Computing Progression Document
Computing Systems and Network Autumn 1 & 2

Year Knowledge Skills Vocab

EYFS

ye ar 1 Autumn 1 & 2 - Technology around us - Year 1 Learners will learn to use a computer / iPad technology,
Where do we see technology around us and how can it help us? e I canlocate examples of technology in the classroom computer,
Learners will develop their understanding of technology and how it can help | ¢ I can name the main parts of a computer mouse,
them in their everyday lives. They will start to become familiar with the e T canswitch on and log into a computer trackpad,
different components of a computer by developing their keyboard and e I canuseamouse to click and drag keyboard
mouse skills. Learners will also consider how to use technology responsibly e I canuse amouse to open a program '
and who to ask for help if they see any content or comments online that e I canclick and drag to make objects on a screen e, )
make them feel uncomfortable. e T canuse a mouse to create a picture fouple'd":k

. YPINng

e Learners will develop their understanding of technology and how it
can help them in their everyday lives.

e  They will start to become familiar with the different components
of a computer by developing their keyboard and mouse skills.

e Learn will be able to recognise that some technology can be used in
different ways

e Tobe able to use a mouse, keyboard in different ways

I can say what a keyboard is for
I can type my name on a computer
T can save my work to a file

I can delete letter

Year 2

Autumn 1 & 2 - IT around us
How is IT being used for good in our lives?
Learners will develop their understanding of what information technology
(IT) is and will begin to identify examples. They will discuss where they have
seen IT in school and beyond, in settings such as shops, hospitals, and
libraries. Learners will then investigate how IT improves our world, and they
will learn about the importance of using IT responsibly.

e To recognise the uses and features of information technology

e To identify the uses of information technology in the school

e To identify information technology beyond school

e  To explain how information technology helps us

e To explain how to use information technology safely

e To recognise that choices are made when using information

technology

Learners will develop an understanding of what IT is and
identify how it can help them.

I can identify examples of computers

I can describe some uses of computers

I can identify that some IT can be used in more than
ohe way

I can list different uses of information technology

T can talk about different rules for using IT and how
they can help keep me safe

Information
technology (IT),
computer,
barcode,
scanner/scan




Year 3

Year 4

Autumn 1 & 2 - Connecting Computers
How are computers connected?
Learners will develop their understanding of digital devices, with an initial
focus on inputs, processes, and outputs. They will also compare digital and
non-digital devices. Next, learners will be introduced to computer networks,
including devices that make up a network's infrastructure, such as wireless
access points and switches. Finally, learners will discover the benefits of
connecting devices in a network.

e To explain how digital devices function

e To identify input and output devices

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

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

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

Learners will learn the fundamentals such as inputs,

processes and outputs. This will then move to how

information is moved between devices and how they

form a network

e T can explain that digital devices accept inputs

o T can explain that digital devices produce outputs

o I can classify input and output devices

e T can explain how I use digital devices for different
activities

o T can suggest differences between using digital devices

and using non-digital tools
e T can explain how messages are passed through
multiple connections

e T canrecognise that a computer network is made up of

a number of devices

e T candemonstrate how information can be passed
between devices

e T canidentify the benefits of computer networks

digital device,
input,
process,
output,
program,
digital,
non-digital,
connection,
network,
switch,
server,
wireless access
point,

