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Progression in Computing


Due to our bespoke planned curriculum, which changes each year based on our children’s needs and class structure, the progression will not always completely match the year group and sometimes may be planned for the year above or below, however teachers know what the children have covered previously and know where they are progressing from. 
	Early Years

	EYFS (taken from Development Matters)

· Completes a simple program on a computer;

· Uses ICT hardware to interact with age appropriate computer software.

· Children recognise that a range of technology is used in places such as homes and schools. 

· They select and use technology for particular purposes.

	Connecting systems and networks
	Role play using technology.

Help adults operate equipment around school.

Operate simple equipment independently.

Begin to identify technology in their environment.

	Creating Media
	Use age appropriate websites.

Use a mouse to arrange objects on a screen.

With support, use a keyboard for simple typing.

Interact and explore their environment using different ICT equipment e.g. cameras, microscopes, visualisers.

Collect information, e.g., by taking photographs or collecting object

	Programming
	Explore a variety of controlled and programmable devices.

Explore simple simulations, finding out what happened.

Discuss what happens when a floor robot is controlled.


	Data and information
	Begin to sort, classify or group various objects progressing from practical activities to the use of ICT e.g., practically sorting fruit into colours, types or shapes, and then on-screen.

Use ICT to sort and sequence objects on a screen or interactive whiteboard.

Produce simple pictograms with help.


	Key Stage One
	Key Stage Two

	KS1 Computing National Curriculum

Pupils should be taught to:

· understand what algorithms are; how they are implemented as programs on digital devices; and that 

programs execute by following precise and unambiguous instructions

· create and debug simple programs
· use logical reasoning to predict the behaviour of simple programs

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

· recognise common uses of information technology beyond school

· 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 the internet or other online technologies.
	KS2 Computing National Curriculum

Pupils should be taught to:

· design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts;

· use sequence, selection, and repetition in programs; work with variables and various forms of input and output;

· use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs;

· understand computer networks including the internet; how they can provide multiple services, such as the world wide web, and the opportunities they offer for communication and collaboration;

· use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content;

· select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information; 

· use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	
	Key Stage 1
	Lower Key Stage 2
	Upper Key Stage 2

	Connecting systems and networks
	Children will progress their knowledge and understanding of technology and how they interact with it in school. They will build their knowledge of parts of a computer and develop the basic skills needed to effectively use a computer keyboard and mouse.
Children will progress their understanding of technology and how they interact with it. They will develop this understanding to become familiar with the term information technology and will be able to identify common features of IT. They will build of their understanding of using technology safely and responsibly.

	Children will develop their understanding of digital devices, with a focus on inputs, processes, and outputs. 
They will compare digital and non-digital devices. 
The children will be introduced to computer networks, including devices that make up a network’s infrastructure, such as wireless access points and switches. 
Children will discover the benefits of connecting devices in a network.
Children will apply their knowledge and understanding of networks, to appreciate the internet as a network of networks which need to be kept secure. 
They will learn that the World Wide Web is part of the internet and will be given opportunities to explore the World Wide Web for themselves in order to learn about who owns content and what they can access, add, and create. 
Children will evaluate online content to decide how honest, accurate, or reliable it is, and understand the consequences of false information. 
	Children will continue to develop their knowledge and understanding of the internet, looking at how data is transferred and how the internet facilitates communication and collaboration online. 

Children will learn about addressing, the makeup and structure of data packets. 
Children complete shared projects online and evaluate different methods of communication. They learn how to communicate responsibly by considering what should and should not be shared on the internet.



	Creating Media
	Children will progress their knowledge and understanding of using computers to create and manipulate digital content. 

They will use a graphics program to create their own digital paintings, becoming familiar with a range of tools. 

They will use a word processor. The learners will develop their ability to find and use the keys on a keyboard in order to create digital content. The children will learn how to manipulate the resulting text, making cosmetic changes, and justifying their reason for making these changes.
They will develop their understanding of how photos are captured and can be manipulated for different purposes.

Children will listen to music and consider how music can affect how we think and feel. Learners will purposefully create rhythm patterns and music.


