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2 English Code

Pearson’s Global Scale of English (GSE)

Pearson English
At Pearson, we have a clear mission: to help people make progress in their lives through learning. Our vision is to have a 
direct relationship with millions of lifelong learners and link education to the way people aspire to live and work every day. 
To do that, we collaborate with a wide group of partners to help shape the future of learning. We believe we all need to 
embrace lifelong learning, continuously acquiring new knowledge and skills to thrive in an ever-changing and increasingly 
connected world.

Global Scale of English
The GSE is a standardized, granular scale from 10 to 90 which measures English language profi ciency. Unlike other 
frameworks which describe attainment in broad bands, the GSE identifi es what a learner can do at each point on the scale 
across the four skills. The scale is designed to motivate learners by giving a more granular insight into learning progress.

The GSE is aligned to the Common European Framework of reference (CEFR). The CEFR and GSE both comprise a number 
of Can Do statements, or ‘Learning Objectives’, for each of the four language skills, describing what learners should be able 
to do at diff erent levels of profi ciency. The learning objectives are written to refl ect what a student ‘can do’ with language 
without regard to the context in which a language skill may surface.

Skill development with the GSE
English Code has been built on the GSE. The badging on the back of this book indicates the GSE profi ciency range from 
which the learning objectives for that course level have been selected.

Within the four language skills (Speaking, Listening, Reading, and Writing), GSE sets of learning objectives are grouped into 
sub-skills relating to accuracy, actions and interactions, complexity and organization, and strategies. Within these sub-skills, 
the objectives are further grouped into specifi c areas of competency and then aligned to key development indicators. This 
supports more focused development and assessment of specifi c sub-skills. The development indicators capture each discrete 
skill that learners are aiming to acquire at that level. Learners are taught and may be assessed on individual learning objectives, 
but their progress is measured in terms of their performance on key indicators across a course.

For example, let’s look at Speaking. Within the skill of Speaking, there is a sub-skill: Actions and Interactions – 
Communicative exchanges:

LEARNING OBJECTIVE DEVELOPMENT INDICATOR
Can answer simple questions about objects (e.g., color, size). (22) Participate in common

informational, academic, or
transactional exchanges using
simple language and expressions.

Can answer simple questions about their family and friends, using 
basic phrases. (26)

Can answer simple questions about their daily routines using gestures and short 
fi xed expressions (29)

1



Copyright © 2021 by Pearson Education, Inc. Photocopying for classroom use is permitted. © The copyright of the Can Do statements taken from the Common European 
Framework of Reference for Languages reproduced in this document belongs to the Council of Europe. All users and publishers must ask formal and written permission 
prior to using these by writing to the Language Policy Unit of the Council of Europe language.policy@coe.int.

3� Alignment with the Global Scale of English and the Common European Framework of Reference

The GSE provides teachers with a view of students’ progress against key learning objectives that have been covered in the 
course. Some of these learning objectives will be at the same proficiency level but for different skills (breadth of proficiency) 
and some will target the same sub-skill at increasingly higher levels of ability (depth of proficiency).

HOW WHAT WHERE
Strand Development indicator Course strand W 1 2 3 4 5 6 7 8

Accuracy Pronounce letters and individual 
sounds correctly, as well as 
repeat simple words or phrases.

Phonics

Blend sounds to pronounce
combinations of letters correctly, 
as well as clearly and intelligibly 
read aloud words, sentences or 
texts.

Phonics

For more information about how the GSE can support your planning, teaching, and assessment of learners, along with 
selecting or creating additional materials to supplement your core program, please go to www.english.com/gse.
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4� English Code

Welcome to English Code

 WHY ENGLISH CODE? 
Learning is changing – The Coding Mindset
We never stop learning, and understanding how to learn ensures we have the building blocks we need for 
the rest of our lives. This course develops a coding mindset so that students will have the ability to change as 
they learn. A coding mindset is a willingness to experiment, an acceptance that you will make mistakes, an 
understanding that your improvement will not be linear, and knowing that perseverance will succeed.

Creative thinkers and better problem solvers
We know that in today’s rapidly changing world, critical thinking and problem solving are essential skills for 
tomorrow’s success and that young learners need to be introduced to these higher order thinking skills. English 
Code supports students’ development of these future skills through a focus on creativity and creative thinking. 
Creative thinking is present in all aspects of life and being able to apply creative thinking, students are 
more able to approach problems with resilience and apply innovative solutions, which is key to learning a 
language. In English Code, every lesson provides a range of engaging contexts and activities that progress 
from memorization, understanding, and application to analysis, evaluation, and finally, creation. It is through 
undertaking this journey that students will be equipped with skills critical for their future.

Working together to inspire confidence
When students work together, they can learn from each other and share ideas in a safe and supportive 
environment. Every student thinks and learns differently, so by working together they can challenge each other 
to develop their ideas further. This course provides collaborative learning opportunities for students to improve 
on social interactions, develop oracy, learn self-management and leadership skills, and enhance problem-
solving and critical thinking skills.

Encouraging total student engagement
Every student has their own personality and their own eyes on the world, which impacts on their learning path. 
This course uses a variety of creative and real-world activities to spark interest in learning English and to ensure 
students feel challenged without struggling to understand. Creative activities give students the opportunity to 
use their imaginations and share ideas to make things, create pictures, present their work, and role-play stories 
and plays. Real-world activities ensure students can relate to what they are learning and understand why and 
how it is useful in their everyday lives.

Cross-curricular
Educating children means preparing them for their future studies and working lives in an increasingly global 
world. This course teaches English through other subject areas, for example, science, technology, engineering, 
art and design, and math (STEAM). These lessons provide students with opportunities to do experiments, draw 
conclusions, collaborate with others, question their findings, and understand theories, all in a foreign language.

Global Citizenship and culture
In English Code, students are invited to explore fascinating cultures around the world and compare aspects with 
their own culture. Students are also encouraged to think about their place in the world and their influence on 
others and the natural environment helping to nurture global citizens. 

English Code is a new course that uncovers the power of language to convince, startle, and amaze. 
Throughout the course students will develop a coding mindset to support creative language learning 
and engage with content which encourages creativity, problem solving, collaboration, and real-world 
communication. This course will motivate students for success in exams and help them face the challenges 
of a fast-evolving future.
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What makes English Code unique?

