
  ​ ​Y2 Computing Plans 2020-21   
 
 

Topics 
Geography 
- 7 Continents and 5 Oceans & The Weather 
- 4 Countries and Capital Cities of the UK 

Autumn     

Objectives  Activity  Details  Date and 
Evaluation 

Digital Literacy 
DL2.5 To be able to follow and understand school rules for 
staying safe online. 

 
Gooseberry Planet 

 
 

 
Gooseberry Planet 
Log onto individual account and follow e-safety 
scheme. 
https://system.gooseberryplanet.com/select_app  
 
 

 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data.(e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
 

Code Studio  Lesson 2: Move It, Move It - Unplugged 
This lesson will work to prepare students mentally for 
the coding exercises that they will encounter over the 
length of this course. In small teams, students will use 
physical activity to program their classmates to step 
carefully from place to place until a goal is achieved. 
 
 
 

 

Information Technology 
IT2.7 Can make use of different types of graphs to represent 
data collected. Be able to enter data accurately to provide 
the answers to questions.  
 
 
 

 
Bar charts online  

 

 
Bar charts online Laptops or through Safari on iPads 
Make bar graphs with online graph maker. 
http://www.mathsisfun.com/data/bar-graph.html  
 

 

Computer Science 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 3: Sequencing with Angry Birds 
Using characters from Angry Birds, students will 
develop sequential algorithms to move a bird from 
one side of a maze to the pig at the other side. To do 
this they will stack code blocks together in a linear 
sequence. 
 

 

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
https://system.gooseberryplanet.com/select_app
http://www.mathsisfun.com/data/bar-graph.html


Information Technology 
IT2.1 When producing text, can add and edit text, 
considering style, colour. layout and font. 
IT2.2 Be able to say where letters are located on the 
keyboard, increasingly using appropriate punctuation. 
IT2.4 Be able to purposefully use different image editing 
tools, including crop, resize, and flip, exploring effects such as 
symmetry and filters. 
IT2.5 Be able to sequence and arrange pictures or video 
clips for a purpose. 
 
 

 
Pic Collage app 

 
 

 
Pic Collage app 
Use Pic Collage to collate images.  
Use the scissors tool to cut themselves out and place 
in the pictures. Link with geographical locations 
Add simple captions using text. Find images using 
in-app search tool. 
 

 

Information Technology 
IT2.3 Can use simple tools within suitable software to create 
digital art. 
 
 

 
Doodle Buddy app 

 
 

 
Doodle Buddy app 
Design and create a picture linked to the topics 
 

 

Information Technology 
IT2.6 Be able to select and record musical phrases, 
sound-effects or  voice-overs to enhance multimedia work. 
 
 

 
Voice Record app 

 
 

 
Voice Record app 
Record interviews with characters from texts studied 
in English 
 

 

Computer Science 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 4: Programming with Angry Birds 
Using characters from the game Angry Birds, students 
will develop sequential algorithms to move a bird 
from one side of a maze to the pig at the other side. 
To do this they will stack code blocks together in a 
linear sequence. 
 

 

Information Technology 
IT2.6 Be able to select and record musical phrases, 
sound-effects or  voice-overs to enhance multimedia work. 
 
 

 
Keezy Drummer app 

 
 

 
Compose music by creating beat patterns and then 
layering different instruments 
 

 

Computer Science 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 5: Programming with Harvester 
Students will apply the programming concepts that 
they have learned to the Harvester environment. 
Now, instead of just getting the character to a goal, 
students have to collect corn using a new block. 
Students will continue to develop sequential 
algorithm skills and start using the debugging process. 

 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data. (e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 

 
Bee Bot 

 

 
Bee Bot 
Guide Beebots to different locations on a mat by 
building up a series of instructions. 
 
Use the Beebot app to consolidate this work. 

 



 
 

CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 
 
 

Digital Literacy 
DL2.5 To be able to follow and understand school rules for 
staying safe online. 