cables,
sockets







s Computing Progression Document
Programming Spring 1 & 2 CYCLE A

Year Knowledge Skills Vocab
Yy 1 Spring 1 - Moving a robot Learners will learn to be able to move a Beebot to given Bee-Bot,
ear : - . .
How can be use instructions to move a robot? instructions forwards,
This unit infroduces learners to early programming concepts. Learners will e Predict the outcome of a command backwards,
explore using individual commands, both with other learners and as part of a e Explain what commands do turn,
computer program. They will identify what each floor robot command does e Runacommand on a Beebot clear,
and use that knowledge to start predicting the outcome of programs. The e Choose a series of commands that can be run as a go,
unit is paced to ensure time is spent on all aspects of programming and program commands,
builds knowledge in a structured manner. Learners are also introduced to e Combine four direction commands to make sequences instructions,
the early stages of program design through the introduction of algorithms. e Runa program on a Beebot directions,
e  To explain what a given command will do left,
e I can follow an instruction right,
e T cangive directions route,
e To combine ‘forwards' and ‘backwards’ commands to make a sequence plan,
e To plan a simple program algorithm,
e To find more than one solution to a problem program.
Yy 2 Spring 2 - Robot algorithms Learners will learn to be able to move a Beebot to given instruction,
ear : : . .
How can we use instructions to move a robot? instructions sequence,
This unit develops learners' understanding of instructions in sequences and e T cangive and follow instructions clear,
the use of logical reasoning to predict outcomes. Learners will use given e T canimprove language of instructions to be clear and unambiguous,
commands in differen‘r orders to inves‘r.igm.“e how the order affec‘fs the precise algorithm,
outcome. They wul.l also lear‘r} about design in programming. TheY will develop | « T can order and sequence instructions program,
artwork and test it f9r‘ use in a program. They will design algorithms and e T can make predictions on the outcomes of a sequence order
then ’res:_’rh:se a!gom‘rhm§ as programs and debug them.. o I candesign, create and test a sequence with a Beebot prediction,
. 0 eSCI".I e a series of instructions as a sequence . _ « I canmove a robot around a designed mat e
e To explain what happens when we change the order of instructions ; g 0 ; ) .
. : ; e I can fix errors 'debug’ algorithms in my programs design,
e To use logical reasoning to predict the outcome of a program
e To explain that programming projects can have code and artwork route, :
debugging,

e To design an algorithm
e  To create and debug a program that I have written

decomposition




Year 3
SPRING
1

Year 3
SPRING
2

Spring 1 - Sequencing Sounds
Why do programs sometimes not work how we intended? How do we
solve this?
This unit explores the concept of sequencing in programming through
Scratch. It begins with an introduction to the programming environment,
which will be new to most learners. They will be introduced to a selection of
motion, sound, and event blocks which they will use to create their own
programs, featuring sequences. The final project is o make a
representation of a piano. The unit is paced to focus on all aspects of
sequences, and make sure that knowledge is built in a structured manner.
Learners also apply stages of program design through this unit.

e To explore a new programming environment

e To identify that commands have an outcome

e To explain that a program has a start

e To recognise that a sequence of commands can have an order

e To change the appearance of my project

e To create a project from a task description

Learners will have their introduction to Scratch,

learning the basics and to create a musical online Piano.

e I can identify the objects in a Scratch project
(sprites, backdrops)

e I canrecognise that commands in Scratch are
represented as blocks

o T can create a program following a design and
understand that each sprite is controlled by the
commands I choose

e I can predict the coding blocks used to move a sprite

e T can create a sequence of connected commands

e T can explain what a sequence is

e T canorder notes into a sequence

e T can make design choices for my artwork

e I canrelate a task description to a design

e T canimplement my algorithm as code

Scratch,
programming,
blocks,
commands,
code,
sprite,
costume,
stage,
backdrop,
motion,
turn,

point
direction

go to,
glide,
sequence,
event,
task,
design,
run
order,
note,
chord,
algorithm,
bug,
debug
code







s Computing Progression Document
Programming Spring 1 & 2 CYCLE B

Year Knowledge Skills Vocab
y ear 1 Spring 2 - Programming Animations Learners will be introduced to coding ScratchJr,
How can we control a spite using algorithms? e I can find the commands to move a sprite command,
This unit introduces learners to on-screen programming through ScratchJr. e I canuse commands fo move a sprite programme,
Learners will explore the way a project looks by investigating sprites and e T canuse more than one block by joining them together background,

backgrounds. They will use programming blocks to use, modify, and create
programs. Learners will also be introduced to the early stages of program
design through the introduction of algorithms.

e I canusea Start block ina program
e I canrun my program
e T can find blocks that have numbers, change the value

