Compuhng Skill Progression

EYFS

CGmPUl’el‘ SHstems and NeMorks - Technalogg Around US

Understand l’th? H\ings crealed uslng kechnclogg belong ITC me.

Recognise H’tﬂk I can use H‘Le Inkernek ITO PlOH o,nd leo,rn

Develop an interest in ICT bH using age OPPFOPFiOke websltes or Pragrams

Recognise lexl, images o,nd saund when uslng ICT

Creo,hng Media - PhOl’OS and Videa

Ta|<e a PhOlOgFOPh o,nd use il inan QPP

USG POiﬂl’ programs tG create Piclures and explore H1e po,‘mt Ctl’lCl erSh kOOlS

Record ond PIQH a J:ilm

Move ond resize lmages Winl mH F‘mgers or mouse.

Creahng Media - Saund

Creale a simple digltal ccllage

Record sounds with dlfferenk resources

Find ways fo chonge your voice (fube, bin can, shcuhng fo creale an echo)

Record sounds/voices in stcrl:]teuing and explanahons

DOITG and informahon - GrouP‘mg DQLQ

Collecl informahon as PhOITOS or sound files

Use a simple piclogram or sel 0}' Phﬂl’OS l’O counk o,nd OFSOMSG informahon

SOF} PhHSiCOl obJecEs, Eake a piclure Qnd diSCUSS whal I have done.

Presenl simPle dOl’O on a digil’(}l device,

Prog ramm'mg

FOHOW simple Ol‘Ql algcriﬂlms

Use simPle SOJ:ITWQI"G l’O moke Hungs hoppen

Input a simple sequence O]: commands kO control a diglto,l device WiH’I SUPPOI"} (Bee BOD

SPGL simple paHerns

Sequence simple FOmiliOl" l'OSl(S

Mullimedia

Use G mouse, l'OUCh screen or QPPT‘OPFWLS access device LO Eargek o,nd selecf ophans on screen

Begin l'O use a keHboard
THPe leHers WiH‘» increasing confidence using a keHboard and Eablel

PIOH on a l’OUCh screen gome cmcl use compulers/keﬂboards/mouse in role PlQH

Use G mouse ITO reorrange OIJJGCI'S and PiCl’UI"eS on a screen

Year |

Yeo,r 2

Compufer SHSLC"}S and NCITWOFI(S - Technologg Around US

Compuler SHsfems and Nefworks - IT Around US

Understand that lechnologg helps us.
Swikch on and log intoa computen
Use a mouse to click and dragA

Use a mouse to open a program.

THPe their name on a compuken

Use the shiﬁ keg bo Egpe a capital lelter.
Save work bo a FileA

OPen WOFI( From a FileA

Idenl’iFH rules EO |<eeP us SQFS and heOlH’lH when we are us‘mg technologg

Describe some uses of compulers

Idenhfﬂ that o computer isa Part of in]:ormohon lechnolog&

Open a pleA

Move and resize images

Compare kﬂpes of in]:ormahon Eechnalogg.

Demonstrate how informahon Eechnologﬂ is used in a shoPA
Recognise that informahon lechnologg can be connecled.

Exp[ain how infcrmahon Lechnologﬁ helps Pecple.

Lisk diﬂ:erent uses of informahon lfechnologﬂ.

Recognise how o use in]:ormahon lechnologg resPonsiblH,

Idenhﬂj the choices that T make when uslng ’mformahon technolo%‘
Explaln simple guidonce for using ‘mformohon }echnologg in diﬁerenf

environmenls and ser‘mgsA

Creahng Media — Digil’al Painhng

Creahng Media — Digifal Pholographg

Use the Palnf bools to draw a P‘Lckure,
Use the shape and line lools eﬂ:echvelHA
Choose appropriale Paint fools and colours.

Change H1e CO[OUF Oﬂd brush sizes.

Talk about how to take o Photograph

CaPLure digilol Pholos and talk about my exPerienceA
Explain the process of lal('mg a good Pholograph.
Take pholos in both landscape and Porlfrail ]:or‘mal'.




