
 
 
 
 
 

 

Computing progression in knowledge & skills document 
 

Computing 
strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Online Safety 
 

Online safety also 
covered in other 

areas of the 
curriculum and 

through assemblies 
and Safer Internet 

Day 

Jessie & 
Friends  
To understand 
what being 
online may look 
like, the different 
feelings we can 
experience 
online and how 
to identify adults 
who can help. 
 
 

Jessie & Friends   
To understand that 
photos can be 
shared online, the 
importance of 
seeking permission 
before sharing a 
photo and how to 
identify and 
approach adults 
who can help. 
 

Jessie & Friends  
To understand that 
people online may try 
to manipulate others, 
how this can make 
someone feel and 
how to identify and 
approach adults who 
can help.  
To understand what 
personal information 
is and the importance 
of not sharing it. 
 

Play, Like, Share  
To recognise when 
something encountered 
online ‘doesn’t feel right’.  
To identify and resist 
pressurising and 
manipulative behaviour. 
Identify some risks of 
sharing photos, videos 
and comments publicly. 
Explain what privacy 
settings are used for and 
how they can help.  
To give examples of 
content which may be 
appropriate or 
inappropriate to share 
online and explain the 
possible consequences 
of sharing without 
consent.  
Identify different tactics 
someone might use to 
manipulate another 
person online. Explain 
what to do if someone 
tries to pressure or 
manipulate them. 
To identify appropriate 
people to turn to for help 
 

Play, Like , Share  
Identify a range of ways the 
internet can make young 
people feel about 
themselves. Explain how 
some specific factors can 
influence self-esteem: 
worrying about what others 
think; comparing to others; 
body image; feeling left out. 
Identify ways to boost self-
esteem. 
Identify several different 
forms advertising can take 
online. To know that 
companies can target 
advertising and how online 
adverts can make people 
feel. Identify ways to avoid 
seeing too many adverts 
online. 
Explain why it is important to 
keep your password safe 
and identify what makes a 
strong password. 
Identify a range of ‘warning 
signs’ that an individual 
might be seeking to harm 
them. Identify several things 
it is risky to do when chatting 
online. Give examples of 
how to avoid taking risks 
online. Explain what to do if 
anything ever happens that 
worries them, including how 
to report to CEOP. 

Internet Legends 
Respect 
Develop respectful, 
empathetic and 
healthy online 
relationships. To 
learn ways to manage 
and respond in a 
healthy and safe way 
to hurtful online 
behaviour. 
 
Internet Legends 
Search Engines 
Check it’s for real  
To know how to be a 
critical consumer 
online. 
To know about 
different online scams 
including what 
‘Phishing’ means 

Internet Legends  
Think before you share & 
Protect your stuff 
To know what having a 
positive digital footprint 
means. Learning ways to 
start to build a positive 
digital footprint. 
To learn ways to develop 
safe habits online, 
including the importance 
of protecting personal 
information.  
To know how to respect 
online privacy boundaries 
for themselves and 
others.  
To know ways to seek or 
ask for help if they or 
others feel unsafe online. 
 

Vocabulary online 
device 
adult 
trust 
worried 
sad 

EYFS + 
image 
permission 
sharing (a picture) 
delete 

EYFS, Y1 + 
personal information 
username 
password 
stranger 
trick/manipulate 

pressurising/manipulating 
risks 
privacy settings 
public/private 
appropriate/inappropriate 
consequence 

self esteem 
body image 
advertising – pop up 
persuade, target 
strong password 

bystander/upstander 
harassment 
block 
phishing 
scam 
firewall, malware 
encrypted 

settings – public/private 
digital footprint 
personal boundaries 



Computing 
Strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Writing and 
presenting 

 
Children will also 
present work from 
other areas of the 
curriculum using 

presentation 
programs on Purple 
Mash, Seesaw and 

on the iPads. 

To use 
applications on 
Mini Mash to 
create pictures 
and begin to 
write and type 
words and 
phrases. 

2Create a story  
To be aware of the 
differences between 
traditional books 
and e-books.  
To become familiar 
with the drawing 
tools and text tool 
and save the page 
they have created. 
To be able to 
continue the saved 
story, add animation 
to the picture and 
play the pages 
created so far. 
To be able to add a 
sound, a voice 
recording and add 
music they have 
created to the 
picture. 
To understand how 
to use additional 
features in the next 
level: My Story. To 
be able to add a 
background to the 
story. To have a 
good understanding 
of all the tools they 
have used in 
2Create a Story and 
use these 
successfully to 
create their own 
story. 
 
 
 

Presenting Ideas 
To explore how a 
story can be 
presented in different 
ways. 
To make a quiz about 
a story or class topic. 
To make a fact file on 
a non-fiction topic 
adding appropriate 
pictures and photos. 