Algorithms/sequencing
Students will learn how a sequence works here by 
identifying the pattern of pictures and the sounds 
they represent. Then they will choose the correct 
picture and sound to continue the sequence.

 EXPERIMENT TIME 

 Float or sink? 

1  Choose 5 toys

2  What are they made of?

3  Do they float or sink? 

Guess.

4  Put the toys in water.

5  Do they float or sink? Try.

6 What are they made of?

7 Record your results.
1

2

3

CODE CRACKER

  p

b

It’s a panda, p, p, panda. 
It’s a bus, b, b, bus.
It’s a boat, b, b, boat. 
The bus is pink, p, p, pink. 
The boat is purple, p, p, purple.
The panda plays in the boat!

float

sink

Float Sink
plastic boat metal airplane

111 018 Listen and chant.

It’s a train. It’s 
made of wood.

It’s a car. It’s 
made of metal.

It’s a ball. It’s 
made of plastic.

It’s a teddy bear. 
It’s made of fabric.

333  Continue 
the sequence. 
Say the sounds.

111 020  Listen, read, and point.

 Watch a video about things 

that float or sink.
 Watch a video about things 

1918

Title
GRAMMAR 1

1918

Experiment labPhonics lab

nineteeneighteen

I will learn about toy materials.

I will learn the p and b sounds. ENGINEERING: MATERIALSP AND B

222 019  Listen and circle words starting with p in red. 
Circle words starting with b in blue. 

fabric

metal

plastic

wood

222  Look and circle. Then 
point and say.

333  Look at your classroom. 
What are things made of? 
Find and say.

Troubleshooting
Students will learn how to troubleshoot by finding 
the animal in the picture that is different by looking 
for the similarities first, and then the differences.

CODE CRACKER
333  Circle the odd one 

out and say.

1 2

444  Label the photos. Then write can or can’t.

222 074  Listen and circle. 
Then match.

1 I  can  /  can’t  hop. 

2 You  can  /  can’t  swim. 

3 He  can  /  can’t  climb. 

4 She  can  /  can’t  fly. 

111 073  Watch. Check  the animals 
in the video.

bird  cat  dog 

 hamster lizard  rabbit 

I / You can run. 

He / She / It can’t run. 

can not 
= can’t

a b

dc

555  Look at 4. Play Guess 
the animal.

It can swim, but it can’t fly.

Yes!
It’s the frog!

666  Draw what you 
can and can’t do and 
complete. Then describe 
it to your partner.

2 3

I  fly, but 
I can . 
I can , but 
I can’t .

1 It can fly, but 
it can’t swim.

2 It  hop, 
but it 
climb.

3 It  hop, 
but it  run.

1

5 64

4 It  run, 
but it  fly.

5 It swim, 
but it  run.

6 It fly, but 
it  climb.

7978 seventy-nineseventy-eight

I will talk about actions using canand can’t.
GRAMMAR 1: I / YOU / HE / SHE CAN / CAN’T

Language lab 1

Events
Students will learn how events work by completing 
the table using checks and crosses to show what 
activities they and their partner do.

I / We play music.

You / They don’t dance. 

111 102  Watch. Cross    two 
activities Sara doesn’t do.

climb 

hop 

read 

run 

a b

333  Read and check    or cross   . What activities do they do?

I dance, but I don’t sing.
You paint, but you 
don’t play music.

We play soccer, but 
we don’t climb.

555  How active are you? Look 
at 4. Count the things you 
do and write.

666  Draw what you do 
at school. Complete, then 
compare with your partner.

1–2 points = Active!

3–4 points = Very active!

5–6 points = Extra active!

My points 

I’m  .

MATH
ZONE

At school, I  and 
I  . I don’t  , 
and I don’t  .

c d

CODE
CRACKER

444  Find an activity 
you and your partner 
do. Complete the table. 
Check    or cross    for 
you and your partner.

Me

My partner

We both 

What activities 
do you do?

I swim, but I don’t 
play soccer.

21 3

222 103  Listen and circle. Then match.

1 I  ride a bike  /  don’t ride a bike . 

2 You  paint  /  don’t paint . 

3 We  play music  /  don’t play music . 

4 They  swim  /  don’t swim . 

111110 one hundred and elevenone hundred and ten

I will ask about hobbies using action words
GRAMMAR 1: I / YOU / WE / THEY SWIM / DON’T SWIM

Language lab 1

Boolean Operators AND, OR, NOT
Students will learn how 
the Boolean operator 
OR works by learning 
how to use a binary tree 
to spell out words in 
Morse code.

Functions
Students will learn how functions work by using a 
picture code to make movements with their bodies 
and role-play a dragon routine.

Step forwards 

Step backwards 

Step to the left 

Step to the right 

Lift arms 

Lower arms 

Move arms to the left 

Move arms to the right 

Dancer 1 Dancer 2 Dancer 3 Dancer 4

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

CODE CRACKER444  Act out the dragon 
routine with three 
friends.

111  What do you know about dragons? Are they real?

222 028  Listen and complete. Not all words are used.

bad
Chinese
colorful

good
helpful

kind 
lazy

333  Work with a partner. Think of two 
stories with dragons.

1
2

 dragons flew through the streets for 
the  New Year celebration. People 
with sticks made the dragons move in the air. 
In Chinese culture, dragons bring 
luck. They are brave and strong. And they are 

 and  to people.

New Year Dragons

5756 fifty-sevenfifty-six

How can I invent a story about a fantasy animal?

Dragons444

Variables
Students will learn how variables work by 
substituting always, often, sometimes, and never into 
a real-life conversation.

When you do a task, put a check mark by your name.

Tidy chairs Put away equipment Empty trash Take out equipment

Alice

Jim

Club Tasks – Week 3

555  Look, read, and complete.

111  Watch the video.
You should tidy the space.

You shouldn’t push your friends.

222  Read and check   Read and check   or cross   or cross  .

333  Discuss the rules with 
a partner.

You shouldn’t be late.

You should tidy the space.

444  Choose a place and make 
a poster with rules.

classroom  library  park  playground

Alice always tidies the chairs.

