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Overchurch Infants School - Computing across the Curriculum Long Term Planning Map - Y2 

Summer 2020 -2021 

 
This is your long-term overview for Computing. Please add to or amend this plan through the year. Underneath each section are the key skills for that area of 

computing. These can be assessed using the Assessment tracker spreadsheet. Refer to the Skills Sheets for more guidance in this section and essential steps for 

teaching. More activities and suggestions can be added as other subject areas are added to the plan. 

 

T = Tutorial Available 

 

 
 

 

 Summer 1 Summer 2 

Topics 
Our Environment  

Science 
Plants 

Literacy   

History 
History quizzes  

Geography 
World geography 

Brazil 

Computing 
  

Art / DT 
Natural Materials  Food from other countries 
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Wow Events / Hooks 
  

 

Key Skills  
(used throughout all areas of 

Computing) 

KS2.1 Be able to log into and out of an account on a computer or program independently. 

KS2.2 Be able to enter text using more than one finger, beginning to use both hands. 

KS2.3 Be able to shut down a program or device at the end of a session. 

KS2.4 Can use a mouse/trackpad to move and place items accurately on a screen. Use double click or tap, pinch to zoom, swipe etc. 

KS2.5 Be able to save and retrieve work effectively. 

KS2.6 With clear guidance, be able to navigate a folder system e.g. Shared Drive, iPad camera roll or Dropbox. 

KS2.7 Can use basic keyboard keys e.g. backspace, space bar, return. 

 

 

 

 

 

Computer Science  

 

 

 

Control and 

Programming 

Code Studio  

Code Studio. Create user accounts for class on the website if not created in Y1. Y2 should be working around Course B level, at a pace that is 

appropriate for the class. We would recommend teaching the whole class a lesson at a time, and using the extension materials to allow more 

able pupils to progress once they have completed the lesson materials, rather than moving on through the lessons independently.  

Track and target pupil progress using the built-in pupil tracker.  T 

CS2.1, CS2.2, CS2.3, CS2.4, CS2.5 

 

The activities below are non-essential, but you may wish to use them to extend and consolidate pupil learning in Code Studio. Aim to deliver 

weekly Computer Science lessons through the term. 

Code with El Chavo  

Use Code with El Chavo app to develop sequencing skills. This could be used in conjunction with Code Studio across an afternoon. 

CS2.2, CS2.5 

 

Alex the Robot app 

Revise sequencing of directional command and debugging from Year 1. Use logic and reasoning to create and complete their own/each 

other’s levels.T 
CS2.2, CS2.5 

 

https://studio.code.org/
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Scratch Jr app T 

Introduce Scratch Jr app, using the animals sprites to create a themed habitat. Choose a background (e.g. underwater) and add suitable 

animals. Use coding blocks to program them to move appropriately in the habitat. Extend by including multiple backgrounds, and adding 

speech. 
CS2.1, CS2.2, CS2.3, CS2.4, CS2.5 

 

Human Crane Activity  

Human Crane activity: Link to planning and resources 

Begin to record using flashcards/ whiteboards. 

CS2.2, CS2.5  

 

Box Island app 

Solve problems by sequencing and debugging directional commands. If used in Year 1 then focus more on repeat and conditional (selection) 

levels. (Each child can create their own profile or teachers can manually record each child's progress e.g. on ticklist). 

CS2.2, CS2.3, CS2.5 

 

Key Skills 

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. 

 

 

Digital Literacy 

 

 

Research: Internet 

Research fact cards Geography link 

Carry out internet research to find numerical data on natural materials. This can be used to inform the Top Trumps style fact cards.  Children could 

use Google search to find information, or teachers could provide them with suitable websites. Some suggested websites could include Kids World 

Travel Guide or Fact Monster.  

DL2.8 

 

BBC Science: Plants  

Watch videos and take part in activities on the BBC Bitesize website. Demonstrate  how to use the interactive links to search for the information 

needed to answer a query. Show how information can be presented as text or images. Sometimes they can listen to a narration of the text using 

a ‘sound ‘ button. Draw the children's attention to the help button in the form of a question mark if they are ‘stuck’. Discuss how to find out more 

about this topic or related topics using the links at the bottom of the page. Set the children a second  query which needs one of the links to be 

selected. 

DL2.1 

https://drive.google.com/drive/u/0/folders/0B2i3fZYbMEbrNjZfMHJldE9rMHM
https://www.kids-world-travel-guide.com/geography-facts.html
https://www.kids-world-travel-guide.com/geography-facts.html
https://www.factmonster.com/world/countries
https://www.bbc.co.uk/bitesize/topics/zpxnyrd
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Online Communication 

and eSafety 

Using the VLE 

Use the school VLE (virtual learning environment) eschools or platforms like Seesaw to show or allow children to partake in uploading content to a 

digital platform. For example a child could upload a collage made on the iPad to their own area on Seesaw. 

DL2.3, DL2.4 

 

Common Sense Materials eSafety focus 

How technology makes you feel? 

