
Hi-Impact Computing Plans: Year 2 

Computing Plans - Year 2 
 

 New Computing Programme of Study Area of 
computing 

Year 2 Outcome 

Developing simple 
algorithms, 
controlling, sensing 
and simulating the 
real world 

Use logical reasoning to predict the behaviour of 
simple programs. 
 
Understand what algorithms are, how they are 
implemented as programs on digital devices and 
that programs execute following a sequence of 
instructions. 
 
Write simple programs. 
 

Modelling 
 
Control and 
Programming 

Answer "what if" questions using a simulation, 
exploring different options and explaining what 
happened and why 
 
Use a ‘Beebot’ or ‘Logo’ style simulation 
 
Predict, estimate and create a set of instructions to 
control a floor or virtual robot to move between two 
or more fixed points involving distance and turn 
 

Finding out how 
computers, software, 
the internet, web and 
search engines work 
and how they impact 
on their lives and 
society 

Recognise common uses for digital technology 
beyond the school 
 
Keep personal information private. 
 
 

Handling data  
 
Research 
  
Online 
Communication 

Use a graphing package and a simple database to 
collect, organise and classify data, asking and 
answering questions. 
Use websites to find information and answer 
questions 
Share and comment on work online, developing 
understanding about appropriate behaviour and 
internet safety 
 

Using software and 
devices to collect, 
analyse, evaluate and 
present information 
and data 

Use technology purposefully to create, organise, 
store, manipulate and retrieve digital content 
 
Organise store and retrieve data in a range of 
digital formats 
 
 

Multimedia and 
word processing 
 
Graphics 
 
Digital video 
 
Music and sound 

Combine text, images and possibly other features to 
create either a printable document or a simple 
multimedia presentation. Ensure all choices suit the 
purpose. 
 
Use the tools within a paint package to combine 
different elements and create a picture to suit a 
purpose. Store and retrieve their work. 
 
Use a digital camcorder and camera; download with 
support and use for a purpose 
 
Select and record music, sound effects and 
voice-overs to combine with other media 
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Planning Notes for the new computing curriculum and a guide to terminology. 

An algorithm is a set of specific steps or instructions for solving a problem. “Simple programs” may be sequences of instructions 
for controlling the movement of a robot (e.g. Bee Bot, ProBot or Big Trak programmable toy) or an on screen turtle (Logo) or 
sprite (e.g. Scratch).  

Modelling is the process of developing a representation of a real world issue, system, or situation, that captures the aspects of 
the situation that are important for a particular purpose, while omitting everything else.  

Computational thinking is thinking in a logical, sequenced way to develop a solution to a problem. It is something that people do 
(rather than computers), and includes the ability to think logically and algorithmically. 

Cross-curricular planning 

At all Key Stages, information and communication technology should be used to enhance teaching and learning right across the 
curriculum: this is often called Technology Enhanced Learning (TEL).  
(NAACE/BCS 2013)  

When planning an computing outcome, try to choose one which support objectives in at least one other subject. This is the key to 
finding sufficient time in the day: if your work is both Literacy and ICT, you can teach two skills in one slot, and if it covers 
Geography objectives as well, so much the better! Doing this, you may need to teach some lessons discretely and some lessons 
together, such as doing some knowledge and skills work before in the Literacy unit, then finding time for teaching a computing 
skill, which will support the  Literacy work. Revisiting areas of computing covered previously is also an excellent way of 
embedding into other subjects: if you have taught a short unit on using a paint package, the children will be ready for a 
Mathematics lesson using 2D shapes to draw a picture.  

Of course, some uses of technology are very straightforward and will not need skill teaching beforehand: using an online 
simulation is an example of this. Skills taught in other years allow the technology to fit behind the History or Science work 
Sometimes it might also be an opportunity to develop a knowledge of how technology works, or understanding of the principles of 
computation, digital media or information systems. 

