
YEAR 2 COMPUTING 

National Curriculum Guidance for Key Stage 1 

A high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world.  

Computing has deep links with mathematics, science and design and technology, and provides insights into both natural and artificial 
systems.  

The core of Computing is computer science, in which pupils are taught the principles of information and computation, how digital  
systems work, and how to put this knowledge to use through programming. Building on this knowledge and understanding, pupils are 
equipped to use information technology to create programs, systems and a range of content. 

Computing also ensures that pupils become digitally literate - able to use, and express themselves and develop their ideas through   
information and technology - at a level suitable for the future workplace and as active participants in a digital world.   

 

Pupils should be taught: 

• To understand what algorithms are, how they are implemented as programs on digital devices, and that programs execute by                     
following precise and unambiguous instructions 

• To create and debug simple programs 
• To use logical reasoning to predict the behaviour of simple programs 
• To use technology purposefully to create, organise, store, manipulate and retrieve digital content 
• To recognise common uses of information technology beyond school 
• To use technology safely and respectfully, keeping personal information private;  
• To identify where to go for help and support when they have concerns about content or contact on the internet or other online                 

technologies    



 YEAR 2 COMPUTING LONG TERM PLAN  

Term Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Topic Flat Stanley Homes in the Past Superheroes Animals Explorers Holidays  

Program-
ming 

Crazy Characters  Algorithms 
(Barefoot CAS)  

Write, use and improve algo-
rithms. 

BeeBots : Basics (Barefoot CAS)    

Wild West Challenge and Treas-
ure Island Challenge  

Write, proram and debug. 

Unplugged Algorithms 

Kodable 

Scratch Jnr Tinkering  

(Barefoot CAS) 

Scratch Jnr   Pizza Pickle Scratch Debugging 
Activity - (Barefoot CAS)    

National Curriculum 

Understand what algorithms are, how they are implemented as programs on digital devices, and that programs execute by following precise and unambiguous instructions.                                                                                        
Create and debug simple programs.            Use logical reasoning to predict the behaviour of simple programs.   

I.T. 

Word Processing 

Word process, save, retrieve a 
document, change font, size and 
colour of text.   

iMovie - Great Fire of London 
news report.  

Comic Life app 

Create a superhero comic strip 

Create a powerpoint presentation 
on Animals. 

Databases 

 

Email  

Make brochure page for holiday 
magazine 

National Curriculum 

Use technology purposefully to create, organise, store, manipulate and retrieve digital content.   Recognise common uses of information technology beyond school. 

Digital  

Literacy 

Pause and Think Online 

(Common Sense Media)    

How Technology Makes You Feel 

(Common Sense Media)   

Safer Internet Day  

Internet Traffic Lights 

(Common Sense Media)    

National Curriculum  

Use technology safely and respectfully, keeping personal information private.     Identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.      



YEAR 2 COMPUTING - Autumn Term 1a - Flat Stanley 
Strand National Curriculum  

Requirements 

Suggested Activities Skills 

Programming • To understand what 
algorithms are, how 
they are implemented as 
programs on digital 
devices, and that pro-
grams execute by fol-
lowing precise and un-
ambiguous instructions 

• To create and debug 
simple programs 

 

Crazy Character Algorithms (Barefoot CAS) 

1. Tell chn they are going to draw a character. Read out steps, giving time to draw 
each stage. Don’t give any extra details. Show them the algorithm (top left). Chn share 
their creations. Point out that they're all different. Try to choose a picture similar to 
Fluffy (bottom left). Clear up what you really wanted. Eg “I wanted legs all around, 
tiny eyes, striped wings and a big crown.”  How could we change the algorithm so that 
it is what we want? Discuss the need for precision in algorithms. Give chn a copy of the 
algorithm and let them improve it, eg tiny; at the top, etc.  Explain that an algorithm is 
a list of instructions/rules to make something happen.                                                

2. Chn will create instructions for drawing their own character. Show chn the character 
you have in mind. Using the planning sheet, together write an algorithm for the charac-
ter (eg 4th picture left). Think about a body, eyes, legs, tail, wings. Encourage them to 
visualise the character.  Once instructions are written, ask TA to draw the character.  

Allow chn to create their own character and draw it (secretly) on a small piece of paper. 
They then write their own instructions on how to draw it. Then swap sheets with anoth-
er child who will follow the instructions and draw the character. Swap back. Is it what 
you expected? Re-think each step and add details so that the tester will know exactly 
what to draw (see left). Swap sheets again, this time with someone new, and draw the 
character following the revised instructions. Ash chn to feed back on the task. Which 
instructions were easier to follow? Reinforce the need for precise algorithms.          