Alice often takes out the equipment.

Jim sometimes tidies the chairs.

Jim never takes out the equipment.

777  Complete the sentences.

1 You should arrive on time. 2 You should be lazy.

3 You should take part 
in activities.

4 You should push 
your friends.

always  never

CODE CRACKER

What club do you go to?

I go to a table tennis club.

How do you help?

I often put away 
the equipment.

We go to an art club.

Chess Club – RULES
 Tidy the space.

 Push your friends.

 Be lazy.

 Put away the equipment.

 Shout.

 Take part in activities.

 Stamp.

 Cheer your friends.

 Practice.

 Be late.

Key

always = 

often =  

sometimes = 

never = 

Tasks My club: My partner’s club: 

Tidy the space

Take out 
equipment

Empty the trash

Put away 
equipment

Close the 
windows

Clean the floor

1 always puts away the equipment.

2 sometimes empties the trash.

3 often empties the trash.

4 never puts away the equipment.

666  Create your own key. Then 
complete the table for 
you and a partner. Tell a 
new partner your results.

9392 ninety-threeninety-two

I will learn to talk about rules using should.
GRAMMAR: SHOULD, ALWAYS, OR NEVER

Language lab

 THE CODING MINDSET 

English Code encourages students to build a coding mindset to prepare them for future studies and their 
working lives. A coding mindset is a willingness to experiment, an acceptance that you will make mistakes, 
an understanding that your improvement will not be linear, and knowing that perseverance will succeed. 
English Code develops students’ coding mindset by teaching life skills from the domain of computational 
thinking and coding, for example, resilience, collaboration, and problem solving. These skills are deeply 
integrated in the language learning activities in the Student’s Books and Workbooks and don’t rely 
on technology.

The examples below show how English Code enables students to build a coding mindset whilst studying English.

555 027  Listen and write the word. 
Then play Guess the word.

1  Make a hole in the bottom of each cup.

2  Tie one end of the 2 meter length of string to one 

of the paper clips. Put the other end in the hole so 

the paper clip is inside the cup.

3  Put the other end of the string in the hole in the 

other cup. Tie a paper clip on the end so that it is 

inside the other cup.

4  Give one cup to your friend and walk away until 

the string is tight. Talk normally into your cup and 

tell your friend to listen.

5  Test your telephone several times speaking louder 

and quieter each time.

1 What vibrates when you talk into 

the cup? 

2 What do the sound waves 
travel along?

444  Read and look. Then spell a 
partner’s name in Morse code.

The binary tree helps you learn Morse 
code. The left branches are dots and 
the right branches are dashes.

CODE CRACKER

A 
B 
C 
D 
E 
F 
G 

H 
I 
J 
K 
L 
M 
N 

O 
P 
Q 
R 
S 
T 
U 

V 
W 
X 
Y 
Z 

111  Check    the pictures that show sound being used.

333 026  Read, listen, and draw the echo.222 025  Read, listen, and complete.

HELLO!

Sound is a type of energy that is made when 
things vibrate. For example, when we hear the 
engine of a car. We use sound to communicate 
with others over short and long distances.

Sound travels in waves. Sound waves 
get quieter as they travel. That’s why we 
hear sound louder when we are close to 
the source, and quieter when we are far 
away. Sound waves travel in all directions. 
They have to travel through something, 
like a gas, liquid, or solid that will vibrate, 
for example: air, water, or glass. They 
cannot travel in outer space because 
there isn’t anything that will vibrate.

When sound waves hit hard objects, they 
change direction and we hear an echo of 
the sound. If you stand in an empty room 
and shout, you will hear the echo. When 
sound waves hit soft objects, the sound 
waves stop and we don’t hear an echo. 
We use soft materials to make sound 
quieter. For example, in music rooms or 
near busy streets.

sound waves echo

HELLO! HELLO!

Morse code is an old system 
for sending messages. It uses 
short and long sounds to 
spell words. Written Morse 
code uses dots for the short 
sounds and dashes 
for the long sounds.

Dot dot dot … dot 
dash … dash dash.

5150

Experiment lab

fifty-onefifty

 EXPERIMENT TIME 

 Can you make a telephone?  

I will learn how to make a telephone.SCIENCE: SOUND AND COMMUNICATION

two plastic cups

a 2 meter length of string

2 metal paper clips

 Materials 

1

2 3

5
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5� Alignment with the Global Scale of English and the Common European Framework of Reference

What makes English Code unique?

Algorithms/sequencing
Students will learn how a sequence works here by 
identifying the pattern of pictures and the sounds 
they represent. Then they will choose the correct 
picture and sound to continue the sequence.

 EXPERIMENT TIME 

 Float or sink? 

1  Choose 5 toys

2  What are they made of?

3  Do they float or sink? 

Guess.

4  Put the toys in water.

5  Do they float or sink? Try.

6 What are they made of?

7 Record your results.
1

2

3

CODE CRACKER

  p

b

It’s a panda, p, p, panda. 
It’s a bus, b, b, bus.
It’s a boat, b, b, boat. 
The bus is pink, p, p, pink. 
The boat is purple, p, p, purple.
The panda plays in the boat!

float

sink

Float Sink
plastic boat metal airplane

111 018 Listen and chant.

It’s a train. It’s 
made of wood.

It’s a car. It’s 
made of metal.

It’s a ball. It’s 
made of plastic.

It’s a teddy bear. 
It’s made of fabric.

333  Continue 
the sequence. 
Say the sounds.

111 020  Listen, read, and point.

 Watch a video about things 

that float or sink.
 Watch a video about things 

1918

Title
GRAMMAR 1

1918

Experiment labPhonics lab

nineteeneighteen

I will learn about toy materials.

I will learn the p and b sounds. ENGINEERING: MATERIALSP AND B

222 019  Listen and circle words starting with p in red. 
Circle words starting with b in blue. 

fabric

metal

plastic

wood

222  Look and circle. Then 
point and say.

333  Look at your classroom. 
What are things made of? 
Find and say.

Troubleshooting
Students will learn how to troubleshoot by finding 
the animal in the picture that is different by looking 
for the similarities first, and then the differences.