Differentiation and assessment 

It is important for all children to learn to the best of their ability. While it is beneficial for more able children to support the less 
able, using this too much can mean that the less able child never gets a turn (so learns little), or the more able child is held back. 
Working together gives you huge opportunities for collaboration peer learning and peer coaching. Differentiation can then take 
place: some children could be given a simpler task, or use the same package but be taught fewer skills to use, while others can 
spend more time in self- and peer-assessment, planning, evaluating and improving their work. We are currently trialling a new set 
of assessment criteria  to help measure pupils overall attainment as they complete the skills and essential knowledge.   
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Modelling 

 
Use Logical reasoning to predict the behaviour of simple programs 
Key Understanding Key Skills Outcomes 
To understand that: 
● computer simulations can represent real or 

imaginary situations 
● computer simulations allow users to explore 

options and solve problems  
● there are advantages and disadvantages of 

computer simulations as opposed to real-life 
problem solving 

● computer simulations are simplified 
representations of real life situations 

● to enter data (numeric or control) into a 
computer simulation 

● to explore the effect of changing the variables 
within a simulations and use them to make and 
test predictions 

● Use programs/apps to experiment with 
different tools and make choices that create 
different effects  

 
 
 
 

Answer "what if" questions using a simulation, 
exploring different options and explaining what 
happened and why. 
 
Example outcomes: 
● Use a given website to explore an imaginary 

situation e.g. complete a circuit using the correct 
material (Sci) 

● Research a place of worship, or place of historical 
or geographical interest, by using online virtual 
tours (Hist, Geog, RE) 

● Explore the world by navigating around aerial 
photographs, e.g. in Google Earth (Geog) 

● Use Human Body app to explore different parts of 
the body (Sci/PSHE) 

● Use Sketch Nation app to create their own game 
based on a topic or theme. 
 

Suggested resources:  
A range of simulations relating to topics, eg Big Day Out (http://bdo.swgfl.org.uk), BBC Science Clips (www.bbc.co.uk/schools/scienceclips) and Yenka basic 
circuits (free to download from www.yenka.com), modelling software eg Simple City, My World, Wii games 
 
Apps:  
Toca Kitchen, Toca Hair Salon, The Little Crane that Could, Toca Builder, Traffic Control, Bridge Free, Little Crane, Pet Factory, Epic Citadel, Toca Doctor, 
Human Body (Tinybop), Curious Playground, Walking with Dinosaurs, Tiny Tap 
 

 
 
 
 
 
 
 
 

©hi-impact Consultancy 2015   

3 
 

http://bdo.swgfl.org.uk/
http://www.bbc.co.uk/schools/scienceclips
http://www.yenka.com/


Hi-Impact Computing Plans: Year 2 

 
 
 

Control and Programming 
 
Understand what algorithms are, how they are implemented as programs on digital devices and that programs execute following a sequence of instructions 
Write simple programs 
Key Objectives Key Skills Outcomes 
To understand that: 
● control devices follow instructions which can 

contain numerical data 
● instructions can be sequenced for more 

complicated tasks  
● devices that carry out repeated actions follow 

stored instructions eg. traffic lights 
● results of a program can be predicted, tested 

and algorithms ammended 
 
 
 
 

 
● to use the appropriate commands to make a 

real or virtual robot move in different ways 
by using instructions, such as forward 5, 
right 1; carry out a pre-determined route. 

● to enter a sequence of instructions to 
control a real or virtual device (algorithms)  

● to predict a sequence of instructions 
(logical reasoning)  

● to record a set of instructions by using an 
agreed set of symbols, e.g. sequencing 
directional flashcards 

● test the sequence, amending if necessary 
 

 

Predict, estimate and create a set of instructions to 
control a floor or virtual robot to move between two 
or more fixed points involving distance and turn.  
 