Compuhng Skill Progression

SPO[’ H1e differences beMeen Palnling on a computer ond on PQPGR

Idenhﬂj Wl’\OIT is wrong Wil’h a Phcl’OSFQPh.

Imprcve a Phologroph bH retaking ll’.

Experiment WiH’t different llghl' sources.

FOCUS on an ch‘ecL

Use a l'OOl ITO ochieve a desired e”ect.

APP[H a ro,nge Of Pl’\OITOSFOPl'\H skllls l’O capture a PhOkQ

Reccgnise which images hcwe been chonged.

Creahng Media — Digital wriling

Creahng Media - Mol(‘mg MUSiC

Open a word processor.

Idenhfﬁ and find keHs ona kegboord,

Enter bext inko a campuker,

Use letter, number, and space keHsA

Use backspace fo remove text.

THPe caPlEol leHers.

Idenhfﬂ the toolbar and use bald, lfallc, and underline.
Select a word bH dauble-clicl(ing .

Select all of the text bH clicl(ing and dragglng

Change the fonf

Use 'undo‘ LO remove changes.

Idenhfﬂ simple differences in Pieces Of music.

Creake a rhgthm POHTGI'TL

Use a computer l’O exPeerenL WiH‘L Pllfch and durahon.

Use a computer l’O creoke a musicol PaHern using H\ree noles.

Re]:‘me mg musical poHern on a compuler.

DOITG and informahon - GrouP‘mg DQLQ

DOITG and ‘mformahon - Pictograms

Describe obJecLs us’mg labels.

Makch obJ’ecEs fo groups.

Count ob\jects.

GrcuP cbjecls

Counk a group of cbjects.

Describe an abJ‘ecL

Describe a Proper}H of an obJ‘ecL

Find ob\jecks with similar Properhes

GrouP obJecfs in more than one way.

Decide how to group obJ‘ecls fo answer a queshon,

RCCOFd ond share Wth’ i ho,ve FOUndA

Record dala in a Eallﬂ chart.

Enter data onbo a ccmpufen

Use o computer bo view daka in a different formo,L

Organise dalaina l0113 chart.

Create o Pictogram fo arrange objecls bH an akbribuke.

Collect the data I need.

Creale o Pictogram and draw conclusions from if.

Use o computer program bo Presenk ‘Lnfcrmahon in dlfferenk ways.

(ive slmple examples of whH in]:ormohcn should nol be shared.

Programm’mg A - Moving a RObOl'

Programming A - RObOL /\lgoriﬂlms

Predict Hwe oulcome OF a command on a devlce.

MOITC"\ a command LO an outcome,

Run a commond on a device,

FO“OW an mslruchcn.

Sl’QI"l’ a sequence ]:rom er same PlOCG,

Predict Hwe oulccme OF a sequence involving I.‘OFWOFdS o,nd bQCl(WGI"dS
commands.

Exploin WhCll? mH Program should dO.

ChOOSS H‘te order Of commonds ina secluence,

Debug mlj Prog ram.

FO“OW instruchons given b5 someone else.

ChOOSG a series Of WOI"dS H‘tO} can be enocled asa sequence.

Creafe different algoriﬂlms JTOI" a range OJI sequences (using H’\e same commands).

USG an algoriHlm }O Progrom a sequence an a JflOOF FOBOIZ
FO“OW a sequence

Predict er ou}come Ol.‘ a sequence,

EXPle Wl’IQIT mH olgoriHnm should ochieve.

Creo,fe an OISOFiHIm l’O meel mg SGOI,

Use mH olgoriHlm l’O creale a program,

Test and debug each PQFIT Of H’te Program.

Puf EogeH’ser H1e dif]:erent POFITS Of mH Progrom.

Prcgramm’mg B - In}roduchon l’O Ammahcn

Programm’mg B - Inlrocluchon I'O Quizzes

Use commands to move a sPriteA

Use mare than one block bg J‘oin‘mg them fogeHLen
Use a start block in o program.

Run my program.

Change the value.

Sag what haPPens when I change a value.

Show that a Projecf can include more than one sPriLeA
Delete o sPriLeA

Add blocks to each of my sPriLesA

Decide how each sPriLe will move.