• I know what an algorithm is 
 
• I can write an algorithm 
 
• I can use an algorithm 
 
• I can improve my algorithm   



How to Draw a Crazy Character Algorithm 



YEAR 2 COMPUTING - Autumn Term 1a - Flat Stanley 
Strand National Curriculum                     

Requirements 
Suggested Activities Skills 

I.T.  • To use technology pur-
posefully to create, organ-
ise, store, manipulate and 
retrieve digital content  

Word Processing 

Chn to word process information - If I Were Flat Stanley....  Chn will list the things 
they would do/places they would visit if they were flat. 

They will save the information then later retrieve it to change font, size and colour of 
the text. Save again.   

 

Extra Activities : 

• Chn can use Chatterpix (iPad app) to bring the character of Flat Stanley to life. 
He can describe his adventures (voiced by the chn).  

• Chn can word process a diary entry.  

• I can word process 

• I can save a document 

• I can retrieve a document 

• I can change font, size and colour of 
text.  

 

 

Digital Literacy • To use technology safely 
and respectfully, keeping 
personal information pri-
vate;  

• To identify where to go 
for help and support when 
they have concerns about 
content or contact on the 
internet or other online                 
technologies      

Pause and Think Online - (see separate Common Sense Media plans)  
https://www.commonsense.org/education/uk/digital-citizenship/lesson/pause-think-online 

Pupils will learn how to be safe, responsible and respectful online. 
 
 
 
Extra Resources :  
 
Childnet - Smartie the Penguin - ebook 
 
  

• I understand the importance of be-
ing safe, responsible and respectful 
online. 

• I  can sing the ‘Pause and Think 
Online’ song to remember basic 
digital citizenship concepts.  

 

 



How to Draw a Crazy Character Algorithm How to Draw a Crazy Character Algorithm 



 

 

 

 



  



Lift up the flap  
to see my  

algorithm character. 

 

Lift up the flap  
to see my  

algorithm character. 

 

Lift up the flap  
to see my  

algorithm character. 

 

Lift up the flap  
to see my  

algorithm character. 

 



How to draw my character called  ……………..……………………... 

My Algorithm  

  

  

  

  

  

My friend followed my algorithm and drew  Another friend followed my algorithm and drew  

  

Drawn by  Drawn by  

body 

legs 

eyes 

How to draw my character called  ……………..……………………... 

My Algorithm  

  

  

  

  

  

My friend followed my algorithm and drew  Another friend followed my algorithm and drew  

  

Drawn by  Drawn by  

body 

legs 

eyes 



bo
dy

 

ey
es

 

C
ra

zy
 C

ha
ra

ct
er

s 

H
ow

 t
o 

dr
aw

 m
y 

ch
ar

ac
te

r 
ca

lle
d 

 …
……

……
..…

……
……

……
……

……
……

……
….

.…
….

.. 

M
y 

A
lg

or
ith

m
  

 
 

 
 

 
 

 
 

 
 

M
y 

fr
ie

nd
 fo

llo
w

ed
 m

y 
al

go
rit

hm
 a

nd
 d

re
w

  
   

  
  

  
I c

an
 w

rit
e 

m
y 

ow
n 

al
go

rit
hm

.  
 

le
gs

 









YEAR 2 COMPUTING - Autumn Term 1b - Homes in the Past 
Strand National Curriculum                      

Requirements 
Suggested Activities Skills 

Programming • To create and debug sim-
ple programs 

• To use logical reasoning 
to predict the behaviour 
of simple programs 

 

Using masking tape, make a large 5x5 grid on the floor. Use the routes from 
the treasure island activity. Ask children to predict where the route will fin-
ish. Then choose a child, each time, to walk the route. Debug if necessary.  

The following week, give children a starting square and a finishing square 
and they work in pairs to write the algorithm. Test it out. Did it work? De-
bug if necessary.  

BeeBots : Basics (Barefoot CAS)   

Sit around a BeeBot mat with the BeeBot on one of the squares. Which di-
rections can BeeBot move? (forward/back/left/right). Ask chn to draw sym-
bols on whiteboards to show these movements (arrows). Ask chn to write an 
algorithm for getting from A to B (approx. 4-5 steps). Once this is done, do 
this as  a class and Teacher to jot down the algorithm.  Show chn that they 
can use a fake bot  to check and debug. Choose a ‘programmer’ to program 
the BeeBot. Did it work? If not, what needs to be changed? Was the algo-
rithm wrong or was there a problem when we programmed it? Correct the 
mistake and explain that this is debugging.  