programming,
instructions,
block,

. . delete,
e To choose a command for a given purpose e I can show that a project can include more than one joining, o reset.
e To show that a series of commands can be joined together ST . start, e algorithm,
) . . e I candelete asprite ;
e To identify the effect of changing a value I dd blocks T hof it run, e predict,
[ ]
e To explain that each sprite has its own instructions I can ah ocks 1o e?CT ° ;ny si:: es oct sprite ¢ effect,
e To design the parts of a project * can cnoose appropriate ariwork tor my projec compare *  change,
. e T candecide how each sprite will move e value,
e To use my algorithm to create a program . . )
e I can create an algorithm for each sprite o design
o T can test the programs I have created * area
y ear 2 Spring 2 - Programming quizzes Learners will use Scratch Junior to create an animation Sequence,
How can we control a spite using algorithms? of the seasons and a quiz command,
Learners begin to understand that sequences of commands have an outcome | e I can identify the start of a sequence decomposition.
and make predictions based on their learning. They use and modify designs e I canidentify that a program needs to be started run, e modify,
to create their own quiz questions in ScratchJr and realise these designs in | « I can show how to run my program start, . change,
ScratchJr using blocks of code. Finally, learners evaluate their work and « I canpredict the outcome of a sequence of commands outcome, ° g'g?g"fhm,
) : . . . . uild,
make umpr'ovemen.'rs to their programming projects. e I canchange the outcome of a sequence of commands predict, v atch
e To explcu.n that a sequence of commands has a start « I candecide which blocks to use o meet the design blocfks, . Compa;‘e’
e Toexplain that a sequel-nce of.comman.ds has an outcome e I can build the sequences of blocks I need des.lgn, o debug,
e Tocreatea pr"ogr‘am u.smg a given design e I can choose backgrounds for the design EC::_:ZS' o features,
¢ To change a given design e I canchoose characters for the design pEo'ecl‘r ° eVZ'u‘”e'
: . .
*  Tocreate aprogram using my own design e T cancreate a program based on the new design pro‘;mm code

e To decide how my project can be improved

I can create an algorithm
I can build sequences of blocks to match my design
T can debug my program




Year 4
SPRING
1

Year 4
Spring

Spring 1 - Repetition in Shapes

How can we use instructions draw shapes?

Learners will create programs by planning, modifying, and testing commands

to create shapes and patterns. They will use Logo, a text-based

programming language. This unit is the first of the two programming units in

Year 4 and looks at repetition and loops within programming.

e To identify that accuracy in programming is important

e To create a program in a text-based language

e To explain what 'repeat’ means

e  To modify a count-controlled loop to produce a given outcome

e To decompose a task into small steps

e To create a program that uses count-controlled loops to produce a given
outcome

Learners will create repeated patterns, letters,
numbers and shapes

Children learn what the common instructions are in
2Logo and how to type them

T can use 2Logo to create letter shapes.

T can use the Repeat command in 2Logo to create
shapes

To use and build procedures in 2Logo

I can follow 2Logo code to predict the outcome

I can find the most efficient way to draw shapes
I can create ‘flowers' or 'crystals’ using 2Logo

Logo (programming
environment),
program,

turtle,
commands,

code

snippet,
algorithm,
design,

debug

pattern,

repeat,
repetition,
count-controlled
value,

trace,
decompose,
procedure










s Computing Progression Document
Creating Media Summer 1 & 2 CYCLE A

Year Knowledge Skills Vocab
EYFS
Year 1 Summer 1 - Digital painting To use a range of paint colours paint program,
How can I use a computer / iPad to create art? Use lines where needed paintbrush,
Learners will develop their understanding of a range of tools used for digital To use digital paint brushes, pens and tools o create erase,
painting. They then use these tools to create their own digital paintings, shapes fill, tool
while gaining inspiration from a range of artists' work. The unit concludes To an eraser o remove parts that are unwanted undo,
with learners considering their preferences when painting with and without To use the fill tool to colour an enclosed area shape tools,
the use of digital devices. To use the undo button to correct a mistake line tool,
e To recognise computers can be used to create art Compare painting using a computer to painting using fill tool,
e To use shape and line tools when precision is needed brushes undo tool,
e I can make marks / lines on a screen and explain which tools I used colour,
e To recognise a tool can be adjusted fo suit my needs brush style and size
e To decide when it's appropriate to use each tool pictures,
e To combine a range of tools to create a piece of artwork painting,
o To consider the impact of choices made computers
Year Summer 1 & 2 - Digital writing I can open a word processor word processor,
How can I display and edit my learning? I can identify and find keys on a keyboard keyboard,
1& 2 Learners will develop their understanding of the various aspects of using a I can enter text into a computer keys,
computer to create and manipulate text. They will become more familiar I can use letter, number and space keys letters,

with using a keyboard and mouse to enter and remove text. Learners will
also consider how to change the look of their text, and will be able to
justify their reasoning in making these changes. Finally, learners will
consider the differences between using a computer to create text, and
writing text on paper. They will be able to explain which method they prefer
and explain their reasoning for choosing this.