 Writing for different 
audiences  
To explore how font size and 
style can affect the impact of 
a text. 
To use a simulated scenario 
to produce a news report. 
To use a simulated scenario 
to write for a community 
campaign. 

2Connect  
Concept Maps 
To understand the 
need for visual 
representation when 
generating and 
discussing complex 
ideas.  
To understand and 
use the correct 
vocabulary when 
creating a concept 
map. 
To create a concept 
map. 
To understand how a 
concept map can be 
used to retell stories 
and information. 
To create a 
collaborative concept 
map and present this 
to an audience 
 

Blogging 
To identify the purpose of 
writing a blog and identify 
the features of successful 
blog writing. 
To plan the theme and 
content for a blog (using 
2 Connect) 
To consider the effect 
upon the audience of 
changing the visual 
properties of the blog and 
understand the 
importance of regularly 
updating the content of a 
blog. 
 
 

Vocabulary 
 
 
 
 
 
 
 

keys 
type 

animation 
e-book 
font 
file 
sound effect  

presentation 
audience 
animated 
node 
quiz 

 font 
bold 
italic 
underline 

concept 
idea 
audience 
collaborate 
connection 
concept map 
visual 
node 

blog 
blog page 
blog post 
collaborative 
audience 
icon 



Computing 
Strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Coding & 
computational 

thinking 

Learning the 
foundations of 
computational 
thinking through; 
playing and 
exploring 
making, 
checking and 
fixing things 
playing & 
working 
collaboratively 
grouping things, 
comparing and 
spotting 
similarities 
naming & 
labelling, 
responding to 
instructions 
sequencing 
things 
breaking down 
problems into 
steps 
 
Exploring 
electronic toys – 
pressing buttons 
to make things 
move, light up 
and make 
noises. 
 
 
 
 
 

Lego Learn to 
learn 
Introducing 
algorithms 
To solve problems 
using computational 
thinking. 
 
Simple programs 
and debugging 
To create and follow 
a series of 
instructions and 
plan a journey for 
an onscreen 
character. 
 
Algorithms 
To create and follow 
a series of 
instructions and 
plan a journey for a 
programmable 
robot. 

Lego Wedo 2.0 
Algorithms & 
predicting the 
behaviour of simple 
programs 
To use logical 
reasoning to predict 
the behaviour of 
simple programs and 
models. 
 
Simple programs and 
debugging 
To create and debug 
simple programs. 
To understand that 
algorithms are 
programs that 
execute by following 
precise instructions. 

Lego Wedo 2.0 
Investigate sequences, 
selection & repetition and 
investigate variables 
To design a sequence of 
instructions, including 
directional. 
To write programs that 
accomplish specific 
goals. 
 
Ozobots 
To debug my own 
programs, predict & 
analyse patterns and use 
logic. 
 

Lego Wedo 2.0 
Investigate sequences, 
selection & repetition and 
investigate variables 
To make accurate 
predictions and explain why I 
believe something will 
happen (linked to 
programming) and 
experiment with variables to 
control models. 
 
Lightbot 
Coding & problem solving 
To give onscreen robots 
specific instructions. 

Lego Spike Prime 
Increasing the 
programming 
possibilities with more 
complex models and 
programs. To include 
decomposition, 
physical systems and 
logical reasoning. 
To use technology to 
control an external 
device. 
To develop a program 
that has specific 
variables identified. 
I can use inference to 
develop my model. 
 
 

Lego Spike Prime 
Increasing the 
programming possibilities 
with more complex 
models and programs. To 
write a program that 
includes more than one 
attribute. To develop a 
sequenced program that 
has repetition and 
variables identified. To 
design algorithms that 
use repetition and 3 way 
selection. 
Code Bug 
Inputs and outputs along 
with wearable 
technology. 
To write a program that 
includes more than one 
attribute. To develop a 
sequenced program that 
has repetition and 
variables identified. 
To design algorithms that 
use repetition and 3 way 
selection. 
Swift Playgrounds  
Algorithms, changing 
variables in simulations 
as part of a 3D 
environment. Evaluate 
efficiency of algorithms 
and continually test. 
Write a program that 
includes more than one 
attribute. Develop a 
sequenced program that 
has repetition and 
variables identified. 
Design algorithms that 
use repetition  

Vocabulary 
 
 
 
 
 

check 
fix 
explain 
group 
sort 
same/different 
name/label 

instructions 
algorithm 
debug 

EYFS, Y1 + 
run 
sequence 

EYFS, Y1 & 2 + 
predict 
repeat 
test 

EYFS, Y1, 2 & 3 + 
selection 
timer 

EYFS, Y 1, 2 ,3 & 4 + 
variable 
physical systems 

EYFS, Y1, 2, 3, 4 & 5 + 
function procedure 
if/else 



 
 

Computing 
Strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Communication 
& networks 

Children 
recognise that a 
range of 
technology is 
used in places 
such as homes 
and schools.  
To select and 
use technology 
for particular 
purposes. 

