
Computing Progression
By the end of Ear�y Years: -Chi�dren recognise that a range of techno�ogy is used in p�aces such as homes and schoo�s.

Chi�dren se�ect and use techno�ogy for a particu�ar purpose.
By the end of KS1 By the end of KS2 (�ower)

● Understand what a�gorithms are; how they are
imp�emented as programmes on digita� devices: and that
programs execute by fo��owing precise and unambiguous
instructions.
● Create and debug simp�e systems
● Use �ogica� reasoning to predict the behaviour of
simp�e programs
● Recognise common uses of information techno�ogy
beyond schoo�
● Use techno�ogy purposefu��y to create, organise,
store, manipu�ate and retrieve digita� content
● Use techno�ogy safe�y and respectfu��y, keeping
persona� information private; identify where to go for
he�p and support when they have concerns about content
or contact on the internet or other on�ine techno�ogies.

● Design, write and debug programs that accomp�ish specific
goa�s, inc�uding contro��ing or simu�ating physica� systems;
so�ve prob�ems by decomposing them into sma��er parts
● Use sequence, se�ection and repetition in programs; work
with variab�es and various forms of input and output
● Use �ogica� reasoning to exp�ain how some simp�e
a�gorithms work and to detect and correct errors in a�gorithms
and programs
● Understand computer networks inc�uding the Internet; how
they can provide mu�tip�e services, such as the wor�dwide web;
and the opportunities they offer for communication and
co��aboration
● Use search techno�ogies effective�y, appreciate how resu�ts
are se�ected and ranked, and to be discerning in eva�uating
digita� content.
● Se�ect, use and combine a variety of software on a range of
digita� devices to design and create a range of programs,
systems and content that accomp�ish given goa�s, inc�uding
co��ecting, ana�ysing, eva�uating and presenting data and
information.
● Use techno�ogy safe�y, respectfu��y and responsib�y;
recognise acceptab�e/unacceptab�e behaviour; identify a range
of ways to report concerns about content and contact.

Contexts Year 1 Year 2 Year 3 Year 4
Computer Systems
and Networks

Techno�ogy a�� around
us

IT around us Connecting computers The internet

Creating Media Digita� painting Digita� photography Stop-frame animation Audio production



Programming A Moving a robot Robot a�gorithms Sequencing sounds Repetition in shapes

Data and Information Grouping data Pictograms Branching databases Data �ogging
Creating Media Digita� writing Digita� music Desktop pub�ishing Photo editing

Programming B Programming
animations

Programming quizzes Events and actions in
programmes

Repetition in games