CODE CRACKER
333  Circle the odd one 

out and say.

1 2

444  Label the photos. Then write can or can’t.

222 074  Listen and circle. 
Then match.

1 I  can  /  can’t  hop. 

2 You  can  /  can’t  swim. 

3 He  can  /  can’t  climb. 

4 She  can  /  can’t  fly. 

111 073  Watch. Check  the animals 
in the video.

bird  cat  dog 

 hamster lizard  rabbit 

I / You can run. 

He / She / It can’t run. 

can not 
= can’t

a b

dc

555  Look at 4. Play Guess 
the animal.

It can swim, but it can’t fly.

Yes!
It’s the frog!

666  Draw what you 
can and can’t do and 
complete. Then describe 
it to your partner.

2 3

I  fly, but 
I can . 
I can , but 
I can’t .

1 It can fly, but 
it can’t swim.

2 It  hop, 
but it 
climb.

3 It  hop, 
but it  run.

1

5 64

4 It  run, 
but it  fly.

5 It swim, 
but it  run.

6 It fly, but 
it  climb.

7978 seventy-nineseventy-eight

I will talk about actions using canand can’t.
GRAMMAR 1: I / YOU / HE / SHE CAN / CAN’T

Language lab 1

Events
Students will learn how events work by completing 
the table using checks and crosses to show what 
activities they and their partner do.

I / We play music.

You / They don’t dance. 

111 102  Watch. Cross    two 
activities Sara doesn’t do.

climb 

hop 

read 

run 

a b

333  Read and check    or cross   . What activities do they do?

I dance, but I don’t sing.
You paint, but you 
don’t play music.

We play soccer, but 
we don’t climb.

555  How active are you? Look 
at 4. Count the things you 
do and write.

666  Draw what you do 
at school. Complete, then 
compare with your partner.

1–2 points = Active!

3–4 points = Very active!

5–6 points = Extra active!

My points 

I’m  .

MATH
ZONE

At school, I  and 
I  . I don’t  , 
and I don’t  .

c d

CODE
CRACKER

444  Find an activity 
you and your partner 
do. Complete the table. 
Check    or cross    for 
you and your partner.

Me

My partner

We both 

What activities 
do you do?

I swim, but I don’t 
play soccer.

21 3

222 103  Listen and circle. Then match.

1 I  ride a bike  /  don’t ride a bike . 

2 You  paint  /  don’t paint . 

3 We  play music  /  don’t play music . 

4 They  swim  /  don’t swim . 

111110 one hundred and elevenone hundred and ten

I will ask about hobbies using action words
GRAMMAR 1: I / YOU / WE / THEY SWIM / DON’T SWIM

Language lab 1

Boolean Operators AND, OR, NOT
Students will learn how 
the Boolean operator 
OR works by learning 
how to use a binary tree 
to spell out words in 
Morse code.

Functions
Students will learn how functions work by using a 
picture code to make movements with their bodies 
and role-play a dragon routine.

Step forwards 

Step backwards 

Step to the left 

Step to the right 

Lift arms 

Lower arms 

Move arms to the left 

Move arms to the right 

Dancer 1 Dancer 2 Dancer 3 Dancer 4

Step 1

Step 2

Step 3

Step 4

Step 5

Step 6

CODE CRACKER444  Act out the dragon 
routine with three 
friends.

111  What do you know about dragons? Are they real?

222 028  Listen and complete. Not all words are used.

bad
Chinese
colorful

good
helpful

kind 
lazy

333  Work with a partner. Think of two 
stories with dragons.

1
2

 dragons flew through the streets for 
the  New Year celebration. People 
with sticks made the dragons move in the air. 
In Chinese culture, dragons bring 
luck. They are brave and strong. And they are 

 and  to people.

New Year Dragons

5756 fifty-sevenfifty-six

How can I invent a story about a fantasy animal?

Dragons444

Variables
Students will learn how variables work by 
substituting always, often, sometimes, and never into 
a real-life conversation.

When you do a task, put a check mark by your name.

Tidy chairs Put away equipment Empty trash Take out equipment

Alice

Jim

Club Tasks – Week 3

555  Look, read, and complete.

111  Watch the video.
You should tidy the space.

You shouldn’t push your friends.

222  Read and check   Read and check   or cross   or cross  .

333  Discuss the rules with 
a partner.

You shouldn’t be late.

You should tidy the space.

444  Choose a place and make 
a poster with rules.

classroom  library  park  playground

Alice always tidies the chairs.

Alice often takes out the equipment.

Jim sometimes tidies the chairs.

Jim never takes out the equipment.

777  Complete the sentences.

1 You should arrive on time. 2 You should be lazy.

3 You should take part 
in activities.

4 You should push 
your friends.

always  never

CODE CRACKER

What club do you go to?

I go to a table tennis club.

How do you help?

I often put away 
the equipment.

We go to an art club.

Chess Club – RULES
 Tidy the space.

 Push your friends.

 Be lazy.

 Put away the equipment.

 Shout.

 Take part in activities.

 Stamp.

 Cheer your friends.

 Practice.

 Be late.

Key

always = 

often =  

sometimes = 

never = 

Tasks My club: My partner’s club: 

Tidy the space

Take out 
equipment

Empty the trash

Put away 
equipment

Close the 
windows

Clean the floor

1 always puts away the equipment.

2 sometimes empties the trash.

3 often empties the trash.

4 never puts away the equipment.

666  Create your own key. Then 
complete the table for 
you and a partner. Tell a 
new partner your results.

9392 ninety-threeninety-two

I will learn to talk about rules using should.
GRAMMAR: SHOULD, ALWAYS, OR NEVER

Language lab

 THE CODING MINDSET 

English Code encourages students to build a coding mindset to prepare them for future studies and their 
working lives. A coding mindset is a willingness to experiment, an acceptance that you will make mistakes, 
an understanding that your improvement will not be linear, and knowing that perseverance will succeed. 
English Code develops students’ coding mindset by teaching life skills from the domain of computational 
thinking and coding, for example, resilience, collaboration, and problem solving. These skills are deeply 
integrated in the language learning activities in the Student’s Books and Workbooks and don’t rely 
on technology.