In groups of 4 (ideally) - two chn to be the algorithm writers and two to be 
the programmers. Give them the challenges on a planning sheet. Take turns 
to work through the challenges. The whole team checks the result and de-
bugs as necessary.  Swap roles.  

Talk about successes, challenges and surprises from the task.    

Wild West Challenge and Treasure Island Challenge 

Display the Wild West BeeBot map on the white board. Remind children of 
the symbols (right, left, right turn, left turn) and their meaning. Children will 
predict where BeeBot will end up. Model how to make predictions on the 
activity sheet. Choose a ‘programmer’ to follow the algorithm, moving the 
BeeBot. Discuss children’s predictions. Where they correct/incorrect? Talk 
about successes, challenges and surprises from the task.   

Children complete Treasure Island Challenge independently.   

• I can write an algorithm 

• I can program a BeeBot  

• I can debug  an algorithm and program  

 

 

Algorithms are for people 

Programs are for computers 

 

 

 

 

 

 

iPad Apps to extend learning:  

 

• A.L.E.X. 

 

• Kodable  



YEAR 2 COMPUTING - Autumn Term 1b - Homes in the Past 
Strand National Curriculum                     

Requirements 
Suggested Activities Skills 

I.T.  • To use technology pur-
posefully to create, organ-
ise, store, manipulate and 
retrieve digital content  

Using iMovie, make a news report on The Great Fire of London. 
Include video footage that chn have created, maps, photos and on 
scene interviews.  

 

Extra Activities :  

Using the iPad app ’Book Creator’  - chn will create a book on The 
Great Fire of London.  This will involve searching for pictures, saving 
them, word processing text, recording speech.  

• I can use apps to create digital content. 

 

Book Creator 

+  to add photo (or video from the camera roll), text, sound.  

Once text is typed, highlight it and click i to make it bigger/
change colour, alignment, font, underline it or delete it, etc.  
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Treasure Island Challenge  
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Wild West Challenge   

Route Algorithm Prediction Correct Incorrect 
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YEAR 2 COMPUTING - Autumn Term 2a - Superheroes 
Strand National Curriculum                      

Requirements 
Suggested Activities Skills 

Programming • To understand what algo-
rithms are, how they are 
implemented as programs 
on digital devices, and 
that programs       exe-
cute by following precise 
and unambiguous instruc-
tions 

• To create and debug sim-
ple programs 

• To use logical reasoning 
to predict the behaviour 
of simple programs 

• To recognise common 
uses of information tech-
nology beyond school   

Lesson 1 - Make a maze on the floor, using equipment from the classroom (books, 
boxes, construction equipment). Send a child through the maze. Write a class algo-
rithm to show the route they took. Eg R4, ^2,  L3,  ^1, R5   or similar. Discuss oth-
er things you could write an algorithm for (making a sandwich, brushing teeth). Talk 
about the Kodable app and the similarities between the arrows and the algorithm 
they’ve just written. Chn then program ‘Fuzz’ to complete tasks/work through levels 
on ‘Kodable’. Chn work at their own pace.  

Lesson 2 - Discuss methods chn used to progress through the levels. What happened 
when the algorithm didn’t work? Did they make the route with their finger as they 
went along? Did they predict the route in one go from the start? Chn to complete 
further tasks using the Kodable app. 

Other apps to use :  Blue Bot, A.L.E.X.   

• I can recognise directions as an algo-
rithm. 

• I can recognise steps through a maze 
or making a sandwich as an algo-
rithm.  

• I can predict behaviour of simple 
programs. 

• I can correct any errors in algo-
rithms.  

I.T.  • To use technology pur-
posefully to create, organ-
ise, store, manipulate and 
retrieve digital content  

Using the iPad app Comic Life, children create their own comic strip for their own 
superhero story.  

• I can create and save digital content.  

Digital Literacy • To use technology safely 
and respectfully, keeping 
personal information pri-
vate;  

To identify where to go for 
help and support when they 
have concerns about content 
or contact on the internet or 
other online technologies    

 

 

How Technology Makes You Feel - (see separate Common Sense Media plans)   
https://www.commonsense.org/education/uk/digital-citizenship/lesson/how-technology-makes-you-feel 

Pupils will learn to pay attention to their feelings while using technology, whether it 
be good, bad or anything in between.   
 