This lesson helps pupils pay attention to their feelings while using tech. With an engaging emoji game, students learn practical strategies for 

managing their feelings -- good, bad, and everything in between.   

DL2.5, DL2.3 

 

Jessie and Friends eSafety focus 

Episode 3 - Playing Games 

Develop children’s safety on the web and on social media/game websites. 

Link here 

DL2.5 

Modelling and 

Simulations 

Google Earth Geography/English link T 

Look at Brazil on Google Earth. Find key locations, including rainforests, cities, borders. Pupils can use Pegman to transport themselves to different 

places around Brazil. Use layers to explore landmark features and locations e.g. WIrral/UK and a contrasting non-EU location. Use Street view to 

compare and contrast. Use to inform non-fiction writing in English. 

This could be done as a whole-class starter.  

Link here 

CS2.6 

 

Growing Simulation  Science link 

Use the link below to simulate different growing conditions for a plant: link here  
DL2.6 T 

Key Skills 

DL2.1 Be able to navigate a website using links or buttons. 

DL2.2 Be able to use a search engine to search for given information to answer questions, sorting by text, pictures, sound and video. 

DL2.3 With support, be able to say what information is personal and should not be shared online. 

DL2.4 With support, be able to share pictures or work to an online platform. 

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

DL2.6 Be able to make changes in a model/simulation and use them to make and test predictions. 

 

 

 

 

 

Information Technology 

 

https://www.commonsense.org/education/digital-citizenship/lesson/how-technology-makes-you-feel
https://www.thinkuknow.co.uk/professionals/resources/jessie-and-friends/
https://earth.google.com/web/
http://www.sciencekids.co.nz/gamesactivities/plantsgrow.html
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Word Processing and 

Desktop Publishing 

Summer 1 - Tiny Tap topic link T 

Use Tiny Tap app to make an interactive guide to plants or our environment. Create ‘Soundboards’ and ‘Ask a Question’ activities.  

Choose images from Tiny Tap image search.  
 IT2.1, IT2.2, IT2.4, IT2.6 

 

Typing Skills 

Continue to use BBC typing game activities to improve keyboard skills.  Link here 

(Ongoing)  

IT2.2 

 

 

 

Summer 2 - Tiny Tap Geography link T 
Use Tiny Tap app to make an interactive guide to an area of mapping. Develop work from Summer 1 by revising and extending the use of 

different activities. Use a range of different tools and features available to make their work varied and interesting. Choose photos they have 

saved from the web, use drawing tools to create their own pictures and add from Tiny Tap image search.  
 IT2.1, IT2.2, IT2.4, IT2.6 

 

 

 

Multimedia  

Green Screen topic link 

Use green screen technology to place the children in Brazil locations to talk about the different aspects of Brazil. Children could choose 

background images, or the teacher could provide them. Scripts could be pre-written in English lessons. 

IT2.5 

Lit Film Fest 

Use the Lit Film Fest website to access free English projects. Each project has a set of structured lessons based around writing genres and show 

how technology can be incorporated to produce a performance video by the end of the project. (Users will have to create a free account to 

access the free resources, while other projects are under a paid subscription. At the end of the project, children can use their work to create a 

video presentation. 

IT2.1, IT2.5, IT2.6 

 

Data Handling 

Top Trumps Geography/Maths link 

Use Pic Collage app to create cards for different cities of Brazil. Decide on the fields as a class (e.g. population, number of languages, size) then 

each pair/group creates a card. Children can draw pictures and use the camera to take a picture of it, or save an image from Safari.  Print and 

sort the cards to answer questions and begin to understand how a database works. Cards from all children/pairs can be shared by the class to 

create a set of cards. See below for research activity.  

IT2.1, IT2.2 

 

Plant identifier 

https://www.bbc.com/bitesize/articles/z3c6tfr
https://litfilmfest.com/shop/
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Collect a variety of leaves and then use the website below, on an iPad, to take images of the leaves and then identify what tree or plant they 

have come from. 

https://identify.plantnet.org/query/the-plant-list/ 

IT2.8 

 

Bar Graph Science/Maths link 

Select from links here to create an online graph maker, linked to e.g. plant growth. Screen shots could then be taken of the finished graphs as 

evidence. 

www.mathsisfun.com 

www.j2e.com 

IT2.7 

 

Graphing Maths link T 

Use an online graph maker, linked to plant growth e.g. to show different heights of bean plants. Generate a QR Code for the children to create 

and interpret bar graphs  T 

Graph maker link 

IT2.7 

Key Skills 

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. 

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

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. 

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

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.  

IT2.8 With help be able to search a pre-prepared database as part of a group, constructing questions and suggesting plausible 

answers. 

 

 

https://identify.plantnet.org/query/the-plant-list/
https://www.mathsisfun.com/data/bar-graph.html
https://www.j2e.com/jit5#chart
https://www.mathsisfun.com/data/bar-graph.html