Creale an algoriHmm IIOF each sprite.

Idenhw the stark Of 0 sequence.

Show how to run my program.

Predick the oubcome Of @ sequence of commands.
Change the outcome of o sequence of commands.
Tell the actions of @ sPrite in an algorilhm
Decide which blacks ko use to meel the designA
Build the sequences of blocks I need.

Creale an algorithm

Build sequences of blocks fo makch my design.

ImProve my ProJecE bg add‘mg feafures.
Debug.




Compuhng Skill Progression
|

| Test Hme Progroms crealed.

Yeor 3 Yeo,r 4‘

Computer Sgskems Oﬂd NeMorks - Cannechng Compul‘ers Computer Sgs}ems o,nd NehNorks - The Infernef

EXPle HIOL digltal devices GCCGPL ‘mpuls. Describe Hle inkerneb as a neMork 0]: nehNorl(s.

Explain H‘LOL digﬁal devices Pr‘OClUCS OULPUITS. Demonstrule hOW mformo,hon is shorecl across H\e inlernel.

FO”OW a PFOCGSS. EXP[Giﬂ hOW Hle inkernek allows us lO view H’le WOI‘[C[ wide web.

Design a digﬁal clevice. Describe Hle clij:ferenl neMorked devices and hOW H’LGH connecl.

Recognise similarities behNeen using Cligi}()l devices o,nd non—digltal LOO[S, Recognise H’IOL H’Ie worlcl wide web is H‘le POI‘L GJ: H1e 'mkerneb HIOL conkalns websltes
Recognise diﬂ:erenl conneclions. QﬂCl web Pages.

EXP[GiI‘l hClW messo,ges are PQSSGd H’H‘OUgh mulhple connechons. Recognise HIOL i can GC[C[ COI’ILGHL ITO H’te Www.

DiSCUSS Whg we need a neMork SWllCh. Suggesk WhO owns Hle conlenl on websiles.

Recognise Hw,l a comPuLer nehNork is made UP Of a number OJ: clevices. EXP[Qiﬂ Hlal Hlere are rules LO PFOLGCL CODLGDL

EXP[OiI‘l er role OJ: a SWiLCh, server, and wireless access POiﬂL ina neh/vork EXP[Qiﬂ WhH some informahon i flnd onl‘me mClH nok be honesl, QCCUFOI’S, or legal.

Iclenh]:g neMarked devices o,round me.
Idenhw Hme benefiks O]: computer networks.

Creol"mg Media — Animation Creo,hng Media — Audio Edihng
Creale an ej:feclive fllp bouk—slgle animakion. Idenhﬂj digital devices thal can record sound and PIQB it back.
Explain how an animakion/ J:liP book works. Idenhﬂj the ‘mputs and oufpuls requirecl bo Pl°3 audio or record sound.
Exploin whH little chonges are needed for each frame. Use a device to record audio and PIO'H back sound.
Creale an ej:feclive s}ap frame animation. Discuss WhH itis useful fo be able o save digilal recarclings.
Creale o s}orgboard. Save a dlgib[ recording asa file.
Review a sequence of frames fo check my work. Open a diglto,l recording from a J:lle.
ImProve my animation based on J:eedbo,ck Edit sections of an audio recorcling.
Add other media to my animation. Use edihng bools to arrange sechions of audio.
Explain that digibal record‘mgs need o be exporkecl fo share them.
Creol'ing Media — Desklop Publishing Creahng Media — Pholo Eclihng
Explaln the dij:ference belween text and images. Ideth:H changes that we can make bo an image.
Recognise that text and images can communicale messages clearlH. Explain the effecl that ediling can have on an image.
Chonge fonl slale, size, and colours for @ given purpose. Explo,'m what has chonged in an ediled image.
Edik bext. Change the campasihon of an image bH selecling Parks of ik
Creale o Lemplale fora porhculor purpose. Choose eﬂ:ects fo make my image pl a scenario.
Paste text and images fo creale a magazine cover. Give examples of Poslhve and negahve eﬂ:ecfs that relauching can have on an
Make changes fo conkent aﬁer T've added ik image.
Makch o lagoul loa purpose. Sort images ino 'foke' or real and expla‘m my choices.
Choose a suitable lagout for @ given purpose. Combine Parls of images fo creale new images.
SQH WhH desHoP Publishing migh} be helPJ:ul. Consider the effecf of aclcling other elemenls lo my work
Daka and informahon - Branch’mg Dalabases Dala and informahan — Dala Logging
Inveshgate queshons with ges/no answers. SuggesL queshcns that can be answered using a glven dala setb.
Select an altribule to sepurate obJ’ecLs inko groups. Idenhﬂj dala that can be gol'hered over fime.
Arrange ob‘jecks inko a lree shruchure. Expla‘m that sensors are inpul' devices.
Seleck obJ‘ects fo arrange in @ branching dalabase. Use dala from a sensor fo answer a given queshonA
Prove my branchlng dalabase works. Idenh}:ﬂ a suilable Place fo collect dala.
Compare two brunch‘mg dalabase struchures. Imporl a daka sek.
Create queshons and applg them to a lree shruchure. Use o compuker fo view dala in dl]:ferenl ways.
Use my branch'mg dalabase lo answer queshans ProPose a queshan that can be answered using logged dala.
Explain whal a bronching dalabase lells me. Plan how to collect data using @ dala logger.