 
Safer Internet Day  
 

• I can recognise the different kinds of 
feelings I can have when using tech-
nology. 

• I know what to do when I don’t have 
a good feeling when using technolo-
gy.   

Kodable 

http://www.google.co.uk/url?sa=i&rct=j&q=&esrc=s&source=images&cd=&cad=rja&uact=8&ved=0ahUKEwjT857D4oDQAhXLaRQKHXFfCnkQjRwIBw&url=http%3A%2F%2Fappliftonews.ru%2Freview%2Fkodable_obuchenie_programmirovaniu_s_unyh_let&psig=AFQjCNEdffrGEhwqnMxdREjxi7D529qrv


YEAR 2 COMPUTING - Autumn Term 2b - Animals 

Strand National Curriculum 
Requirements 

Suggested Activities Skills 

Programming 

 

• To understand what algo-
rithms are, how they are 
implemented as programs 
on digital devices, and 
that programs       exe-
cute by following precise 
and unambiguous instruc-
tions 

• To create and debug sim-
ple programs 

• To use logical reasoning 
to predict the behaviour 
of simple programs 

• To recognise common 
uses of information tech-
nology beyond school   

ScratchJr Tinkering - (Barefoot CAS)   

Tinkering with ScratchJr allows chn to find out what it does and how to create programs in it. 
Tinkering means trying things out; this is the exploratory phase of learning about something. In 
order to program chn should understand how a programming language works. They need to un-
derstand what keywords they can use, what they do and in what order and context they can use 
those keywords.  

Tinkering With A Scratch Program (Part 1)  

Technology, including software programs, is always advancing, so it’s important to be able to 
learn how to use new things ourselves. Ask chn about digital technology they have used and how 
they or their families found out how to use these things. Mind map for a few minutes onto flip-
chart paper the different ideas pupils have for how we can find out about a new computer based 
item.  

Model how to open the ‘Under the sea’ project from the sample project resources in ScratchJr then 
give chn time to tinker with the project, either independently, in pairs or in small groups.  

Can you change how the creatures move?     Can you stop some of the creatures moving? 

What else can you get the creatures to do? Change size, say something, disappear. 

* When tinkering with a sample project in ScratchJr a number of features are not available, in-
cluding being able to: add additional characters, edit the characters or background, or save any 
changes you make. 

What do you think this command does? How do you know? 

Have you changed anything? What happened when you changed…? Why do you think it changed 
like that? 

Are there any commands you recognise? What do they do? 

What have you learnt from tinkering? How have you learnt that? 

How could you learn more? 

• I can explore ScratchJr for 
myself  



YEAR 2 COMPUTING - Autumn Term 2b - Animals 
Strand National Curriculum 

Requirements 
Suggested Activities Skills 

I.T.  • To use technology pur-
posefully to create, or-
ganise, store, manipulate 
and retrieve digital con-
tent  

Chn create a slideshow on an animal they have researched online (lion, giraffe, tiger or zebra) using 
PowerPoint. Chn will create a page on: 

1) Name of animal and photo              2) Appearance                 3) Habitat                 4) Diet  

Chn need to know how to insert new slide (Home Menu). Save regularly throughout, at least every 
new page. They must select photos carefully (rate/reject) before copying and pasting. Make sure 
they are clear and relevant. Resize and move them. Add text, change size and font.  

Extension - use the Morfo app and add photos of animals and bring them to life.   

• I can create a power-
point, including pictures 
and text. 

PowerPoint 



YEAR 2 COMPUTING - Summer Term 3a 
Strand National Curriculum                

Requirements 
Suggested Activities Skills 

Programming • To understand what algo-
rithms are, how they are 
implemented as programs 
on digital devices, and 
that programs       exe-
cute by following precise 
and                   unam-
biguous instructions 

• To create and debug sim-
ple programs 

• To use logical reasoning 
to predict the behaviour 
of simple programs 

• To recognise common uses 
of information technology 
beyond school  

Tinkering With A Blank Scratch Program (Part 2) 

Open up a blank project. 

Can you make the cat move?    Can you make the cat say something?                                        
Can you make the cat change size?    Can you make your program play a sound?       
Can you add another character to your program? 

Chn could tinker with ScratchJr either independently, in pairs in small groups.  

What have you created? How have you created it?    

