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LANGLEY MOOR PRIMARY SCHOOL
COMPUTING: PROGRESSION OF SKILLS

Reception

Year 1

Year 2

Year 3

Year 4

Year 5

Year 6

Computer Science
Programming, Coding

To explain what a given
command will do

To act out a given word
To combine forwards and
backwards commands to
make a sequence

To combine four direction
commands to make
sequences/algorithm

To plan and debug a simple
program

To find more than one
solution to a problem

To understand what
instructions are.

To predict what will
happen when instructions
are followed.

To understand that
computer programs work
by following instructions
called code.

To use code to make a
computer program.

To understand what
objects and actions are.
To understand what an
event is.

To use an event to control
an object.

To begin to understand
how code executes when a
program is run.

To understand what
backgrounds and objects
are.

To understand how to use
the scale property.

To edit a scene by adding,
deleting and moving
objects.

To change the size of
objects using the
properties table.

To understand what an
algorithm is.

To create a computer
program using an
algorithm

To create a program using
a given design.

To understand the collision
detection event.

To understand that
algorithms follow a
sequence.

To design an algorithm
that follows a timed
sequence.

To understand that
different objects have
different properties.

To understand what
different events do in
code.

To create a program using
a given design.

To understand the function
of buttons in a program.
To know what debugging
means.

To understand the need to
test and debug a program
repeatedly.

To debug simple programs.

To understand what a
flowchart is and how
flowcharts are used in
computer programming.
To understand that there
are different types of
timers.

To be able to select the
right type of timer for a
purpose.

To understand how to use
the repeat command.

To use coding knowledge
to create a range of
programs.

To understand the
importance of nesting.
To design and create an
interactive scene.

To create a simple
computer program.

To begin to understand
selection in computer
programming.

To understand how an IF
statement works.

To understand how to use
co-ordinates in computer
programming.

To understand how an IF
statement works.

To understand the repeat
until command.

To begin to understand
selection in computer
programming.

To understand how an IF/
ELSE statement works.
To understand what a

variable is in programming.

To use a number variable.
To review vocabulary and
concepts learnt in Year 4
Coding.

To create a playable game.

To begin to simplify code.
To create a playable game.
To understand what a
simulation is.

To program a simulation
using 2Code.

To know what
decomposition and
abstraction are in
Computer Science.

To take a real-life situation,
decompose it and think
about the level of
abstraction.

To use decomposition to
make a plan of a real-life
situation.

To understand how to use
friction in code.

To begin to understand
what a function is and how
functions work in code.

To understand what the
different variable types are
and how they are used
differently.

To understand how to
create a string

Create a program to run on
a controllable device
Identify examples of
conditions in the real
world

Use a variable in an if,
then, else statement to
select the flow of a
program

Use a condition to change
a variable

Use a conditional
statement to compare a
variable to a value

Use an operand (e.g. <>=)
in an if, then statement
Modify a program to
achieve a different
outcome

Design a project that uses
inputs and outputs on a
controllable device
Develop a program to use
inputs and outputs on a
controllable device

Create a program based on
a design

Use a range of approaches
to find and fix bugs




Reception

Year 1

Year 2

Year 3

Year 4

Year 5

Year 6

Online Safety and Digital Literacy

Select and use technology
for particular purposes
Know that the internet can
be used in a friendly way
Know what to do if a
command box opens or if a
page changes
unexpectedly

To identify technology

To identify a computer and
its main parts

To use a mouse in different
ways

To use a keyboard to type
on a computer

To use the keyboard to
edit text

To create rules for using
technology responsibly

To recognise the uses and
features of information
technology

To identify the uses of
information technology in
the school

To identify information
technology beyond school
To explain how
information technology
helps us

To explain how to use
information technology
safely

To recognise that choices
are made when using
information technology

To explain how digital
devices function

To identify input and
output devices

To recognise how digital
devices can change the
way that we work

To explain how a computer
network can be used to
share information

To explore how digital
devices can be connected
To recognise the physical
components of a network

To explain how digital
devices function

To identify input and
output devices

To recognise how digital
devices can change the
way that we work

To explain how a computer
network can be used to
share information

To explore how digital
devices can be connected
To recognise the physical
components of a network