	Children will use a range of techniques to create a stop-frame animation. 
They will add other types of media to their animation, such as music and text. 
Children will become familiar with the terms ‘text’ and ‘images’ and emojis and understand that they can be used to communicate messages offline and online. 
They will use desktop publishing software and consider careful choices of font size, colour and type to edit and improve. 
The children will be introduced to the terms ‘templates’, ‘orientation’, and ‘placeholders’ and begin to understand how these can support them in making their own template 
They will start to add text and images to create their own pieces of work using desktop publishing software. 
Children will record and edit sound to produce a podcast.

Children will develop their understanding of how digital images can be changed and edited, and how they can then be resaved and reused. They will consider the impact that editing images can have and evaluate the effectiveness of their choices.

	Children will develop the skills required to plan, record, edit, and share a video.
They will begin to create vector drawings. 
Children learn how to use different drawing tools to help them create images. 
Learners recognise that images in vector drawings are created using shapes and lines, and each individual element in the drawing is called an object. 
Children will layer their objects and begin grouping and duplicating them to support the creation of more complex pieces of work.
Children will create websites for a chosen purpose. 
They will identify what makes a good web page and use this information to design and evaluate their own website. 
The children will develop their knowledge and understanding of using a computer to produce 3D models. 
They will familiarise themselves with working in a 3D space, moving, resizing, and duplicating objects.
The children will create hollow objects using placeholders and combine multiple objects to create a model of a desk tidy. 
Children will examine the benefits of grouping and ungrouping 3D objects, they will plan, develop, and evaluate their own 3D model of a building.

	Programming
	Children will explore using individual commands, both with other learners and as part of a computer program. They will identify what each command for the floor robot does and use that knowledge to start predicting the outcome of programs. 
Children will explore the way a project looks by investigating sprites and backgrounds. They will use programming blocks to use, modify, and create programs. 
They will be introduced to the early stages of program design through the introduction of algorithms. They will consider how these are implemented as programs on digital devices. 
Children will spend time looking at how the order of commands affects outcomes. They will use this knowledge and logical reasoning to trace programs and predict outcomes.
The children will develop their understanding of instructions in sequences and the use of logical reasoning to predict outcomes. 
	Children will be introduced to a selection of motion, sound, and event blocks which they will use to create their own programs, featuring sequences.

They will develop their understanding of the links between events and actions. 
Children will use count-controlled loops in sequences. 
They will create algorithms and then implement those algorithms as code.
Children will explore the concept of repetition in programming.

They will look at the difference between count-controlled and infinite loops and use their knowledge to modify animations and games using repetition. 
Children will design and create a game which uses repetition, applying stages of programming design throughout.


	Children will use physical computing to explore the concept of selection in programming.

They will be introduced to a microcontroller and learn how to connect and program it to control components (including output devices — LEDs and motors). 
Children will be introduced to conditions as a means of controlling the flow of actions in a program. 
The children will make use of their knowledge of repetition and conditions when introduced to the concept of selection (through the ‘if...then...’ structure) and write algorithms and programs that utilise this concept. 
Children will develop their knowledge of ‘selection’ and learning how the ‘if… then… else...’ structure can be used to select different outcomes depending on whether a condition is ‘true’ or ‘false’.
The children will explore the concept of variables in programming through games.


	Data and information
	Children will label and group objects based on their properties. They will develop their understanding that objects can be given labels. The children will begin to improve their ability to use dragging and dropping skills on a device. 

Children will begin to understand what the term data means and how data can be collected in the form of a tally chart. 
They will learn the term ‘attribute’ and use this to help them organise data. 
Children will present data visually using software and they will use the data presented to answer questions.
	Children will continue to develop their understanding of attributes and begin to construct and interrogate branching databases as a means of displaying and retrieving information. 

The children will progress their knowledge and understanding of data and how it can be collected over time to answer questions. 
Children will build on the concept of answering questions with data. They will be introduced to the idea of automatic data collection and data in tables and graphs. 
	Children progress their knowledge and understanding of why and how information might be stored in a database and learn how tools within a database can help us to answer questions about our data. 
They will learn how a database can help us display data visually, and how real-life databases can be used to help us solve problems.
Children will learn how to organise and modify data within spreadsheets. 
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