What does it do? How does it do that? 

What else does it do? How? 

Why have you used that? How have you used that? 

What can it not do? Why? How could it be changed to do that? 

What could make it better? Why? How? 

What have you learnt? 

How could you learn more? 

Remind chn of the different ways we thought of that we could learn. Who could they 
ask? Could they use a search engine to find information on using ScratchJr? Could 
they find tutorial videos to watch online? 

Pair chn up and get them to play a verbal tennis match in which they take it in turns 
to say one thing each that they have learnt about ScratchJr from their tinkering ses-
sion. They have 1 minute to say as many points each as possible. Get chn to swap 
partners and repeat the game several times. Share what they’ve learned with the class.  

Ask chn to talk to a partner to consider: What could you use ScratchJr for based on 
what you have learnt that it can do? Share a selection of chns’ ideas.  

• I can explore ScratchJr for myself 



YEAR 2 COMPUTING - Summer Term 3a - Explorers 
Strand National Curriculum                

Requirements 
Suggested Activities Skills 

I.T.  • To use technology pur-
posefully to create, organ-
ise, store, manipulate and 
retrieve digital content  

 
Databases 
 
Communication - Email 

Database of explores and mode of transport. 

 

Email teacher/peers. Use Chatterbox/Office 365.  

Open attachments from emails and complete (then save).  

• I can create a database.  

 

• I can communicate through email. 

 

• I can open an attachment. 

Digital Literacy • To use technology safely 
and respectfully, keeping 
personal information pri-
vate;  

• To identify where to go 
for help and support when 
they have concerns about 
content or contact on the 
internet or other online 
technologies      

Internet Traffic Lights - (see separate Common Sense Media plans)    

https://www.commonsense.org/education/uk/digital-citizenship/lesson/internet-traffic-light 

Look at a range of websites and discuss which ones are good for us to visit. 
Colour code them (green, amber, red).    

 

AVG - Magda and Mo - appropriate websites  

https://www.avg.com/stc/campaign/magda-and-mo/magda-and-mo2-en.html    

• I understand being safe online is similar to 
staying safe in real life. 

• I can identify websites and apps that are ‘just 
right’ and ‘not right’ for me. 

• I know how to get help from an adult if I am 
unsure about a website.  

 



YEAR 2 COMPUTING - Autumn Term 3b - Seasides 
Strand National Curriculum 

Requirements 
Suggested Activities Skills 

Programming • To understand what algo-
rithms are, how they are 
implemented as programs 
on digital devices, and that 
programs       execute by 
following precise and un-
ambiguous instructions 

• To create and debug simple 
programs 

• To use logical reasoning to 
predict the behaviour of 
simple programs 

• To recognise common uses 
of information technology 
beyond school  

Pizza Pickle Scratch Debugging Activity - (Barefoot CAS)   

(Need to create a login for the barefootcas.org.uk website.   

https://barefootcas.org.uk/login/   

 

See website for info. 

 

• I can debug a program. 
 
• I can say what a program will do. 
 
• I can explain what the bug was and how I 

fixed it.   



YEAR 2 COMPUTING - Autumn Term 3b - Seasides 
Strand National Curriculum Re-

quirements 
Suggested Activities Skills 

I.T.  • To use technology purposefully 
to create, organise, store, ma-
nipulate and retrieve digital 
content  

Children will create a page in a holiday brochure advertising the tourist 
spots in Brazil. Use photos and a range of fonts, sizes and colours.  

 

Make a short TV advert, advertising the tourist attractions for Brazil. 
(Green screen app)  

 

 

• I can create and save digital content, in-
cluding the use of images and text. 

 

• I can create and save video footage using 
an iPad.  











Kodable 

n.darby100…. 

nd..k.. 

Class 7 

Class Code : Class72016 



 Instructions to create a character 

 

1. 

 

2. 

 

3. 

 

4. 

 

5. 

 

6. 

 

7 

 Instructions to create a character 

 

1. 

 

2. 

 

3. 

 

4. 

 

5. 

 

6. 

 

7 



https://www.youtube.com/watch?v=IhlXtBNNuKs https://www.youtube.com/watch?v=EuPmIEH8zLg 

https://www.youtube.com/watch?v=pgRc8w44XFE https://www.youtube.com/watch?v=eN4Lc-MtUp0 

HeroCyberSmart    https://www.esafety.gov.au/educators/

classroom-resources/cybersmart-challenge/cybersmart-hero 