To explain that computers
can be connected together
to form systems

To recognise the role of
computer systems in our
lives

To recognise how
information is transferred
over the internet

To explain how sharing
information online lets
people in different places
work together

To contribute to a shared
project online

To evaluate different ways
of working together online

To identify how to use a
search engine

To describe how search
engines select results

To explain how search
results are ranked

To recognise why the order
of results is important, and
to whom

To recognise how we
communicate using
technology

To evaluate different
methods of online
communication

Know how to access safe
areas on the computer
Understand the purpose of
a password and use this to
access the class computer
Know how to save work.
For example, using
personal ‘trays’ in Mini
Mash

Understand information
can be shared online and
seen by others — class blog
discussion and class
sharing

To give simple examples of
how to find information
using digital technologies,
e.g. search engines, voice
activated searching.

To know/understand that
we can encounter a range
of things online including
things we like and don’t
like as well as things which
are real or make believe / a
joke.

To know how to get help
from a trusted adult if we
see content that makes us
feel sad, uncomfortable,
worried or frightened.

To explain how passwords
are used to protect
information, accounts and
devices.

To recognise more detailed
examples of information
that is personal to
someone (e.g where
someone lives and goes to
school, family names).

To explain why it is
important to always ask a
trusted adult before
sharing any personal
information online,

To use simple keywords in
search engines

To demonstrate how to
navigate a simple webpage
to get to information |
need (e.g. home, forward,
back buttons; links, tabs
and sections).

To explain what voice
activated searching is and
how it might be used, and
know it is not a real person
(e.g. Alexa, Google Now,
Siri).

To explain the difference
between things that are
imaginary, ‘made up’ or
‘make believe’ and things
that are ‘true’ or ‘real’

To explain why some
information | find online
may not be real or true.
To explain how passwords
can be used to protect
information, accounts and
devices.

To explain and give
examples of what is meant
by ‘private’ and ‘keeping
things private’.

To describe and explain
some rules for keeping
personal information

To demonstrate how to
use key phrases in search
engines to gather accurate
information online.

To explain what
autocomplete is and how
to choose the best
suggestion.

To explain how the
internet can be used to sell
and buy things

To explain the difference
between a ‘belief’, an
‘opinion’ and a ‘fact. and
can give examples of how
and where they might be
shared online, e.g. in
videos, memes, posts,
news stories etc.

To explain that not all
opinions shared may be
accepted as true or fair by
others (e.g. monsters
under the bed).

To describe and
demonstrate how we can
get help from a trusted
adult if we see content
that makes us feel sad,
uncomfortable, worried or
frightened.

To analyse information to
make a judgement about
probable accuracy and |
understand why it is
important to make my own
decisions regarding
content and that my
decisions are respected by
others.

To describe how to search
for information within a
wide group of technologies
and make a judgement
about the probable
accuracy (e.g. social media,
image sites, video sites).
To describe some of the
methods used to
encourage people to buy
things online (e.g.
advertising offers; in-app
purchases, pop-ups) and
can recognise some of
these when they appear
online.

To explain why lots of
people sharing the same
opinions or beliefs online
do not make those
opinions or beliefs true.
To explain that technology
can be designed to act like
or impersonate living

To explain the benefits and
limitations of using
different types of search
technologies e.g. voice-
activation search engine.
To explain how some
technology can limit the
information | am
presented with.

To explain what is meant
by ‘being sceptical’; To give
examples of when and why
it is important to be
‘sceptical’.

To evaluate digital content
and can explain how to
make choices about what
is trustworthy e.g.
differentiating between
adverts and search results.
To explain key concepts
including: information,
reviews, fact, opinion,
belief, validity, reliability
and evidence.

To identify ways the
internet can draw us to
information for different
agendas, e.g. website
notifications, pop-ups,
targeted ads

To describe ways of
identifying when online

To explain how search
engines work and how
results are selected and
ranked.

To explain how to use
search technologies
effectively.

To describe how some
online information can be
opinion and can offer
examples.