Example outcomes: 
● Create own map with digital photographs of local 

area to explore and navigate using Bluebot app (basic 
programming mode/repeats) (Geog) 

● Use Human Crane activity to develop problem solving 
and sequencing skills 

● Begin to work on Course 1/2 on Code Studio Online 
(building on prior knowledge) 

● Use Kodable app to navigate a maze and use more 
advanced instructions to control the behaviour of the 
robot e.g. repeat/loops (Num) 

● Use Daisy the Dinosaur app to introduce block-style 
coding. Set challenges for children to complete e.g. 
‘Make Daisy grow to fill the screen’. 

 
Suggested resources:  
Floor robot (eg Bee-bot, BlueBot, Cubetto, Dot and Dash), Tynker Hour of Code Online: https://www.tynker.com/hour-of-code/, mats and obstacles, 
Sphero, Code Studio Resources Online http://studio.code.org/s/course2, unplugged programming activities e.g. Robot Turtles, Jam Sandwich Activity 
http://bit.ly/1zgLjIe, Probots, Human Crane activity: http://bit.ly/1VWqejQ  
 
Apps:  
Bluebot, BeeBot, The Foos, Go/Path (Dash robot apps), Kodable, Alex the Robot, Daisy the Dinosaur, Tynker, Toca Builder, Scratch Jr, Lightbot Junior 
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Handling Data 
 
Organise, store and retrieve data in a range of digital formats 
Key Understanding Key Skills Outcomes 

To understand that: 
● different types of graphs and 

pictograms can be used to represent 
data 

● computing can be used to collect, 
organise and classify data, and can be 
quicker and more efficient than paper 
based methods 

● data must be entered correctly in 
order to be able to answer questions 

● data presented graphically can be 
easier to construct and understand 
than written form 

● graphs can be used to answer questions 
about the data and but they might not 
answer all questions  

 
 

Graphing 
● Enter data into graphing 

software 
● Choose type of graph that is 

most appropriate to present data 
● As part of a group, evaluate 

graph for accuracy 
● Use a graph to help think of and 

answer questions 
 
Databases 

● Use a search engine to explore a 
topic e.g. animals. Think of 
information to find out before 
looking at the website; 
afterwards, evaluate whether 
the desired information has been 
found  

● Construct questions and suggest 
plausible answers  

● Perform sorting and grouping 
activities to find answers to 
questions. 

 
 

Use a graphing package and a simple database to collect, 
organise and classify data, asking and answering questions.  
 

Example outcomes: 
● Collect information on school food preferences such as 

favourite snacks. This information is graphed and the 
children interpret and discuss the results (PSHE) 

● Use a pre-built template to create Top Trumps style cards 
based on a topic e.g. dinosaurs  

● Collect information about minibeasts found in different 
environments around the school. Each child creates a record 
card for one minibeast, and all use the completed database 
to create graphs to answer questions. (Sci) 

● Tag photographs of minibeasts in Picasa to create a 
searchable database (Sci) 

● Use a branching database e.g. Textease Branch to sort 
regular 2D shapes (Maths) 

 

Suggested Resources:  
Graphing software, eg. 2Count, 2Graph, RM Starting Graph, Pictogram. Database program eg. 2Investigate; Junior Viewpoint; Mangodata; Information 
Workshop; Textease Database. Branching database eg. Textease Branch, Granada Branch, Picasa (tagging facility), Mr Haughton’s Infant Encyclopedia, Tizzy’s 
Toybox, online sorting simulations: http://mathszone.co.uk/data-handling/, online pictograph maker: http://bit.ly/1CGCPyc, Top Trumps Template: 
http://bit.ly/1ITKVt6  
 

 
 
 
 

©hi-impact Consultancy 2015   

5 
 

http://mathszone.co.uk/data-handling/
http://bit.ly/1CGCPyc
http://bit.ly/1ITKVt6


Hi-Impact Computing Plans: Year 2 

 
 
 
 
 

Research 
 
Recognise common uses for digital technology beyond the school 
Key Objectives Key Skills Outcomes 
To understand that: 
● the Internet contains large amounts of 

information 
● information can be connected in different 

ways through hyperlinks and menus 
● information online can be gathered 

through text, pictures, video, sound etc. 
● some sites allow searching, e.g. for a 

particular image 
 
NB This unit relies on the teacher directing 
children to specific content; it is not expected 
for children to do open searching at this stage. 
Teachers will have to ensure that web sites 
and images are suitable. 

