
Two Year Old Long Term Planning 
 

Themes Where’s Spot   

 

Goldilocks and the 

three bears,  

 

My Old Teddy. 

 

Caterpillar's wish,  

 

Old McDonald 

 

 Dear Zoo 

 

 

Trips  Pantomime     

Parent Link days  Christmas Crafts  Easter  Sports day 

Role Play 

 

Kitchen and fruit 

shop 

Kitchen and a bears 

house 

 

Kitchen and a teddy 

doctors  

 

Kitchen and minibeasts 

garden with puppets 

Kitchen and farm  Kitchen and a 

jungle masks and 

animals. 
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Personal, Social and 

Emotional 

Development 

 Express preferences and decisions. They also try new things and start establishing their autonomy.  

 Engage with others through gestures, gaze and talk.  

 Use that engagement to achieve a goal. For example, gesture towards their cup to say they want a drink.  

 Find ways of managing transitions, for example from their parent to their key person.  

 Thrive as they develop self-assurance.  

 Play with increasing confidence on their own and with other children, because they know their key person is nearby and available.   

 Feel confident when taken out around the local neighbourhood, and enjoy exploring new places with their key person. Feel strong enough to 

express a range of emotions.   

 Grow in independence, rejecting help (“me do it”). Sometimes this leads to feelings of frustration and tantrums.  

 Begin to show ‘effortful control’. For example, waiting for a turn and resisting the strong impulse to grab what they want or push their way 

to the front.   

 Be increasingly able to talk about and manage their emotions.  

 Notice and ask questions about differences, such as skin colour, types of hair, gender, special needs and disabilities, and so on.  

 Develop friendships with other children.  

 Safely explore emotions beyond their normal range through play and stories.  

 Talk about their feelings in more elaborated ways: “I’m sad because…” or “I love it when …”.  

 

 



Two Year Old Long Term Planning 
 

Physical 

Develop

ment 

Gross 

Motor 
 Gradually gain control of their whole body through 

 Continual practice of large movements, such as waving, kicking, rolling, crawling and walking. 

 Clap and stamp to music. 

 Fit themselves into spaces, like tunnels, dens and large boxes, and move around in them. 

 Enjoy starting to kick, throw and catch balls. 

 Build independently with a range of appropriate resources. 

 Walk, run, jump and climb – and start to use the stairs independently. 

 Spin, roll and independently use ropes and swings (for example, tyre swings). 

 Sit on a push-along wheeled toy, use a scooter or ride a tricycle. 
Fine 

Motor 
 Develop manipulation and control.  

 Explore different materials and tools.  

 Use large and small motor skills to do things independently, for example manage buttons and zips, and pour drinks. 

 Show an increasing desire to be independent, such as wanting to feed themselves and dress or undress.  
Personal  Learn to use the toilet with help, and then independently.  

Communication and 

Language 
 Generally focus on an activity of their own choice and find it difficult to be directed by an adult.  

 Listen to other people’s talk with interest, but can easily be distracted by other things.  

 Make themselves understood, and can become frustrated when they can’t.  

 Start to say how they are feeling, using words as well as actions.  

 Start to develop conversation, often jumping from topic to topic.  

 Develop pretend play: ‘putting the baby to sleep’ or ‘driving the car to the shops’.  

 Use the speech sounds p, b, m, w.  

 Pronounce:  

- l/r/w/y  

- f/th  

- s/sh/ch/dz/j  

 To know multi-syllabic words such as ‘banana’ and ‘computer’  

 Listen to simple stories and understand what is happening, with the help of the pictures.  

 Identify familiar objects and properties for practitioners when they are described: for example: ‘Katie’s coat’, ‘blue car’, ‘shiny apple’.  

 Understand and act on longer sentences like ‘make teddy jump’ or ‘find your coat’.  

 Understand simple questions about ‘who’, ‘what’ and ‘where’ (but generally not ‘why’).  

 