To explain how and why
some people may present
‘opinions’ as ‘facts’; why
the popularity of an
opinion or the
personalities of those
promoting it does not
necessarily make it true,
fair or perhaps even legal.
To define the terms
‘influence’, ‘manipulation’
and ‘persuasion’ and
explain how someone
might encounter these
online (e.g. advertising and
‘ad targeting’ and targeting
for fake news).

| understand the concept
of persuasive design and
how it can be used to
influences peoples’
choices.




belonging to myself or
others.

private (e.g. creating and
protecting passwords).
To explain how some
people may have devices
in their homes connected
to the internet and give
examples (e.g. lights,
fridges, toys, televisions).

e To describe simple
strategies for creating and
keeping passwords private.

e To give reasons why
someone should only share
information with people
they choose to and can
trust. To explain that if
they are not sure or feel
pressured then they should
tell a trusted adult.

e To describe how
connected devices can
collect and share anyone’s
information with others.

things (e.g. bots) and
describe what the benefits
and the risks might be.

To explain what is meant
by fake news e.g. why
some people will create
stories or alter
photographs and put them
online to pretend
something is true when it
isn’t.

To describe strategies for
keeping personal
information private,
depending on context.
To explain that internet
use is never fully private
and is monitored, e.g.
adult supervision.

To describe how some
online services may seek
consent to store
information about me; |
know how to respond
appropriately and who to
ask if | am not sure.

| know what the digital age
of consent is and the
impact this has on online

services asking for consent.

content has been
commercially sponsored or
boosted, (e.g. by
commercial companies or
by vloggers, content
creators, influencers).

To explain what is meant
by the term ‘stereotype’,
how ‘stereotypes’ are
amplified and reinforced
online, and why accepting
‘stereotypes’ may
influence how people think
about others.

To describe how fake news
may affect someone’s
emotions and behaviour,
and explain why this may
be harmful.

To explain what is meant
by a ‘hoax’. To explain why
someone would need to
think carefully before they
share.

To explain what a strong
password is and
demonstrate how to
create one

To explain how many free
apps or services may read
and share private
information (e.g. friends,
contacts, likes, images,
videos, voice, messages,
geolocation) with others.
To explain what app
permissions are and can
give some examples.

To demonstrate how to
analyse and evaluate the
validity of ‘facts’ and
information and To explain
why using these strategies
are important.

To explain how companies
and news providers target
people with online news
stories they are more likely
to engage with and how to
recognise this.

To describe the difference
between online
misinformation and dis-
information

To explain why information
that is on a large number
of sites may still be
inaccurate or untrue. To
assess how this might
happen (e.g. the sharing of
misinformation or
disinformation).

To identify, flag and report
inappropriate content.

Describe effective ways
people can manage
passwords (e.g. storing
them securely or saving
them in the browser).
Explain what to do if a
password is shared, lost or
stolen.

Describe how and why
people should keep their
software and apps up to
date, e.g. auto updates.
Describe simple ways to
increase privacy on apps
and services that provide
privacy settings.
Describe ways in which
some online content
targets people to gain
money or information
illegally; To describe
strategies to help me
identify such content (e.g.
scams, phishing).




Reception

Year 1

Year 2

Year 3

Year 4

Year 5

Year 6

Information Technology

Multimedia

e Create a multimodal story,
with support e.g. Puppet
Pals

To use letter, number,
and Space keys to enter
text into a computer.
To use punctuation and
special characters.

To select text.

To use the Backspace
key to remove text.

To position the text
cursor in a chosen
location.

To choose options to
achieve a desired effect.
To change the
appearance of text on a
computer.

To use Undo.

To show that page
orientation can be
changed.

To organise text and image
placeholders in a page
layout.

To add text to a
placeholder.

To add and remove images
to and from placeholders.
To edit text in a
placeholder.

To move resize and rotate
images.

To choose fonts and apply
effects to text.

To review a document.

To review an existing
website (navigation bars,
header).

To create a new blank
web page.

To add text to a web
page.

To set the style of text on
a web page.

To change the
appearance of text.

To embed media in a web
page.

To add web pages to a
website.

To insert hyperlinks
between pages.

To preview a web page
(different screen sizes).
To insert hyperlinks to
another site.