IHLSFPFCL daka H‘LOL‘ hGS been couected using a data logger.

DFOW conclusions J:rom H\e data Hmat I have couecfed.

Progromming A— Sequence in Music Programming A - Repehhon in Shapes

Idenh]:g the obJects in a Scrakch ProJecL (sprikes, backdrops) Program a compuker bﬂ hjp‘mg commands.

Creale o program fcuow’mg a deslgm Use o }emplake bo create a deslgn for my program.
Start o program in diﬂterenf ways. Write an algor‘LHLm bo Produce a given oulcome.

Creale o sequence of connecked commands. Use a count-conlrolled loop fo Produce a given oukcome.

Combine sound COmeﬂdS. Predick H1e ou|;come OF a Progrum conkaining a counl‘-contro”ed IOOP.
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Decide H1e ochons fOI" eoch sprile ina Progrom

Implemen} mg olgarlem as code.

Use a Pracedure ina Progro,m.
Deslgn a Pragram H’LQIT ‘mcludes COUI’\IT-COHITOHGd lOOPS.

Develap mH Progrum bH debugging llf.

Progromming B - Even}s ond Achons

Programm‘mg B - Repehhon in Games

Explain the relohonship between an event and an aclion
Choose which keHs bo use for aclions and explain my choices.
Idenhﬂj a way to improve @ program.

Program movement.

Use a programming extension.

Idenhfg additional feo,}ures (J:ram a given seb of blocks).
Choose suitable kegs to burn on additional fealures‘

Build more sequences of commands to make my deslgn work.
Testa program agoinst a given design,

Makch a piece of code bo an oubcome.

Modifﬂ @ program using a design.

Make design choices and J'ushﬂj them.

ImPlemenl my deslgnA

Predlck Hw outcome Of a SniPPelf Of code.

Choose when ko use a count-con}ro“ed cmd an inj:lnlte lOOP.

Choose whlch QChOn Wi“ be rePeoEed JIOF eoch obJ'ecE

EVQ[UQITC H’le effechveness GF er rePeaked sequences used in mH Prcgram.
Idenhﬂj which PQF&S CF a lOOP can be changed.

Re-use exishng ccde snippels on new spriles.

EVQ[UQITC H’le use Cf rePehhcn ina PrOJeCIT.

Selec} I(CH PQF&S OF a g‘wen PFOJECIT LO use in mH own design.

Repne H’te algoriH}m in mH design.

Bulld a Pragram H’LQ} fGllGWS mg design.

YCGF 5

Year 6

Compu}er Sgsfems o,nd NeMarks - Sharing Informahon

Computer Sgs}ems and NeMorks - Cammunicahon

Exploin H\QL sHsLems are buiu us‘mg a number Of PGI"LS.

