
We like apples and g
4 0 Communicative activities
Ask and answer. _ engage students to
It's a fish. It can swim. | H
What's this? l—i personalize language,
collaborate, and recall

language they have
learned.

e funideed ond thes 03
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CULTURE LESSON

There are four Culture lessons after every other unit.

Contentvocabulary is
presented and practiced
through reading texts about
different cultures around the
world.

 Engiish
E&?:"ée

Let’s make a snake

CULTURE

1 Look at the pictures. ‘
What food can you see? | & p \'

2 * Listen and read.

|| 0
- My snail likes apples, She's
big. She can climb slowly.

[ S

This is my snoke. He doesn’t
like fruit, but he likes mice.
He can climb quickly.

My elephant is big!
He likes bananas.
He can swim slowly.

T

ours every day.

Fun facts build students' curiosity about the world around them.

cewereTeeewey

”

3 B Look at the table. Ask ond answer.

swim run climb
C 4
v v X
They con swim, but
they can’t climb.
v X v ' Elephants! :I
X X v . -
Creative activities
|
1 engage students to make

4@' Make a snake.

1
2
3
4
5

things, like an object from
another culture, to develop
language skills, and inspire
visiual thinking.

Color your snake.

Find the snake's head. Stick a straw in the mouth.
Stick the snake’s head on the snake’s body.
Blow into the straw.

Have your snoke toste different foods.

— .
SRS s SRR

My Culture <

6 O Ask and answer.

Personalized acti

Find out about interesting pets She's il She =
i . vities help
in your country. :
apples. She students to apply
5 Write about interesting pets. A sy, their leaming to
' their own

- — environment.
,J Her naome
"—1 is Jemima,

What's her name?

orw bungdred and fve 105
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WORKBOOK LESSON Engii
- code

Howys Morgan

e v
Englls ..**~~- Using a coding
mindset to support
c creative English
o Ode language learning A

Workbooks review language e

learned and provide practice % An integrated approach ensures
and productive activities for students review their skills in
each of the lessons in the In English Code, longuage learning tokes ploce through hands-an speaking, listening, reading, and
Student's Books. GroqEie Sty inserigoRion, Brojacis. 6670 Gyernmvels Soils o writing.

videos provide mativating opportunities to learn skills foe bright
futures. Coding. problem solving, math, and colloborative skills oll
feature in o syllobus that includes built-in STEAM, driving leomers’

Differentiated activities are notural curiosity about the world around them. A deor focus on Learning objectives are revisited
designed to stretch students at o e b e s s i for students to reflect and self-

their own level and provide Workbook assess the progress they are

@ Integrated future sidlls focus on creativity ond problem solving making

choice and flexibility. ® Coding strand is introduced through code crocke tasks

® STEAM syllabus with hands-on experiments

® Audiovisuol materiols include phonics, grommar, and
STEAM wdeos

English Code is built on GSE learning objectives, which help to
monitor ond measure progress throughout the tourse,

CErR Gse Benchymark  Combridga Englinh
Starter <Al 1047 f [
Level2  Auds,. 2030 Level 2 Pre Al Ssarten
level3 AVAZ %% Level 3 Al Moveny
Level & AJiA2e L Level & A2 Fyeny
Level S Aol W46 LewelS A2 Fiywens
level 8 AQEIEI. 4150 Level & HI Profiersticry lor Schooly m‘mw
BSBN 978-1-292-32152-0
-
efd ’D )
~ . .
@ Pearson PrimaryAcademy *a* ' Pearson
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