 
Gooseberry Planet 

 
 

 
Gooseberry Planet 
Log onto individual account and follow e-safety 
scheme. 
https://system.gooseberryplanet.com/select_app  
 
 

 

Topics  History -How has technology changed over time? Lord Leverhulme 

Spring     

Objectives  Activity  Details  Date and 
Evaluation 

Digital Literacy 
DL2.3 With support, be able to say what information is 
personal and should not be shared online. 
DL2.5 To be able to follow and understand school rules for 
staying safe online. 
 
 

 
Gooseberry Planet 

 
 

 
Gooseberry Planet 
Log onto individual account and follow e-safety 
scheme. 
https://system.gooseberryplanet.com/select_app  
 
 

 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data.(e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.3 Can use the repeat command (loops) to program more 
efficiently. 
CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 
 
 

Code Studio  Lesson 6: Getting Loopy - Unplugged 
As we start to write longer and more interesting 
programs, our code often contains a lot of repetition. 
In this lesson, students will learn about how loops can 
be used to more easily communicate instructions that 
have a lot of repetition by looking at the repeated 
patterns of movement in a dance. 

 

Information Technology 
IT2.2 Be able to say where letters are located on the 
keyboard, increasingly using appropriate punctuation. 
 

 
BBC Typing 

 
 

 
BBC Typing 
Develop typing skills with BBC Dance Mat typing 
game. 

 

https://system.gooseberryplanet.com/select_app
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
https://system.gooseberryplanet.com/select_app


   

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data.(e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.3 Can use the repeat command (loops) to program more 
efficiently. 
CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 7: Loops with Harvester 
Building on the concept of repeating instructions from 
"Getting Loopy," this stage will have students using 
loops to pick corn more efficiently on Code.org. 

 

Information Technology 
IT2.1 When producing text, can add and edit text, 
considering style, colour. layout and font. 
IT2.2 Be able to say where letters are located on the 
keyboard, increasingly using appropriate punctuation. 
 

 
Book Creator app 

 
 

 
Use Book Creator app to make eBooks combining 
text and images saved from the internet linking to 
topic or English. 
 

 

Information Technology 
IT2.6 Be able to select and record musical phrases, 
sound-effects or  voice-overs to enhance multimedia work. 
 
 

 
Green Screen 

 
 

 
Create films of children performing scripts against 
backdrops from the Great Fire of London. 
 

 

Information Technology 
IT2.1 When producing text, can add and edit text, 
considering style, colour. layout and font. 
IT2.5 Be able to sequence and arrange pictures or video 
clips for a purpose. 
IT2.6 Be able to select and record musical phrases, 
sound-effects or  voice-overs to enhance multimedia work. 
 
 

 
Shadow Puppet Edu 

app 
(2 Lessons) 

 
Shadow Puppet Edu app 
Use Shadow Puppets Edu App to make a video 
slideshow adding music and voice overs to a series of 
images. Relate to Lord Leverhulme 
 

 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data.(e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.3 Can use the repeat command (loops) to program more 
efficiently. 
CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 8: Loops with Laurel 
In this lesson, students continue learning the concept 
of loops. Here, Laurel the Adventurer uses loops to 
collect treasure in open cave spaces. A new get 
treasure block is introduced to help her on her 
journey. 

 

Computer Science 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 

 
ALEX app 

 
 

 
ALEX app 
Use ALEX app to develop directional sequencing. 
 

 



 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

CS2.5 Be able to find a bug in a simple program. 
 
 

 
 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data.(e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.3 Can use the repeat command (loops) to program more 
efficiently. 
CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 9: Drawing Gardens with Loops 
Returning to loops, students learn to draw images by 
looping simple sequences of instructions. In the 
previous online lesson, loops were used to traverse a 
maze and collect treasure. Here, students use loops 
to create patterns. At the end of this stage, students 
will be given the opportunity to create their own 
images using loops. 

 

Digital Literacy 
DL2.3 With support, be able to say what information is 
personal and should not be shared online. 
DL2.5 To be able to follow and understand school rules for 
staying safe online. 