The examples below show how English Code enables students to build a coding mindset whilst studying English.

555 027  Listen and write the word. 
Then play Guess the word.

1  Make a hole in the bottom of each cup.

2  Tie one end of the 2 meter length of string to one 

of the paper clips. Put the other end in the hole so 

the paper clip is inside the cup.

3  Put the other end of the string in the hole in the 

other cup. Tie a paper clip on the end so that it is 

inside the other cup.

4  Give one cup to your friend and walk away until 

the string is tight. Talk normally into your cup and 

tell your friend to listen.

5  Test your telephone several times speaking louder 

and quieter each time.

1 What vibrates when you talk into 

the cup? 

2 What do the sound waves 
travel along?

444  Read and look. Then spell a 
partner’s name in Morse code.

The binary tree helps you learn Morse 
code. The left branches are dots and 
the right branches are dashes.

CODE CRACKER

A 
B 
C 
D 
E 
F 
G 

H 
I 
J 
K 
L 
M 
N 

O 
P 
Q 
R 
S 
T 
U 

V 
W 
X 
Y 
Z 

111  Check    the pictures that show sound being used.

333 026  Read, listen, and draw the echo.222 025  Read, listen, and complete.

HELLO!

Sound is a type of energy that is made when 
things vibrate. For example, when we hear the 
engine of a car. We use sound to communicate 
with others over short and long distances.

Sound travels in waves. Sound waves 
get quieter as they travel. That’s why we 
hear sound louder when we are close to 
the source, and quieter when we are far 
away. Sound waves travel in all directions. 
They have to travel through something, 
like a gas, liquid, or solid that will vibrate, 
for example: air, water, or glass. They 
cannot travel in outer space because 
there isn’t anything that will vibrate.

When sound waves hit hard objects, they 
change direction and we hear an echo of 
the sound. If you stand in an empty room 
and shout, you will hear the echo. When 
sound waves hit soft objects, the sound 
waves stop and we don’t hear an echo. 
We use soft materials to make sound 
quieter. For example, in music rooms or 
near busy streets.

sound waves echo

HELLO! HELLO!

Morse code is an old system 
for sending messages. It uses 
short and long sounds to 
spell words. Written Morse 
code uses dots for the short 
sounds and dashes 
for the long sounds.

Dot dot dot … dot 
dash … dash dash.

5150

Experiment lab

fifty-onefifty

 EXPERIMENT TIME 

 Can you make a telephone?  

I will learn how to make a telephone.SCIENCE: SOUND AND COMMUNICATION

two plastic cups

a 2 meter length of string

2 metal paper clips

 Materials 

1

2 3

5
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7� Alignment with the Global Scale of English and the Common European Framework of Reference
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8 English Code

DIGITAL LITERACY 
Digital Literacy is the ability to use technology 
and digital platforms to fi nd, evaluate, create, 
and communicate information. This means 
searching for information from credible sources, 
making media such as blogs and advertisements, 
and deciding how and when to share media 
and information with others. Digital Literacy 
skills are essential future skills, so English Code 
incorporates them throughout each unit and 
level in various lessons and activities. Students 
will learn through exercises such as looking for 
weather forecasts, creating podcasts with friends, 
and presenting their research to classmates.

STEAM FOR FUTURE SUCCESS
English Code includes a lesson in each unit using 
a Content Language Integrated Learning (CLIL) 
approach where students learn English through 
a subject: science, technology, engineering, art 
and design, or math (STEAM). This helps students 
to develop a deeper understanding, through the 
medium of English, of the curriculum material which 
is mapped against the U.S. and U.K. common core 
curricula, plus other local curricula.
Learning English through STEAM subjects is 
motivating for students because it gives them 
a reason to learn, to understand, and to discuss the 
subject matter. Students also benefi t from their prior 
knowledge of the subject, to keep them engaged, 
and to enable them to develop their knowledge of 
the English language. Language learning through 
STEAM subjects will ensure students develop 
important skills for their future studies.

STEAM lessons start with a presentation of the 
subject and any new language that students will 
need to complete the lesson. This is followed 
by practice activities for students to check their 
understanding of the new language and concepts. 
Then, through productive activities, students can 
apply their learning in different contexts, including 
personalized and creative activities. The lesson ends 
with an experiment where students will answer 
a question by applying their learning in an active 
experiment and drawing conclusions. There are 
videos on each subject to extend the lessons, some 
of which come with extra materials.

This will mean using language, critical thinking, 
creativity, and communication skills to successfully 
consume, create, and share digital media. English 
Code also encourages students to extend their 
learning by practicing digital literacy skills at home 
and beyond the classroom.
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9� Alignment with the Global Scale of English and the Common European Framework of Reference

English Code progress and the GSE

English Code has been built upon the GSE and has many ways for teachers to monitor and measure 
progress throughout the course. Below you can see how our course aligns with the GSE, Common 
European Framework of Reference (CEFR) and Cambridge Young Learners Exams (CYLE).

English Code level CEFR level GSE range CYLE

Starter <A1 10–17 –

1 <A1 – A1 14–24 Pre A1 Starters

2 A1 – A1 20–30 Pre A1 Starters

3 A1 – A2 25–36 A1 Movers

4 A2 – A2+ 31–40 A2 Flyers

5 A2+ – B1 36–46 A2 Flyers

6 A2+ – B1 41–50 B1 Preliminary for 
Schools

The Student Books and Workbooks
Each Student Book has a table on the back indicating the GSE proficiency range. The GSE learning objectives 
for each level have been selected based on this range. English Code has been built upon the GSE.

For teacher in-course monitoring and student self-assessment, we also introduced key English Code 
learning objectives and outcomes per lesson. You can find the objectives at the top of each Student 
Book lesson and the outcomes at the bottom of each Workbook lesson.

In addition, we have an English Code Progress Chart which allows students to acknowledge and 
take pride in their progress in Future skills: Creativity, Collaboration, Critical Thinking, Coding and 
Communication.

Teacher’s Edition and Assessment Books
At the start of each unit in the Teacher’s Book we have a section called “Unit Objectives”. We have 
added key GSE Learning Outcomes on these pages for each skill, allowing the teacher to see explicitly 
how we have aligned English Code to the GSE and how students will make progress through the 
course. We have also included further information on GSE and Measuring Progress in our Teacher’s 
Books prelims for ease of access.