e To use a computer to write

e Toadd and remove text on a computer

e To identify that the look of text can be changed on a computer

e To make careful choices when changing text

e To explain why I used the tools that I chose

e To compare typing on a computer to writing on paper

I can use backspace to remove text

I can type capital letters

I can identify the toolbar and use bold, italic and
underline

T can click and drag text to change the font

I can use the undo button

T can make changes to text on a computer

U Number
space,

X
toolbar, text
bold cursor
il underline

mouse, format
select, Typing writing

font, compare
undo,

redo,

backspace

capital letters,




Year 2

Summer 2 - Digital photography

T can explain the process of taking a good photograph

compose, device,

How can I take a great photograph? I can take photos in both landscape & portrait format | ¢ image camera,
Learners will learn to recognise that different devices can be used to I can identify what is wrong with a photograph e flash, ahotagraph
capture photographs and will gain experience capturing, editing, and I can improve a photograph by retaking it e focus, el o
improving photos. Finally, they will use this knowledge to recognise that T can explore the effect that light has on a photo e editing, ‘
images they see may not be real. I can recognise that images can be changed e filter, Iandscc:.\pe,

e Touse adigital device to take a photograph T can use a tool to achieve a desired effect e format, por"rr'.alf,

e To make choices when taking a photograph I can identify which photos are real and which have e framing, framing,

e To describe what makes a good photograph been changed o lighting  subject

e To decide how photographs can be improved e capture light sources

e To use tools to change an image background

e To recognise that photos can be changed

Year 3 Summer 1 - Stop-frame animation I can create an effective flip book—style animation *  animation,

How can we create a film using still images? using sticky notes »  flip book,
Learners will use a range of techniques to create a stop-frame animation. I can explain how an animation/flip book works e  stopframe,
Next, they will apply those skills to create a story-based animation. This I can explain why little changes are needed for each : :Za:\:r;ce .
unit will conclude with learners adding other types of media to their frame . '.nge ‘1o CO"S'ST?"CY
animation, such as music and text. I can create an effective stop-frame animation . seTTinlg, e evaluation,

e To explain that animation is a sequence of drawings or photographs I can break down a story into settings, charactersand |« character, © 9%t

e To relate animated movement with a sequence of images events e events, ° Photograph

e To plan an animation I can create a storyboard e  onion

e To identify the need to work consistently and carefully I can use onion skinning to help me * Ski“'."'"9l

e To review and improve an animation make small changes between frames o el

e To evaluate the impact of adding other media to an animation T can review a sequence of frames to check my work : ;TE:;;’I,M

I can add other media to my animation
Year 4 Summer 2 - Audio Production T can identify the input and output devices used to ¢ audio,
How can we share our ideas over a podcast record and play sound *  microphone,
Learners will identify the input device (microphone) and output devices T can use a computer fo record audio *  Speaker,
(speaker or headphones) required to work with sound digitally. Learners will T can explain that the person who records the sound : headpgongs ‘
discuss the ownership of digital audio and the copyright implications of can say who is allowed to use it . ::LF;UT SHes
. put device,

duplicating the work of others. In order to record audio themselves, T can re-record my voice to improve my recording e sound,
learners will use Audacity to produce a podcast, which will include editing I can inspect the soundwave view to know where to e podcast, * selection,
their work, adding multiple tracks, and opening and saving the audio files. trim my recording o edit, e load,
Finally, learners will evaluate their work and give feedback to their peers. T can explain how sounds can be combined o make a e frim, *  save,

e  To explain that audio recordings can be edited podcast more engaging + dlign, e export,

e To identify that sound can be recorded I can plan appropriate content for a podcast * layer, e MP3,

e To recognise the different parts of creating a podcast project I can arrange multiple sounds to * import, e Evaluate

. " M e record,
e To apply audio editing skills independently create the effect I want 5 ey e feedback

e To combine audio to enhance my podcast project
e To evaluate the effective use of audio