● Find a website by following links set up 
by the teacher, by using Favourites, by 
typing into the address bar or using a QR 
code 

● Search for given information to answer 
questions using text, pictures, sound and 
video 

● Navigate a website using the links 
● Use the back button on the browser 
● Think of information to find out before 

looking at the website; afterwards, 
evaluate whether the desired 
information has been found 

 

Use the internet to find information and answer 
questions. 
 
Example outcomes: 
● Explore a given website to find information about 

Florence Nightingale or Grace Darling (Hist) 
● Invite users of digital technology into school to 

demonstrate how technology can be used e.g. in the 
workplace. 

● Children use a given webpage to explore an interactive 
map linked to an island home (Geog) 

● In guided or shared reading, use an online or eBook and 
talk about how it compares to a paper-based book. 
(Lit) 

● Investigate what technology they use in their own 
home. Compare modern to old technology. 
 

Suggested Resources:  
A range of topic-related websites; cached content e.g. Espresso, Knowledge Box; SWGfL Media Gallery (http://gallery.e2bn.org/gallery-swgfl.html); links 
page set up by teacher (e.g. using Merlin or Microsoft Word), Mr Haughton’s Infant Encyclopedia: http://bit.ly/1znb5zu  
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Online communication 
 
Keep personal information private. 
Organise store and retrieve data in a range of digital formats 
Key Understanding Key Skills Outcomes 
To understand that: 

● the Internet allows you to share work with 
others 

● the Internet allows you to comment on what 
others have done, but it is important to be kind 
and respectful 

● the school rules about Internet use are there to 
keep them safe and should be followed 

● some information is personal and should not be 
given to anyone you don’t know on the Internet 

 

● Log on to a personal web space with a 
password as part of a class or group 
with support 

● Use the tools within a simple Learning 
Platform (eg following links to 
websites, paint, diary, text) 

● As a class or group, share different 
types of media to the Online Platform 
with support. 

● Give constructive comments on others’ 
work online 

● Explain what personal information is 
and why it is important to keep it 
private 
 

Share and comment on work online, developing 
understanding about appropriate online behaviour 
and internet safety. 
 
 
 
Further suggested outcomes  
● Throughout the term, maintain a class blog 

on your favourite books (or topic). Join these 
together to form a Merlin Book to share 

● Invite users of digital technology into school 
to demonstrate how technology can be used 
e.g. in the workplace. (PSHE) 

● Share work or photographs as a class to 
Makewaves as part of a story. 

● View work done by other pupils on the school 
Learning Platform. 

● As a class, contribute to and view 
school/class Rebelmouse page or Twitter 
feed. 

● Use Croak.it to share sound clips online 
  

 
Suggested Resources: 
My First Place; Big Day Out (http://bdo.swgfl.org.uk); Hector’s World (www.thinkuknow.co.uk) and associated lesson plans on internet safety, Twitter, 
Rebelmouse, Croak.it, Makewaves, My Learning, eSchools, DB Primary etc, Code Studio Online http://bit.ly/1VWqejQ Purple Mash 
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Multimedia and word processing 
 
Use technology purposefully to create, organise, store, manipulate and retrieve digital content 
Organise store and retrieve data in a range of digital formats  
Key Understanding Key Skills Outcomes 
To understand that: 
● ideas can be expressed using a 

range of computing tools  
● skills and techniques learnt 

can be used to organise, 
reorganise and communicate 
ideas for a specific purpose 

● computing can be used to 
amend and change their work 
to improve look and ideas 

● use a range of graphics to communicate their 
ideas (appropriate stamps, self drawn images and 
digital photographs)  

● add and edit text, considering style and layout of 
font 

● save, print and retrieve with help 
● choose from a range of sounds (self-recorded and 

sound effects) and animation, if available 
 
When word processing children should:  
● use two fingers to enter text 
● To develop basic editing skills e.g. shift key and 

caps lock for upper case, question marks and 
spaces after punctuation. 