Each Assessment Book has been mapped to our English Code key GSE Development Indicators and 
Learning Outcomes.

Teacher GSE Mapping Booklet

Finally, on the following pages of this booklet you will see that we have grouped together all of the key 
GSE Learning Outcomes for English Code and mapped them against each lesson in this level. This is 
for you to use as you see most useful for your teaching and your students’ learning and development. 
Indicators in italics are also shown on each Unit overview page in the English Code Teacher’s Book.



Copyright © 2021 by Pearson Education, Inc. Photocopying for classroom use is permitted. © The copyright of the Can Do statements taken from the Common European 
Framework of Reference for Languages reproduced in this document belongs to the Council of Europe. All users and publishers must ask formal and written permission 
prior to using these by writing to the Language Policy Unit of the Council of Europe language.policy@coe.int.

10� English Code

The Global Scale of English and the Common 
European Framework of Reference

For each learning objective we indicate whether a statement is from the original CEFR or newly created 
by Pearson English:

(C)	 Common European Framework descriptor, verbatim, © Council of Europe  
(Ca)	 Common European Framework descriptor, adapted or edited, © Council of Europe 
(N2000)	 North (2000) descriptor, verbatim  
(C2018a)	 CEFR – Companion Volume descriptor adapted or edited © Council of Europe 
(CJa)	 CEFR-J descriptor, adapted or edited 
(Ea)	 Eiken descriptor, adapted or edited © Eiken Foundation of Japan 
(N2000a) 	 North (2000) descriptor, adapted or edited  
(P)	 New Pearson English descriptor  
(Wa)	 WIDA ELD Standards (2012), adapted or edited

[Note: If a value is in parentheses, it indicates the learning objective is still undergoing research and 
validation, and therefore the value is a provisional estimate.]

Visit english.com/gse to learn more about the Global Scale of English.
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11� Alignment with the Global Scale of English and the Common European Framework of Reference

Welcome!
GRAMMAR – Classroom commands

VOCABULARY – Items in the classroom • numbers • colors

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 7

Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 8

Listening Can recognize isolated words related to familiar topics,  
if spoken slowly and clearly and supported by pictures or 
gestures. (P) 16 <A1 (10–21) 4

Can follow basic instructions to color, draw or make 
something. (P) 19 <A1 (10–21) 6, 7

Can follow short, basic classroom instructions, if 
supported by pictures or gestures. (P) 13 <A1 (10–21) 7

Can understand a few basic words and phrases in a 
story that is read aloud to them. (P) 18 <A1 (10–21) 8

Can understand the letters of the alphabet by their 
names. (P) 10 <A1 (10–21) 9

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 5

Can say the sounds of the alphabet, if supported by 
pictures. (P) 13 <A1 (10–21) 9

Can use cardinal numbers up to ten. (P) 10 <A1 (10–21) 5, 6

Can use a few simple words to describe objects  
(e.g., color, number), if supported by pictures. (P) 19 <A1 (10–21) 6

Can say how old they are using a basic phrase. (P) 12 <A1 (10–21) 8

Can give key information to introduce themselves  
(e.g., name, age, where they are from). (P) 15 <A1 (10–21) 9

Writing Can write simple facts about themselves (e.g., name, age), 
given prompts or a model. (P) 22 A1 (22–29) 8

Can spell most simple regular words of 3 or 4 letters. (P) 23 A1 (22–29) 9
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12� English Code

UNIT 1 Let’s play
GRAMMAR – It’s a/an • adjectives

VOCABULARY – Toys • Transport

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can understand simple contractions (e.g., “What’s”, It’s”). (P)

23 A1 (22–29)

12, 14, 15, 
16, 17, 18, 
19, 20

Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 16

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 19, 22

Listening Can follow basic instructions to color, draw or make 
something. (P) 19 <A1 (10–21) 12

Can recognize isolated words related to familiar topics,  
if spoken slowly and clearly and supported by pictures  
or gestures. (P) 16 <A1 (10–21) 12

Can recognize familiar words in short phrases and 
sentences spoken slowly and clearly, if supported by 
pictures or gestures. (P) 19 <A1 (10–21) 14

Can understand basic questions about what things are in 
their immediate surroundings or in pictures (e.g., “What’s 
this?”). (P) 22 A1 (22–29) 15

Can identify everyday objects, people or animals in 
their immediate surroundings or in pictures from 
short, basic descriptions (e.g., color, size), if spoken 
slowly and clearly. (P) 19 <A1 (10–21) 20, 21

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 11

Can name everyday objects, animals or people around 
them or in pictures using single words. (P) 18 <A1 (10–21) 13

Can say how many things there are, up to ten. (P) 13 <A1 (10–21) 13

Can use a few simple words to describe objects (e.g., 
color, number), if supported by pictures. (P) 18 <A1 (10–21) 15, 22

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 17, 20, 22

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 18

Can describe objects in a basic way (e.g., color, size). (P) 24 A1 (22–29) 21

Writing Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 13

Can label simple pictures related to familiar topics by 
copying single words. (P) 16 <A1 (10–21) 16



Copyright © 2021 by Pearson Education, Inc. Photocopying for classroom use is permitted. © The copyright of the Can Do statements taken from the Common European 
Framework of Reference for Languages reproduced in this document belongs to the Council of Europe. All users and publishers must ask formal and written permission 
prior to using these by writing to the Language Policy Unit of the Council of Europe language.policy@coe.int.

13� Alignment with the Global Scale of English and the Common European Framework of Reference

UNIT 2 Art club!
GRAMMAR – There is / There are • How many … ?