Information Technology

Digital Images/Media

e Take photographs, film a
video, delete unwanted
pictures

e Use a painting program to
create representations of
ideas

To create a picture using
freehand tools.

To use shape and line tools
when precision is needed.
To use a range of paint
colours.

To use the fill tool to
colour an enclosed area.
To use the undo button to
correct a mistake.

To combine a range of
tools to create a piece of
artwork.

To capture a digital
image.

To take photographs in
both landscape and
portrait format.

To view photographs on
a digital device.

To decide which
photographs to keep.
To hold the camera still

to take a clear photograph.

To use zoom to change
the composition of a
photograph.

To consider lighting
before taking a
photograph.

To use filters to edit the
appearance of a
photograph.

To improve a photograph
by retaking it.

To plan an animation using
a storyboard.

To set up the work area
with an awareness of what
will be captured.

To capture an image.

To use the onion skinning
tool to review subject
position.

To move a subject
between captures.

To review a captured
sequence of frames as an
animation.

To remove frames to
improve an animation.

To add media to enhance
an animation.

To review a completed
project.

To recognise that digital
images can be
manipulated.

To recognise that digital
images can be changed
for different purposes.
To choose the most
appropriate tool for a
particular purpose.

To consider the impact of
changes made on the
quality of the image.

To use different camera
angles.

To use pan, tilt and zoom.
To identify features of a
video recording device or
application.

To combine filming
techniques for a given
purpose.

To determine what
scenes will convey your
idea.

To choose to reshoot a
scene or improve later
through editing.

To decide what changes |
will make when editing.
To use split, trim and
crop to edit a video.

To add an object to a
vector drawing.

To select one object or
multiple objects.

To delete objects.

To move objects between
the layers of a drawing.
To duplicate objects using
copy and paste.

To position 3D shapes
relative to one another.
To use digital tools to
modify 3D objects.

To combine objects to
create a 3D digital artefact.
To use digital tools to
accurately size 3D objects.
To construct a 3D model
which reflects a real world
object.




To modify objects.

To reposition objects.

To group and ungroup
selected objects.

To combine options to
achieve a desired effect.
To create a vector drawing
for a given purpose.

Information Technology

Music and Sound

e Record and play sounds

Experiment with musical
patterns and different
sounds on a computer.
To use a computer to
create a musical pattern.
To use a computer to
compose a rhythm and a
melody on a given theme.
Use a computer to play
the same music in
different ways (e.g.
tempo).

To evaluate a musical
composition created on a
computer.

To improve a musical
composition created on a
computer.

To record sound using a
computer.

To play recorded audio.
To import audio into a
project.

To delete a section of
audio.

To change the volume of
tracks in a project.

Information Technology

Data Handling

e Use pictograms to answer
simple questions

To identify some attributes
of an object.

To collect simple data.

To show that collected
data can be counted.

To describe the properties
of an object.

To choose an attribute to
group objects by.

To group objects to answer
questions.

To explain that objects can
be grouped by similarities
(attribute).

To describe a group of
objects (based on
commonality).

To show | can enter data
onto a computer.

To recognise that people,
animals and objects can be
described by attributes.
To use a computer to view
data in different formats.
To use pictograms to
answer single-attribute
questions.

To use a computer to
answer comparison
questions (graphs, tables).

To create questions with
yes/no answers.

To choose questions that
will divide objects into
evenly sized subgroups.
To repeatedly create
subgroups of objects.

To identify an object using
a branching database.

To retrieve information
from different levels of the
branching database.

To use a digital device to
collect data automatically.
To choose how often to
automatically collect data
samples.

To use a set of logged data
to find information.

To use a computer
program to sort data by
one attribute.

To export information in
different formats.

To choose different ways
to view data.

To choose which attribute
and value to search by to
answer a given question
(operands).

To ask questions that need
more than one attribute to
answer.

To choose which attribute
to sort data by to answer a
given question.

Choose multiple criteria to
search data to answer a
given question (AND and
OR).

Select an appropriate
graph to visually compare
data.

To choose suitable ways to
present information to
other people.

To calculate data using a
formula for each
operation.

To use functions to create
new data.

To use existing cells within
a formula.

To choose suitable ways to
present spreadsheet data.