Describe H’\Ot a ccmpuler sHsLem FGOLUFGS ‘mputs, PFOCGSSGS, o,nd OUITPU,LS.
Exploin H’\Qt compuler sgstems communicake WiH‘L OH’IeI" clevices,

Iclenh]:g lOSl(S HIOL are managed bH compuker sgstems.

Iclenl'i]:g Hw human elements Of a computer sHsLem,

RGCOSMSG Hmt d(lb(l is Erans;erred us‘mg agreed meHmd&

Exploin H\QL neMorked digibal devices ho,ve unlque addresses.

RGCOSMSG HIOI' conneclecl cligilal clevices can allow us l'O access sharecl Files
slored onllne,

Compare working online WiH’t worklng oﬂ:l'me,

Complete a web search bﬂ J:ind SPeCiJIiC informahcn.

Repne mH seo,rch.

Explain Hmo,t search results are ordered.

Suggest some Of H1e crlteria H’IGIT a search engine chec[(s ITO decide an H’\e arder OI.‘
resuus,

Descrlbe some OI.‘ Hme WOHS Hmf seorch I‘eSU”TS can be influenced.

Explain hOW search engines moke moneH.

Explain Hme dlﬂ:erenk WOHS in WhiCl’l People cammunicate,

ChOOSG medes OI.‘ communlco,hon LG suif POF}]CUIOF PUFPOSGS.

Compare dlﬂ:erenb meH’mods Ol.‘ communicahng on Hwe inlemel,

Decide when i should O,I'td should nol share,

Explain H’LQL cammunicahan on H’]e inlernet mOH nol be Privo,te.

Creahng Meclia - Veclor Drawing

Creahng Media - 3D Modeumg

Recognise H’;al veclar drawings are mode using shapes,

DiSCUSS hOW a veckor dro,wing is dlﬂ:erenf I.TOm POPeF-bGSGd dro,wings.
Idenhﬂj the shapes used LO ma|<e a VGCLOI‘ drawing,

MOVG, resize, ancl FOLQLG obJecls I ho,ve duplicated.

Modll.‘lj ObJGCl'S |?O creale dlﬂ:erenf effects,

Idenhﬂj HIOI' each odded abJec} creales a new IOHGI‘ in H’\e drowing.
COPH parl O].‘ a draw'mg l’)H dupllcohng severo,l obJec}s.

Suggesl improvemenls ITO a vector drow'mg.

DiSCUSS Hme similarihes and dlﬂ:erences befween ZD and 3D shopes.
Selecl, move, o,nd deleke a diglto,l 3D shape,

Resize a 3D GbJeCIZ

ROLO}G a 3D ch'ecL

Select o,nd dupllco}e mulhple 3D ObJeCLS.

Creale dlgikal 3D ob\jecks OF an OPPFOPFiQLe size.

Plo,n mH 3D model.

MGdiJIH mulhple 3D obJecls.

Creahng Media — Video Edihng

Creahng Media - Web Page Creahan

Explo,in H’\Ot a video can include bOH’t visual ond audio medio,
Plo,n a VidEO prcjeck uslng a SLGFHBOQF&
Cl’\OOSG Hwe mosl suitable digilfﬂl device fOF recardlng mH PFOJGCE

Demonstrote suitable methods Of using a digitol device ITO caplure mH vldea.

Record a video H'LOI' demonstro}es some OJI Hse feotures Of an effechve vldea

Explo,in WhH lighhng o,nd angle are lmPorlanF in creohng an eJ:fechve video.
SLOFG, retrieve, o,nd exporl mH recording ITO a comPuler‘
Explo,in hOW ITG lmPrave a video blj reshoohng o,nd edihng

Make edits l’O mH video ond improve H‘te f’mal outcome.

DiSCUSS H’Le dij:ferent kgpes GF media used an websites.

Knaw Hwo} websikes are wriHen in Mml

Recognise Hwe common JIGO}UFCS Of a web Po,ge.

Draw a web Po,ge lQHGUb H’lQl’ SU'ILS mH PUFPGSC.

SQH Wl"tH i should use copgright-free images.