VOCABULARY – Stationery • Art

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can recognize simple words and phrases related to 
familiar topics if supported by pictures. (P) 23 A1 (22–29)

27, 33, 34, 
39

Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 30

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 33, 36, 40

Can understand basic phrases in short, simple texts. (P) 24 A1 (22–29) 40

Listening Can recognize isolated words related to familiar topics, if 
spoken slowly and clearly and supported by pictures or 
gestures. (P) 16 <A1 (10–21) 26, 27, 38

Can identify everyday objects, people or animals in  
their immediate surroundings or in pictures from short, 
basic descriptions (e.g., color, size), if spoken slowly and 
clearly. (P) 19 <A1 (10–21) 28

Can follow basic instructions to color, draw or make 
something. (P) 19 <A1 (10–21) 33

Can recognize cardinal numbers up to 10 in short 
phrases and sentences spoken slowly and clearly. (P) 10 <A1 (10–21) 34

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 25

Can name everyday objects, animals or people around 
them or in pictures using single words. (P) 18 <A1 (10–21) 26

Can say how many things there are, up to ten. (P) 13 <A1 (10–21) 28, 36

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 31, 39

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 32

Can use a few basic words and phrases to show 
politeness (e.g., “please”, “thank you”). (P) 19 <A1 (10–21) 35, 36

Can describe objects in a basic way (e.g., color, size). (P) 24 A1 (22–29) 40

Writing Can label simple pictures related to familiar topics by 
copying single words. (P) 16 <A1 (10–21 16

Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 27

Can write some familiar words. (P) 20 <A1 (10–21) 39, 40
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14� English Code

UNIT 3 Families
GRAMMAR – My, your, her, his • Who’s this?

VOCABULARY – Family

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can recognize some familiar words related to themselves 
and their family (e.g., “girl”, “brother2). (P) 22 A1 (22–29) 45, 47

Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 48

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 51, 54

Listening Can recognize familiar words and phrases in short, 
simple songs or chants. (P) 18 <A1 (10–21) 43

Can understand simple language related to naming and 
describing family members. (P) 21 <A1 (10–21) 44, 46, 52

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 43

Can name everyday objects, animals or people around 
them or in pictures using single words. (P) 18 <A1 (10–21) 44

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 49

Can say how many things there are, up to ten. (P) 13 <A1 (10–21) 49

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 50

Writing Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 45

Can label simple pictures related to familiar topics by 
copying single words. (P) 16 <A1 (10–21) 52
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15� Alignment with the Global Scale of English and the Common European Framework of Reference

UNIT 4 Puppet show!
GRAMMAR – I have, she has • I’m/You’re, He’s

VOCABULARY – Parts of the body

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can recognize simple words and phrases related to 
familiar topics if supported by pictures. (P) 23 A1 (22–29) 59, 71

Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 62

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 65, 68, 72

Can understand simple contractions (e.g., “I’m,” “he’s,” 
“we’re”). (P) 23 A1 (22–29) 66, 67

Can understand basic phrases in short, simple texts. (P) 24 A1 (22–29) 72

Listening Can recognize familiar words and phrases in short, 
simple songs or chants. (P) 18 <A1 (10–21) 57

Can recognize isolated words related to familiar 
topics, if spoken slowly and clearly and supported by 
pictures or gestures. (P) 16 <A1 (10–21) 58, 67

Can understand simple spoken commands as part of a 
game. (P) 18 <A1 (10–21) 59

Can identify everyday objects, people or animals in 
their immediate surroundings or in pictures from 
short, basic descriptions (e.g., color, size), if spoken 
slowly and clearly. (P) 19 <A1 (10–21) 70

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 57

Can name common parts of the body. (P) 23 A1 (22–29) 58, 68

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 63

Can describe objects in a basic way (e.g., color, size). (P) 24 A1 (22–29) 63

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 64

Can describe someone’s physical appearance using one 
or two words. (P) 24 A1 (22–29) 71

Can answer simple questions about where people or 
things are, using basic phrases. (P) 24 A1 (22–29) 72

Writing Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 59, 72

Can write some familiar words. (P) 20 <A1 (10–21) 71
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16� English Code

UNIT 5 The perfect pet!
GRAMMAR – I/You/We can • I/They can’t

VOCABULARY – Pets • Adverbs

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can recognize single, familiar everyday words if 
supported by pictures. (C2018a) 21 <A1 (10–21) 77

Can understand basic sentences naming familiar 
everyday items, if supported by pictures. (P) 24 A1 (22–29) 79, 80, 81

Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 80

Can distinguish between a negative statement and a 
positive statement. (P) 25 A1 (22–29)

80, 81, 84, 
85

Can recognize simple words and phrases related to 
familiar topics if supported by pictures. (P) 23 A1 (22–29) 83

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 83, 86

Can understand basic phrases in short, simple texts. (P) 24 A1 (22–29) 85

Listening Can recognize familiar words and phrases in short, 
simple songs or chants. (P) 18 <A1 (10–21) 75

Can identify everyday objects, people or animals in  
their immediate surroundings or in pictures from  
short, basic descriptions (e.g., color, size), if spoken  
slowly and clearly. (P) 19 <A1 (10–21) 76

Can understand simple spoken commands as part of a 
game. (P) 18 <A1 (10–21) 84

Can recognize familiar key words and phrases in 
short, basic descriptions (e.g., of objects, people or 
animals), if spoken slowly and clearly. (P) 24 A1 (22–29) 85

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 75

Can name everyday objects, animals or people around 
them or in pictures using single words. (P) 18 <A1 (10–21) 76

Can say how many things there are, up to ten. (P) 13 <A1 (10–21) 77

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 81

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 82

Can describe someone’s physical appearance using 
one or two words. (P) 24 A1 (22–29) 85, 86

Writing Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 77

Can write simple facts about themselves (e.g., name, age), 
given prompts or a model. (P) 22 A1 (22–29) 79
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17� Alignment with the Global Scale of English and the Common European Framework of Reference

UNIT 6 Fruit bowl!
GRAMMAR – I/We like, They don’t like ... • What does he like? He/She doesn’t like

VOCABULARY – Fruit

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 94

Can understand simple sentences, given prompts. (P) 24 A1 (22–29) 94, 103

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29)

97, 100, 
104

Can identify familiar words in short, simple texts. (P) 23 A1 (22–29) 104

Listening Can recognize familiar words and phrases in short, 
simple songs or chants. (P) 18 <A1 (10–21) 89

Can recognize cardinal numbers up to 10 in short 
phrases and sentences spoken slowly and clearly. (P) 10 <A1 (10–21) 90

Can understand simple contractions (e.g., “I’m,” “he’s,” 
“we’re”). (P) 23 A1 (22–29) 92

Can recognize familiar words in short phrases and 
sentences spoken slowly and clearly, if supported by 
pictures or gestures. (P) 19 <A1 (10–21) 99

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 89

Can name everyday objects, animals or people around 
them or in pictures using single words. (P) 18 <A1 (10–21) 90

Can say how many things there are, up to ten. (P) 13 <A1 (10–21) 91

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 95, 103

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 96

Can ask someone their name using a basic phrase. (P) 12 <A1 (10–21) 105

Writing Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 91

Can write simple facts about themselves (e.g., name, 
age), given prompts or a model. (P) 22 A1 (22–29) 105
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18� English Code

UNIT 7 Let’s get active!
GRAMMAR – We play, They don’t dance • What do/does … ?