 
Gooseberry Planet 

 
 

 
Gooseberry Planet 
Log onto individual account and follow e-safety 
scheme. 
https://system.gooseberryplanet.com/select_app  
 
 

 

Topics  History - The Great Fire of London 
Geography - Plastic in the Oceans 

Summer     

Objectives  Activity  Details  Date and 
Evaluation 

Digital Literacy       

https://system.gooseberryplanet.com/select_app
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home


DL2.5 To be able to follow and understand school rules for 
staying safe online. 

Gooseberry Planet 
 
 

Gooseberry Planet 
Log onto individual account and follow e-safety 
scheme. 
https://system.gooseberryplanet.com/select_app  
 
 

Digital Literacy 
DL2.5 To be able to follow and understand school  and home 
rules for staying safe online. 
 
 

Code Studio  Lesson 10: The Right App​ - Unplugged 
This lesson has students recognize that computer 
science can help people in real life. First, students 
empathize with several fictional smartphone users in 
order to help them find the “right app” that 
addresses their needs. Then, students exercise 
empathy and creativity to sketch their own 
smartphone app that addresses the needs of one 
additional user 
 
 

 

Information Technology 
IT2.1 When producing text, can add and edit text, 
considering style, colour. layout and font. 
IT2.2 Be able to say where letters are located on the 
keyboard, increasingly using appropriate punctuation. 
 
 
 

 
Primary Writer app 

(2 Lessons) 
 

 
Primary Writer app 
Write up an explanation. Focus on typing skills: 2 
hands, spacing, capitals, punctuation and 
formatting. 
 

 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data.(e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 11: The Big Event Jr. ​- Unplugged 
Events are a great way to add variety to a 
pre-written algorithm. Sometimes you want your 
program to be able to respond to the user exactly 
when the user wants it to. That is what events are for. 
 

 

Information Technology 
IT2.1 When producing text, can add and edit text, 
considering style, colour. layout and font. 
IT2.2 Be able to say where letters are located on the 
keyboard, increasingly using appropriate punctuation. 
IT2.4 Be able to purposefully use different image editing tools, 
including crop, resize, and flip, exploring effects such as 
symmetry and filters. 
IT2.6 Be able to select and record musical phrases, 
sound-effects or  voice-overs to enhance multimedia work. 
 
 

 
Tiny Tap app 
(2 Lessons) 

 

 
Tiny Tap app 
Use Tiny Tap App to make an interactive image. Add 
a suitable image text with web search in the app.  
Create a sound board, ask a question and puzzle 
activity.  Link to Plastic in the Oceans 
 

 

https://system.gooseberryplanet.com/select_app


 
 
 

Information Technology 
IT2.6 Be able to select and record musical phrases, 
sound-effects or  voice-overs to enhance multimedia work. 
 
 

 
Morfo Booth app 

 
 

 
Morfo Booth app 
Use Morfo Booth app to animate an image of 
characters from a book in English. 
 

 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data. (e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.3 Can use the repeat command (loops) to program more 
efficiently. 
CS2.4 Is able to make use of simple events e.g. mouse 
clicks/tap on screen. 
CS2.5 Be able to find a bug in a simple program. 
 
 

 
Scratch Jr app 

 
 

 
Scratch Jr app 
Use Scratch Jr app to program sprites to tell the story 
of Neil Armstrong's moon landing. 
 

 

Computer Science 
CS2.1 Be able to give control devices instructions that contain 
numerical data.(e.g. move 2 steps etc). 
CS2.2 Can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, amending if 
necessary. 
CS2.3 Can use the repeat command (loops) to program more 
efficiently. 
CS2.5 Be able to find a bug in a simple program. 

Code Studio  Lesson 12: A Royal Battle with Events 
In this online activity, students will have the 
opportunity to learn how to use events in Play Lab 
and apply all of the coding skills that they've learned 
to create an animated game. It's time to get 
creative and make a game in Play Lab! 
 
 
 
 

 

Digital Literacy 
DL2.5 To be able to follow and understand school rules for 
staying safe online. 

 
Gooseberry Planet 

 
 

 
Gooseberry Planet 
Log onto individual account and follow e-safety 
scheme. 
https://system.gooseberryplanet.com/select_app  
 
 

 

https://system.gooseberryplanet.com/select_app