Technology 
outside school 
 
To walk around the 
local community 
and find examples 
of where technology 
is used. 
To record examples 
of technology 
outside school. 

 2Simulate/2Publish  
Simulations + exploring 
VR 
To find out what a 
simulation is and 
understand the purpose 
of simulations. 
To explore a simulation; 
making choices and 
discussing their effects. 
To work through and 
evaluate a more complex 
simulation. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Hardware Investigations 
 
To understand the different 
parts that make up a 
computer. 
To recall the different parts 
that make up a computer. 
 

Networks 
 
To find out what a 
LAN and a WAN are. 
To find out how we 
access the internet in 
school. 
To research and find 
out about the age of 
the internet. To think 
about what the future 
might hold. 
 

 

Vocabulary 
 
 
 
 
 

technology technology  simulation keyboard 
mouse 
monitor 
speakers 
motherboard 
RAM 
CPU 
graphics card 
network card 

internet 
World wide web 
network 
network cable 
wireless 
router 
local area network 
(LAN) 
wide area network 
(WAN) 
 

 



 
 

Computing 
Strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Internet & email Begin to look at 
a website as a 
whole class on 
the IWB with the 
teacher 
navigating. 

Scan a given QR 
code to access 
websites. With 
support, to navigate 
a website to find 
information. 

Effective searching  
 
To understand the 
terminology 
associated with 
searching. 
To gain a better 
understanding of 
searching the 
Internet. 
To create a leaflet to 
help someone search 
for information on the 
Internet. 
 
 
 
 
 
 
 
 
 

2email/2connect  
 
To think about different 
methods of 
communication. 
To open and respond to 
an email. To write an 
email to someone using 
an address book. 
To learn how to use 
email safely. 
To add an attachment to 
an email. 
To explore a simulated 
email scenario. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Effective searching 
 
To locate information on the 
search results page. 
To use search effectively to 
find out information. 
To assess whether an 
information source is true 
and reliable. 
 
 
 

  

Vocabulary 
 
 
 
 
 
 
 

website website 
QR code 

internet 
search 
search engine 

email 
communication 
send 
attachment 
CC 
address book 
save to draft 
report to teacher 
 
 
 

website 
internet 
internet browser 
search engine 
search 
spoof website 

  



 
 

Computing 
Strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Spreadsheets  2Calculate  
To understand what 
a spreadsheet looks 
like, be able to 
navigate around a 
spread sheet, enter 
data and learn new 
vocabulary related 
to spreadsheets. 
To add clipart 
images to a 
spreadsheet.  
To use the ‘move 
cell’ and ‘lock’ tools. 
To use the ‘speak’ 
and ‘count’ tools in 
2Calculate to count 
items. 

2Calculate  
To use copying and 
pasting shortcuts and 
totalling tools in 
2Calculate.  
To use 2Calculate to 
solve a simple puzzle. 
To explore the 
capabilities of a 
spreadsheet in 
adding up coins to 
match the prices of 
objects. 
To add and edit data 
in a table layout. To 
use the data to 
manually create a 
block graph. 

2Calculate  
To add and edit data in a 
table layout and find out 
how spreadsheet 
programs can 
automatically create 
graphs from data. 
To introduce the ‘more 
than’, ‘less than’ and 
‘equals’ tools. 
To introduce the ‘spin’ 
tool and show how it can 
be used to count through 
times tables. 
To introduce the 
Advanced mode of 
2Calculate.  
To learn about describing 
cells using their 
coordinates 

Spreadsheets 
To explore how the numbers 
entered into cells can be set 
to either currency, decimal or 
fraction. To explore the use 
of the display of decimal 
places. To find out how to 
add formulae to a cell. 
To explore how tools can be 
combined to use 2Calculate 
to make number games. To 
explore the use of the timer, 
random number and spin 
button tools 
To use the line graphing tool 
in 2Calculate with 
appropriate data. To interpret 
a line graph to estimate 
values between data 
readings. 
To use the currency 
formatting tool in 2Calculate 
• To use 2Calculate to create 
a model of a real-life 
situation. 
 