VOCABULARY – Hobbies

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can recognize basic action words. (P) 21 <A1 (10–21) 106, 110

Can recognize simple words and phrases related to 
familiar topics if supported by pictures. (P) 23 A1 (22–29) 109

Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 112

Can understand basic phrases in short, simple texts. (P) 24 A1 (22–29) 113

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 115, 118

Can understand simple sentences, given prompts. (P) 24 A1 (22–29) 116

Listening Can recognize familiar words and phrases in short, 
simple songs or chants. (P) 18 <A1 (10–21) 107

Can identify everyday objects, people or animals in  
their immediate surroundings or in pictures from short, 
basic descriptions (e.g., color, size), if spoken slowly and 
clearly. (P) 19 <A1 (10–21) 108

Can recognize familiar words in short phrases and 
sentences spoken slowly and clearly, if supported by 
pictures or gestures. (P) 19 <A1 (10–21) 110, 116

Can recognize cardinal numbers up to 10 in short 
phrases and sentences spoken slowly and clearly. (P) 10 <A1 (10–21) 115

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 107

Can repeat phrases and short sentences, if spoken slowly 
and clearly. (P) 16 <A1 (10–21) 108

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 113, 118

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 114

Can answer simple questions about where people or 
things are, using basic phrases. (P) 24 A1 (22–29) 117

Writing Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 109

Can write simple phrases with appropriate spacing 
between words. (P)

22 A1 (22–29)

109, 111, 
113, 115, 
117

Can write some familiar words. (P) 20 <A1 (10–21) 111

Can label simple pictures related to familiar topics by 
copying single words. (P) 16 <A1 (10–21) 115
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UNIT 8 Let’s dress up
GRAMMAR – in, on and under • Where is/are … ?

VOCABULARY – Clothes

SKILL LEARNING OBJECTIVE GSE CEFR PAGE(S)

Reading Can recognize key words and basic phrases in short, 
simple cartoon stories. (P) 24 A1 (22–29) 126

Can recognize simple words and phrases related to 
familiar topics if supported by pictures. (P) 23 A1 (22–29) 129

Can understand basic phrases in short, simple texts. (P)
24 A1 (22–29)

126, 127, 
130, 131

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29)

129, 132, 
137

Can understand basic written instructions for 
classroom activities (e.g., “Read and match”). (P) 23 A1 (22–29) 137

Listening Can recognize familiar words and phrases in short, 
simple songs or chants. (P) 18 <A1 (10–21) 121

Can identify everyday objects, people or animals in  
their immediate surroundings or in pictures from short, 
basic descriptions (e.g., color, size), if spoken slowly and 
clearly. (P) 19 <A1 (10–21)

122, 130, 
134

Can follow basic instructions to color, draw or make 
something. (P) 19 <A1 (10–21) 123

Speaking Can sing a simple song, if supported by pictures. (P) 22 A1 (22–29) 121

Can repeat phrases and short sentences, if spoken 
slowly and clearly. (P) 16 <A1 (10–21) 122

Can ask about the identity of an object using a basic 
phrase (e.g., “What is it?”). (P) 21 <A1 (10–21) 127

Can recite a short, simple rhyme or chant. (P) 16 <A1 (10–21) 128

Can describe objects in a basic way (e.g., color, size). (P) 24 A1 (22–29) 137

Writing Can spell a range of common words (e.g., names, 
greetings, colors). (P) 24 A1 (22–29) 123
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20� English Code

English Code and Future Skills

FUTURE SKILL UNIT PAGES

Creativity Welcome Unit
Unit 1
Unit 2
Unit 3
Unit 4
Unit 5
Unit 6
Unit 7
Unit 8

4, 5, 7, 8
13, 15, 17
27, 29, 31, 41
45, 47, 49, 50, 51
59, 63, 64, 72, 74
77, 79, 81, 82, 85
91, 93, 95, 98, 105
109, 111, 113, 114, 115
123, 125, 126, 127, 128, 130, 131, 137

Collaboration Unit 1
Unit 2
Unit 3
Unit 4
Unit 5
Unit 6
Unit 7
Unit 8

23
31, 37
49, 53
63, 69
81, 87
95, 101
113, 119
127, 133

Coding Welcome Unit
Unit 1
Unit 2
Unit 3
Unit 4
Unit 5
Unit 6
Unit 7
Unit 8

7, 9
19, 21
29, 33
52, 53
59, 64
78, 80
91, 93
109, 111
123, 128

Critical Thinking Unit 1
Unit 2
Unit 3
Unit 4
Unit 5
Unit 6
Unit 7
Unit 8

10, 13, 14, 20
25, 40, 41
42, 43, 45, 50
56, 57, 59, 60, 65, 66, 67, 74
74, 77, 83, 84
88, 93, 98, 105
106, 116, 117
120, 121

Communication Welcome Unit
Unit 1
Unit 2
Unit 3
Unit 4
Unit 5
Unit 6
Unit 7
Unit 8

6, 7, 9
10, 12, 14, 15, 18, 19, 20, 21
24, 26, 28, 313, 32, 34, 35, 39, 41
42, 44, 47, 49, 50, 52
56, 58, 60, 63, 64, 66, 67, 71, 73
74, 76, 79, 82, 83, 85
88, 90, 91, 93, 95, 96, 97, 98, 99, 103, 105
106, 108, 109, 114, 116, 117
120, 122, 124, 128, 129, 131, 135, 137
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