Descrlbe Wl’lQIT is meont bH Hwe lerm ‘JIQir use'.

Add con}ent l'O mH own web Po,ge.

EVQ[UQLC Whﬂk mH web Page lOOI(S like an dlfferenl devices ond suggesl/make edits,.
Exploin W|10,l' a navlgahan PGH’\ is.

MO,I(S mulhple web Poges ond llnk Hwem using therllnks.
EXPlOin H’Le impllcahon OJT l'ml(mg l'O conkenk owned blj OH‘&GI"S.

EVQ[UQLG Hw user experience Of a webslke.

Daka and informahon - Flol;—file Dalabases

Dala and informo,l'ion - Spreodsheets
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Creote mulhple clueshons aboul Hw same field‘

Order, SOFIT, ond group mH dOITO COFdS.

Novlgake a ]:lot-file dalobose I?O compare differen} views Olf informahon.

Explain hOW ‘mformahon can be grouped,

Cl’\OOSG which field and VG[UC are required ITC answer a g‘wen queshon‘
Cl’\OOSG mulhple criferio ko answer a glven queshon‘

Select an QPPFOPFIGITG chart fo VlSUGHlj ccmPo,re dQITQ.

Expla‘m Hwe benefits Of USiI’lg a comPu}er kO CFEOLE 9FOP|1$A

Presenl mH f‘md‘mgs ITO a SFOUPA

Explain H‘Le relevance Of koQ heodings

/\nswer queshons frcm an exishng dalo sef.

EXPlQin Wl’lQl’ an ilem Of dQITQ is.

Bulld a koQ se} ina spreadsheef QPP[iCOl’iOn.

Construck a farmula ina sPreadsheeL

Recognise H’\Qk dQITQ can be calculaked using different oPerahonsA
Create a ]:crmulo, which includes a range Of cells.

APP[H a formula ITG mulhple cells bH duplicahng ilf.

Use a sPreadsheef ITG answer queshons.

Praduce a 9FQPh.

Use a 5FQPh ko ShGW er answer ITG queshons.

Programming A - Selechon in PhHSiCQl Compul'ing

Programm‘mg A - Variables in Games

Build o simple circuit ko conneck a micraconkroller fo o computer‘
Progro,m a micraconiraller bo light an led.

Connect more than one oufpuk device o a microconkroller.
Design sequences for g’wen cukput devices.

Program a microconroller to resPond bo an ’mPuL

Explain a condilion being mek can start an aclion.

Use selechion (an 1;... then... statement) to direck the Flaw of a program.

Use selechan I'O PI"OdUCC an intended oufcomeA

Test and debug my Pro\jecf

ExPlain that the way that a variable changes can be defined.

Idenhﬂj a program variable as a Placeholder in memory for o single value.
Recognise that the value of a variable can be changed.

Decide where in a program bo change a variable.

Creale algoriH\ms for my ProJecE

Tesk the code thal T have writken.

Extend mH 9ame fuerer us’mg more vo,riables.

Progromming B - Selechan in Quizzes

Programm‘mg B - Sens'mg

Recall how conditions are used in seleclion.

Idenhﬂj condilions in a program.

Use selection in an infinife loop to check a condition.

Idenhﬂj the condilion and oulcomes in an if,lhen... else statement.
Explain that program f[ow can branch occcrdlng bo a condikion.
Design the Flow of a program which conlains lf... then... else..
Idenhfg the oulcome of user inPuE in an olgorithm

Idenhm whal seluP code my ProJec} needs.

APPlH my knowledge of programming to @ new environment.

Test my program on an emulalor.

TronsFer my program fo a conlrollable device.

Use a variable in an if... then... else... statement to select the Flow of a program.
Use a condition to chonge a variable.

Experimenk with differenl Phgsical inPuLs.

Exploin the impcrtance of the order of conditions in else ‘LF stakements.
Use an operand (eAgA o=)in an [J then... statement.

Modiﬂj o program fo achieve o differenf oukcome.

Deslgn the program f[cw for my PchecL

Test my program o.gainslr my design

Use a range of uPProaches bo f’md and fix bugsA