 
 
 
 
 
 
 
 
 
 
 
 

2Calculate  
To use formulae 
within a spreadsheet 
to convert 
measurements of 
length and distance. 
To use the count tool 
to answer hypotheses 
about common letters 
in use. 
To use a spreadsheet 
to model a real-life 
problem  
To use formulae to 
calculate area and 
perimeter of shapes. 
To Learn to create 
formulae that use text 
variables.  
To use a spreadsheet 
to help plan an event. 
 

 

Vocabulary 
 
 
 
 
 
 
 

 cells 
columns 
rows 
spreadsheet 
backspace key 
arrow key 

Y1 vocab + 
delete key 
count tool equals tool 
lock tool 
copy and paste 

Y1 & 2 vocab + 
spin tool 
advance mode 
< > = 

Y1, 2 & 3 + 
average 
charts 
formula wizard 
timer tool 

Y1, 2, 3, 4 + 
formula 
variables 

 



 
 

Computing 
Strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Databases and 
graphing 

Begin to look at 
pictograms as a 
whole class, 
producing a 
class pictogram 
with the teacher. 

Pictograms 
(2count) 
 
To understand that 
data can be 
represented in 
picture format. 
To contribute to a 
class pictogram and 
discuss the 
pictogram. 
To use a pictogram 
to record the results 
of an experiment. 

2Question  
 
Questioning   
To use yes/no 
questions to separate 
information. 
To construct a binary 
tree to separate 
different items and 
use it to answer 
questions. 
To use a database to 
answer more complex 
search questions. To 
use the Search tool to 
find information. 
 

2Question  
 
Branching databases 
To sort objects using just 
‘yes’ or ‘no’ questions 
To complete a branching 
database  
To create a branching 
database of the children’s 
choice; selecting and 
saving images and 
debugging datatbase. 
 
 
 
 
 
 
 
 
2Graph  
Graphing 
To enter data into a 
graph and answer 
questions. 
To solve an investigation 
and present the results in 
graphic form. 
 
 
 
 
 

 2Question/ 
2Investigate  
 
Databases 
To learn how to 
search for information 
in a database. 
To contribute to a 
class database. 
To create own 
database, adding 
records and field 
information. 
 

 

Vocabulary 
 
 
 
 
 
 
 
 

pictogram pictogram 
data 
collate  

Year 1 vocab + 
question 
binary tree 
database 

branching database 
data 
database 
question 
 
 
 
graph 
bar chart 
block chart 
line graph 
field 
 

 database 
data 
record 
find 
sort 
group 
arrange 
field 

 



Computing 
Strand 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Creating & 
Exploring 

Mini Mash  
 
 
creating digital 
art, creating 
patterns. 
 

Photography 
(iPad) 
 
To be able to take a 
photo using the 
iPad. 
To know how to 
zoom in on a 
subject. 
To think about what 
is in the background 
of a photo. 
To be able to edit a 
photograph by 
changing the colour 
and cropping. 
 
 

Making music 
2Sequence 
 
To explore, edit and 
combine digital 
sounds. 
To add sounds to a 
tune to improve it. 
To think about how 
music can be used to 
express feelings. 
To upload a sound to 
the sounds section. 
To record own sound 
and add it to the 
sounds section. 
To create own tunes 
using the sounds 
added to the sounds 
section. 
 

Stop Frame Animation 
 
 
To consider audience. 
To consider the 
story/theme. 
To break down story into 
small parts. 
To add background, 
props, titles and music. 
To pose models and 
photograph each frame. 
To edit animation and 
check for errors. 

Garageband 
 
 
To arrange loops. 
To modify the tempo of a 
song. 
To produce and edit own 
composition. 
To consider the mood and 
purpose of a piece of music. 
 

3D modelling 
2Design & Make 
 
To explore the effect 
of moving points 
when designing. 
To design a 3D model 
to fit a certain criteria. 
To refine and print a 
model. 
 
 
Augmented Reality 
 
To use AR to explore 
and interact with the 
world, visualising 
experiences that 
would be impossible 
to see otherwise. 
 

Games Creator 2DIY 3D 
 
 
To plan own game. 
To design the game 
environment. 
To design a game quest 
to make it a playable 
game. 
To finish and share the 
game. 
To self and peer 
evaluate. 

Vocabulary paint 
draw 
type 
tray 
exit 
save 

focus 
photo 
zoom 
edit 
crop 

instrument 
tempo 
volume 
composition 
soundtrack 
digitally 

animation 
frame 
character 
background 
stop motion 
sound 
play 

loop 
tempo 
melody 
beat 
project 
export 
produce 
remix 

modelling 
CAD 
2D 
3D 
net 
template 
polygon 
points 
 
Augmented reality 
physical/virtual world 
 
 

computer game 
animation 
customise 
instructions 
image 
texture 
screenshot 
playability 
perspective 
interactive 
evaluation 
 

 