I can listen to an audio recording to identify its
strengths







s Computing Progression Document

Creating Media Summer 1 & 2 CYCLE B

Year Knowledge Skills Vocab
EYFS
Year 1 Summer 2 - Grouping data Take photos on the iPad's and use Seesaw to label the object, value,
How can we group, count and label objects? photos label, data set,
This unit intfroduces pupils to data and information. They will begin by using Use Seesaw to match and group objects into groups group, —
labels to put objects into groups, and labelling these groups. Pupils will Group and count real-life objects and take photos using search, less ’
demonstrate that they can count a small number of objects, before and Seesaw image, '
after the objects are grouped. They will then begin to demonstrate their Describe properties of grouped objects property, most,
ability to sort objects into different groups, based on the properties they Use Seesaw to create a tally chart colour, fewest,
choose. Finally, pupils will use their ability to sort objects into different Answer questions about grouped objects size, least,
groups to answer questions about data. shape, the same
e To identify some attributes of an object
e To collect simple data
e To identify that objects can be counted
e To describe the properties of an object
e To choose an attribute o group objects by
e Torecognise that information can be presented in different ways
Year Summer 2 - Pictograms T can record data in a tally chart on Seesaw with a group, tally
This unit introduces the learners to the term 'data’. Learners will begin to total less thar s
1& 2 understand what data means and how this can be collected in the form of a I can organise data into a pictogram most, vo’res:
tally chart. They will learn the term ‘attribute’ and use this to help them T can use pictograms to answer simple questions least, total,
organise data. They will then progress onto presenting data in the form of I can answer 'more than'/‘less than' and ‘most/least’ common, pictogram
pictograms and finally block diagrams. Learners will use the data presented questions about an attribute popular, dleia,
to answer questions T can create a pictogram and draw conclusions from it organise, compare
e To recognise we can count & compare objects using tally charts data, enter ‘
e To recognise that objects can be represented as pictures object, ditterent
e To create a pictogram objects, conclusion
o Toselect objects by attribute and make comparisons count, block
e To recognise that people can be described by attributes explain, diagram
e Toexplain that we can present information using a computer attribute sharing '
e To compare typing on a computer to writing on paper more the

same,




Year 2

Summer 2 - Digital Music

How can you create music using IT?

Learners will explore how music can make them think and feel. They will
make patterns and use those patterns to make music with both percussion
instruments and digital tools. They will also create different rhythms and

I can identify simple differences in pieces of music
I can describe music using adjectives

I can use 2Explore fo explore sounds

T can create a rhythm pattern using 2Beat

T can use a computer to experiment with pitch

instrument,

quiet,

loud, e rhythm,
feelings, ® hotes,
emotions, ® Create,

tunes, using the movement of animals for inspiration. Finally, learners will I can use 2Sequence to refine my musical pattern on a e emotion
. . . o P .. pattern, ‘
share their creations and compare creating music digitally and non-digitally. computer hvth e beat
e To say how music can make us feel I can add a sequence of notes to my rhythm and review rhyThm, e music
e Toidentify that there are patterns in music my music pulse,
. : ) pitch ® open
e To experiment with sound using a computer )
e To use a computer to create a musical pattern tempo,  ® edit
e To create music for a purpose
e To review and refine our computer work
Year 3 Summer 2 - Desktop publishing I can explain the difference between text and images text,
Why are desktop publishing skills important? T can recognise that text and images can communicate images,
Learners will become familiar with the terms 'text' and ‘images’ and emojis messages clearly advantages,

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 premade
documents. Learners will be introduced to the terms ‘templates’,
‘orientation’, and 'placeholders’ and begin to understand how these can
support them in making their own template for a magazine front cover. They
will start to add text and images to create their own pieces of work using
desktop publishing software. Learners will look at a range of page layouts
thinking carefully about the purpose of these and evaluate how and why
desktop publishing is used in the real world.

e To recognise how text and images convey information

e To recognise that text and layout can be edited

e To choose appropriate page settings

e To add content to a desktop publishing publication

e To consider how different layouts can suit different purposes

e To consider the benefits of desktop publishing

I can change font style, size, and colours for a given
purpose

T can edit text

I can explain that text can be changed to communicate
more clearly

I can create a template for a particular purpose

T can choose the best locations for my content

I can paste fext and images to create a magazine cover
I can choose a suitable layout for a given purpose

I can compare work made on desktop publishing to work
created by hand

disadvantages,
communicate,
font,

style,
landscape,
portrait,
orientation
template,
layout,
content,
desktop publishing,
copy,

paste,
purpose,
benefits
placeholder