● change font size, colour and style 
● Recognise errors in work and correct them 
● use the mouse to insert words or sentences 

Combine text, images and possibly other features to create 
either a printable document or a simple multimedia 
presentation. Ensure all choices suit the purpose. 
 
 
Example Outcomes 
● Write their non-fiction book based on topic work, using 

digital photographs to support the writing/voice recordings 
and illustrate text e.g. Buncee (Lit) 

● Record processes such as investigations in Science 
photographically. Shuffle the order of the photographs and 
use re-sequencing activities to support oral recounts and 
explanations e.g. Shadow Puppets Edu/Picasa (Sci) 

● Take a limited number of still photographs to depict key 
episodes in narrative (drama or puppets/ toys) or a science 
experiment. Sequence, and construct narrative by writing to 
accompany each photograph e.g. using Pic Collage app 
(Sci/Lit) 

● Use Tiny Tap app to present learning on a topic e.g. 
Victorians. Include different aspects using a variety of 
tolls available. (Lit/Sci/Hist/Geog) 

Suggested Resources:  
Multimedia authoring software: 2Create a story, Tizzy’s First Tools, Clicker 4 or 5, Textease. Word processing software: 2Publish, 2Publish+, Textease. 
Keyboard tutor: BBC Dance Mat Typing (www.bbc.co.uk/schools/typing) or Tux Type (free to download from http://tuxtype.sourceforge.net) 
NB Microsoft Word/Powerpoint is not recommended for this age group 
 
Apps:  
Sonic Pics, Comic Book, eBook Writer (e.g. Book Creator/Book Writer or similar), Tiny Tap, Pic Collage, Buncee, Shadow Puppets Edu, 
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Graphics 
 
Use technology purposefully to create, organise, store, manipulate and retrieve digital content 
Organise store and retrieve data in a range of digital formats  
Key Understanding Key Skills Outcomes 
To understand that: 
● computing can be used to create pictures 
● it is important to select the appropriate 

tools to create pictures that communicate 
their ideas 

● pictures and collages can be assembled by 
combining a variety of elements  

● Use full functionality of basic tools to improve 
their work e.g. brushes, tool sizes, rub out and 
undo, spray can, fill and stamps 

● To be able to use geometric tools eg. lines and 
shapes 

● To copy, cut and paste within and between 
images 

● Use different effects such as symmetry and 
filters to manipulate images or make changes. 

● To save and retrieve work. 
● Describe the reasons for their choices, to match 

purpose 
 

Use the tools within a paint package to combine 
different elements and create a picture to suit a 
purpose. Store and retrieve their work. 
 
 
Example outcomes: 
● Create labelled diagram of parts of a plant 

using using Pic Collage app (Sci) 
● Use an art program to create a design for Joseph’s 

coat (DT) 
● Use paint skills as part of creating multimedia 

presentation with 2Create A Story (Lit) 
● Explore symmetry using the symmetry tool 

on a graphics package (Maths) 
● Add artwork to an eBook or class digital 

book (Lit) 
● Use different filters to create an ‘aged’ 

photograph as part of a Victorians topic 
(Hist) 

● Annotate a picture/map of the school using 
Skitch app/iPastels app 

 
Suggested Resources:  
Paint program (2Paint, 2Paint a Picture, Tizzy’s First Tools, Revelation Natural Art, Dazzle, 2Create A Story, SWGfL Merlin paint NB Microsoft Paint is not 
as easy to use, and is not recommended. 
 
