
Curriculum Map: Computing      Year 2 

Below outlines the learning focus for each term 

KS1 End Points 
Algorithms/Problem solving 

 understand: 

 -what algorithms are 

 -how algorithms are implemented as programs on digital devices 

 -that programs execute by following precise and unambiguous instructions 

Programming 

 create and debug simple programs 

Logical thinking 

 use logical reasoning to predict the behaviour of simple programs 

Creating content 

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

Using IT beyond school 

 Recognise common uses of information technology beyond school 

E-safety 

 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 

 

Term Learning Focus  Cross Curricular links 

Knowledge Skills 

 

 
 
Autumn 
1 
 

 

Computer Science 
Espresso Coding 2.0 - Block Coding Level 2 – Different 
sorts of input 

 An algorithm is a sequence of instructions to 
complete a task. Sets of directions or movements 
are an example of an algorithm. 

 Programs are sequences of code. These are 
precise instructions (or a set of rules) that can be 
understood and followed by a computer. 

 To understand that programs respond to different 

sorts of input (keyboard and mouse) 

 To understand that the information I put online 
leaves a digital footprint 

 To know how to keep personal information private 

 

 To program objects to move, hide, show and turn when 

a key is pressed (key press events) 

 To program objects to move by pressing and releasing 
the mouse button (pointer pressed/released events) 

 To create a loop (repeating set of instructions) 

 To program objects to match the mouse pointer’s 
position 

 To explain how to be SMART online 

 To sort personal information into safe and not safe to 

share 

 

English - children use 
language associated with 
giving instructions 
 
Maths - position and 

movement 



 
 
Autumn 
2 

Information Technology – MS Paint 

 To understand that MS Paint can be used create 
digital art 

 To understand that programs respond to different 

sorts of input (keyboard and mouse) 

 To know that the undo tool can be used to correct 
mistakes 

 Layer is one of a virtual pile (or stack) of images on 

top of one another that make up the whole picture. 
Layering in a painting app means making a stack of 
images 

 Saving your image means storing it (as numbers) in 

the computer / device 

 To change the colour and size of dots 

 To draw lines and fill spaces with colour 

 To rotate, resize and colour shapes 

 To produce lighter and darker shades of a colour 

 To duplicate and alter colours of an image 

 To save and retrieve digital content 

 
Art – linked to colour mixing 
in Autumn 2 & Summer 1 

 
 
 

 
 
Spring 
 

 
  

Computer Science 
Espresso Coding 2.0 - Block Coding Level 2 – Buttons 
and instructions 

 An algorithm is a sequence of instructions to 
complete a task. Sets of directions or movements 
are an example of an algorithm. 

 Programs are sequences of code. These are 

precise instructions (or a set of rules) that can be 
understood and followed by a computer. 

 To understand that programs respond to different 
sorts of input (keyboard and mouse) 

 To know how to create and debug simple programs 

 Google’s search engine lists web pages containing 
the keywords that were searched for. A Google 
custom search searches only a specific list of sites 

 A URL is a web page address (location) for a 
particular page on a website 

 To program buttons to control other objects (button click 
events) 

 To add and name new buttons on the design screen 

 To practise debugging code 

 To identify and use websites appropriate for children 

 Follow the e-safety rules (see key knowledge) and tell a 

teacher if they see an image that concerns them. 
 

 
 
 

 

 
 
Summer 
1 

Digital Literacy – MS PowerPoint 

 To understand that MS PowerPoint can be used to 
create digital presentations 

 Recognise common uses of information technology 
beyond school 

 

To insert and format the layout of slides 

To insert images by copying and pasting 
To insert and format text boxes 
To add animations to images and text boxes 
To add transitions to slides 
To save and retrieve digital content 

 

Digital Literacy – pupils 
practice effective 
presentation of information 

 

 

Summer 

2 

Computer Science – Coding with Scratch Junior 

 An algorithm is a sequence of instructions to 
complete a task. Sets of directions or movements 

are an example of an algorithm. 

 Programs are sequences of code. These are 
precise instructions (or a set of rules) that can be 
understood and followed by a computer. 

 

 Create sequences of move instructions. 

 Implement algorithms as programs using block-based 

programming (Scratch). 

 Add instructions to display a sequence of texts.  

 Use different events to launch code.  

 Give logical explanations for what programs will do 

 

Literacy - links to the study of 

character, dialogue and 

narrative. The use of a 

storyboard to plan myths and 

legends extended writing piece. 



 Scratch is a simple block-based programming 
language in which programs for characters are built 
by snapping together code blocks 

 To understand that programs respond to different 

sorts of input (keyboard and mouse) 

 Sprites are on-screen characters that can be given 
their own sequence of instructions to produce 
outputs. 

 Examples of outputs that sprites can produce in 
ScratchJr are the sprite moving, the sprite saying 
something (displaying text), or playing a sound. 

 In ScratchJr, Yellow triggering blocks, e.g. ‘start on 

green flag’, cause code to be run after a certain 
event.* 

 Computers can be programmed to run the same 
code repeatedly. This is called repetition. Using 

repetition makes programs quicker to write 

when run.  

 Create costumes for multiple sprites.  

 Record audio and add instruction to play audio.  

 Test and debug programs for sprites in Scratch Jr  

 Work with input and output in Scratch Jr  

 Use repetition in a program.  
 

 

P.E - outdoor and adventure 

activities, giving and following 

directions 

 

Reading - using predictions skills. 

Online 
Safety  

Online Safety 

 To understand that the information I put online 
leaves a digital footprint 

 To understand how to safely search using search 
engines 

 To recognise whether a website is appropriate for 
children 

 To keep personal information private 

 To use keywords in an online search to find key 

information about a topic 

 To use search engines and websites appropriate for 
children 

 To be able to identify kind and unkind behaviour online 

 
PSHE – Keeping Safe 

 


