
                                              Long term Plan Year 2 Computing 
 

Computing  

Aims  

 

 

The national curriculum for Computing aims to ensure that all pupils:  

 

 can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation 

 can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems  

 can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems  

 are responsible, competent, confident and creative users of information and communication technology 

 

NC objectives 

KS1 

1. understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous 

instructions.  

2. create and debug simple programs.  

3. use logical reasoning to predict the behaviour of simple programs.  

4. use technology purposefully to create, organise, store, manipulate and retrieve digital content.  

5. recognise common uses of information technology beyond school.  

6. 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. 

Curriculum links Art 

● To develop a wide range of art and design techniques in using colour, 

pattern, texture, line, shape, form, and space. 

Music 

● Play tuned and untuned instruments musically.   

● Listen with concentration and understanding to a range of high-quality 

live and recorded music.   

● Experiment with, create, select, and combine sounds using the 

interrelated dimensions of music. 

Maths 

● Interpret and construct simple pictograms, tally charts, block diagrams 

and simple tables. 

● Ask and answer simple questions by counting the number of objects in 

each category and sorting the categories by quantity.   

● Ask and answer questions about totalling and comparing categorical data. 

RE  

 Nativity story. 

 

 

Education for a Connected World links  

 

● To identify that some images are not real (fake). 

Health, well-being, and lifestyle 

● I can identify rules that help keep us safe and healthy in and beyond the 

home when using technology. 

● I can give some simple examples.  

Copyright and ownership 

● I know that work I create belongs to me. 

Self image and identity 

● I can recognise that I can say ‘no’/‘please stop’/‘I’ll tell’/‘I’ll ask’ to 

somebody who asks me to do something that makes me feel sad, 

embarrassed or upset. 

● I can explain how this could be either in real life or online. 

● If something happens that makes me feel sad, worried, uncomfortable, or 

frightened I can give examples of when and how to speak to an adult I can 

trust. 

Privacy and security 

● I can identify some simple examples of my personal information (e.g. name, 

address, birthday, age, location). 

● I can describe the people I can trust and can share this with; I can explain 

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF


why I can trust them. 

● I can recognise more detailed examples of information that is personal to 

me (e.g. where I live, my family’s names, where I go to school). 

Context What has been learnt previously: Next steps for learning: 

In Year 1, pupils will have learnt about: 

Technology around us  

Recognising technology in school and using it responsibly  

Moving a robot  

Writing short algorithms and programs for floor robots, and predicting program 

outcomes  

Online Safety  

Online safety, including using useful tips to stay safe when online; how to manage 

feelings and emotions when someone or something has upset us online; learning 

about the responsibility we have as online users; exploring the idea of a ‘digital 

footprint’ 
Grouping data 

Exploring object labels, then using them to sort and group objects by properties 

Programming animations 

Designing and programming the movement of a character on screen to tell stories 

Digital writing 

Using a computer to create and format text, before comparing to writing non-

digitally 

Digital painting 

Choosing appropriate tools in a program to create art, and making comparisons 

with working non-digitally. 

 

In Year 3, pupils will learn about: 

Connecting computers  

Identifying that digital devices have inputs, processes, and outputs, and how devices 

can be connected to make networks  

Sequencing sounds  

Creating sequences in a block-based programming language to make music 

Online Safety 

Online safety: ‘fake news’, privacy settings, ways to deal with upsetting online 

content, protecting our personal information on social media 

Desktop publishing  

Creating documents by modifying text, images, and page layouts for a specified 

purpose  

Events and actions in programs 

Writing algorithms and programs that use a range of events to trigger sequences of 

actions 

Branching databases  

Building and using branching databases to group objects using yes/no questions 

Stop-frame animation 

Capturing and editing digital still images to produce a stop-frame animation that 

tells a story. 

 

 

 

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

Information technology 

around us 

Identifying IT and how its 

responsible use improves our 

world in school and beyond. 

Robot algorithms 

Creating and debugging 

programs, and using logical 

reasoning to make 

predictions. 

Online Safety (5 Weeks) 

Learning about online safety, 

including: what happens to 

information posted online; 

how to keep things private 

online; who we should ask 

before sharing online; 

describing different ways to 

ask for, give, or deny 

permission online. 

 

Making music (Remainder of 

the term) 

Using a computer as a tool to 

explore rhythms and 

Programming quizzes 

Designing algorithms and 

programs that use events to 

trigger sequences of code to 

make an interactive quiz. 

Pictograms 

Collecting data in tally charts 

and using attributes to 

organise and present data on 

a computer. 

 

Digital photography 

Capturing and changing 

digital photographs for 

different purposes. 



melodies, before creating a 

musical composition. 

 

NC Objective/s:  

 4, 5, 6 

NC Objective/s:  

 1, 2, 3, 6 

NC Objective/s:  

 4, 6 

NC Objective/s:  

 1, 2, 3, 4 

NC Objective/s:  

 4, 6 

NC Objective/s:  

 4, 5, 6 

 

 