Apps:  
Book Creator, Pic Collage, Colorbox, Tracing Paper, Halftone, Halftone, Photoshop Express, Brushes, Skitch, Brushes, Tayasui Sketches, iPastels 
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Digital video 
 
Use technology purposefully to create, organise, store, manipulate and retrieve digital content 
Organise store and retrieve data in a range of digital formats  
Key Objectives Key Skills Outcomes 
To understand that:  
● images can be transferred from a digital 

camera to computer 
● images can be used in other programs and 

sequenced 
 

● To understand the need to hold the camera 
correctly and frame an image. 

● To use and understand the different parts of a 
digital camera or other device (e.g. iPad, 
smartphone). 

● To transfer images between devices with help. 
● To use an image from My Pictures or other 

storage area (e.g.Camera Roll on iPad) in 
another package  

● To sequence pictures and video clips for a 
purpose 

● To create simple animations with support using 
suitable software. (Use copy frames, use onion 
skinning and preview for stop animation. Use 
puppet style apps for movie style animation, 
making their own puppets and backgrounds) 

 

Use a digital camcorder and camera or tablet 
camera; download with support 
 

Example outcomes: 
● Use a digital camcorder to record drama work (Lit) 
● Take photographs or video on school trip; use 

software to sequence and add text to create a 
simple presentation e.g. Shadow Puppets Edu app 

● Create group animated recounts of a school visit 
with written captions recounting events e.g. use 
Picasa slideshow 

● Use video footage to analyse and compare actions 
using Slo Pro app (PE) 

● Use 2 Animate to create an animation of a growing 
plant. (Sci) 

 

Suggested Resources:  
Digital camera, digital camcorder, digital microscope, webcam. SWGfL Merlin video capture. Simple video editing software: Windows Movie Maker, Digi 
Blue software, 2animate,Textease Movies, 2 Animate (Purple Mash) 
 
Apps:  
Slo Pro/Coach My Video, Puppet Pals, Sonic Pics, Sock Puppets, Shadow Puppets Edu, Morfo, Photospeak, Chatterkid 
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Music and Sound 
 
Use technology purposefully to create, organise, store, manipulate and retrieve digital content 
Organise store and retrieve data in a range of digital formats  
Key Understanding Key Skills Outcomes 
To understand that: 
● computing can be used to create and 

manipulate sounds  
● sounds convey information 
● computing can be used to organise 

and reorganise sounds 
● electronic and live sounds can be 

combined in a performance 

● Create short musical phrases to suit a purpose, 
focusing on types of sound and/ or rhythm 

● Select musical phrases and sound-effects or record 
voice-overs to enhance multimedia work 

● Make suggestions for improving work 
● Use technology to locate and select pre-recorded 

sounds 
● To record appropriate sounds or voice using 

multimedia software or digital sound recorders 
● Record and share sounds to an online area. 
● Explore how a program/app can be used to create 

different sounds and patterns. 

Select and record music, sound effects and 
voice-overs to combine with other media. 
 
 
 
Example outcomes 
● Children add sound effects to a poem to enhance a 

live or recorded performance e.g. using Soundslate 
app and Voice Record Pro 

● Children compose music to represent the seaside 
● Children use digital microphone to interview a 

visitor to the school. 
● Use a sound recorder to record sounds around the 

school or local area and use them as a stimulus for 
writing 

● Experiment with Toc and Roll app to create 
different patterns and sounds. 

 
Suggested Resources:  
Easispeak microphone, cassette recorder and/or digital sound recorder, 2 Simple Music Toolkit, Isle of Tune, Picasa. 
Multimedia software with sound recording: 2create a story, Textease, Tizzy’s first tools, Powerpoint, Photostory 
 
Apps:  
Croak.it. Beatwave, Jelly Band, Sonic Pics, Doodlecast, Soundslate, Curious Playground (composing tool), Sago Mini Sound Box, Tiny Tap, Tune Train, 
Disco Fingers, Color Band, Music 4 Kids, Toc and Roll, Madpad, Voice Record Pro 
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