
Computing Progress Curriculum Plan  

By the time the children leave St Peter’s School they will: 

• All pupils will have equal, inclusive  access to computing facilities and curriculum; 

• Children know how to be safe and report unsafe behaviour; 

• Computing to be presented as a creative and fascinating process in which children are encouraged to use their own initiative, imagination, reasoning and investigative skills; 

• Children appreciate the relevance of computing in our society and that they see it as an essential tool for learning, communication, finding information and for controlling and 

understanding their environment; 

• Children receive equal opportunity to develop their computing capability, with the use of computing being planned for in line with its status as a core National Curriculum subject; 

• Differentiation is planned for in each area of the computing curriculum so that children achieve to the best of their ability; 

• Children learn to work individually and collaboratively; 

• Children have a heightened interest and awareness of computing through the regular display of their computing enhanced work in the classrooms and around the school, and the 

positive role modelling of staff towards an appropriate use of computing 

 

Computer Science 
 
CODING 

EYFS KS1 Lower KS2 Upper KS2 

Reception  Year 1 
We are treasure 
hunters 

Year 2 
We are 
astronauts 

Year 3 
We are 
programmers 

Year 4 
We are software 
developers 
We are HTML 
editors 
 

Year 5  
We are 
cryptographers 

Year 6 
 
We are App developers  

Know how to turn 
a programmable 
toy on and off. 
Program a beebot 
to follow a simple 
algorithm. 
Become aware of 
the importance of 
sequencing 
instructions in the 
correct order. 

Understand that a 
programmable 
toy can be 
controlled by 
inputting a 
sequence of 
instructions. 
 •  Develop and 
record sequences 
of instructions as 
an algorithm.  
•  Program the 
toy to follow their 
algorithm.  
 

  Describe 
carefully what 
happens in 
computer games 
. •  Use logical 
reasoning to 
make predictions 
of what a 
program will do.  
• Test these 
predictions.  
•  Think critically 
about computer 
games and their 
use. 

  Design, write and 
debug programs 
that accomplish 
specific goals; 
solve problems by 
decomposing them 
into smaller parts. 
 •  Use sequence ... 
in programs; work 
with variables and 
various forms of 
input and output.  
•  Use logical 
reasoning to 
detect and correct 
errors in 

  Develop an 
educational 
computer game 
using selection and 
repetition.  
• Understand and 
use variables. 
 •  Start to debug 
computer 
programs. •  
Recognise the 
importance of user 
interface design, 
including 
consideration of 
input and output 

Be familiar with 
semaphore and 
Morse code. 
 •  Understand the 
need for private 
information to be 
encrypted 
. •  Encrypt and 
decrypt messages 
in simple ciphers.  
•  Appreciate the 
need to use 
complex passwords 
and to keep them 
secure.  

Become familiar with 
another programming 
toolkit or development 
platform.  
•  Import existing media 
assets to their project.  
•  Write down the 
algorithms for their app. 
 •  Program, debug and 
refine the code for their 
app.  
•  Thoroughly test and 
evaluate their app 



  Break down a 
process into 
simple, clear 
steps, as in an 
algorithm. 

 

Understand what 
algorithms are; 
how they are 
implemented as 
programs on 
digital devices; 
and that 
programs execute 
by following 
precise and 
unambiguous 
instructions 

algorithms and 
programs. 
•  Select, use and 
combine a variety 
of software ... to 
design and create 
... content that 
accomplish(es) 
given goals, 
including ... 
presenting ... 
information. 

Understand some 
technical aspects 
of how the 
internet makes the 
web possible. 
 •  Use HTML tags 
for elementary 
mark up.  
•  Use hyperlinks 
to connect ideas 
and sources. 
 •  Code up a 
simple web page 
with useful 
content.  
•  Understand 
some of the risks  
in using the web. 
Understand 
computer 
networks including 
the internet; how 
they can provide 
multiple services, 
such as the world 
wide web; and the 
opportunities they 
offer for 
communication 
and collaboration. 
 

•  Have some 
understanding of 
how encryption 
works on the web. 

Computer Science  
 
COMPUTATION 
and THINKING 

EYFS KS1 Lower KS2 Upper KS2 

Reception Year 1 
We are TV chefs 
We are treasure 

hunters 

Year 2 
We are game 

testers 

Year 3 
We are Toy 
designers 

Year 4 
We are bug fixers 

Year 5 
We are game 
developers 

 

Year 6 
We are interface 

designers 
We are project managers  

Understand that 
an algorithm is an 
instruction. 
Know that there 
is technology in 

•  Debug their 
programs. 
Understand what 
algorithms are; 
how they are 
implemented as 

Have a clear 
understanding of 
algorithms as 
sequences of 
instructions.  

  Design and make 
an on-screen 
prototype of a 
computer-
controlled toy.  

Develop a number 
of strategies for 
finding errors in 
programs.  
•  Build up 
resilience and 

Create original 
artwork and sound 
for a game.  
•  Design and 
create a computer 
program for a 

Work collaboratively to 
design the app’s 
interface. 
 •  Use wire framing tools 
to create a design 
prototype of their app.  



the home and 
how it helps us. 
Know which 
technology to use 
for purpose. 

programs on 
digital devices; 
and that 
programs execute 
by following 
precise and 
unambiguous 
instructions  
•  Predict how 
their programs    
will work 
Recognise 
common uses of 
information 
technology 
beyond school. 
  Use logical 
reasoning to 
predict the 
behaviour of 
simple programs 

•  Convert simple 
algorithms to 
programs.  
•  Predict what a 
simple program 
will do.  
•  Spot and fix 
(debug) errors in 
their programs. 

•  Understand 
different forms of 
input and output 
(such as sensors, 
switches, motors, 
lights and 
speakers).  
•  Design, write 
and debug the 
control and 
monitoring 
program for their 
toy. 
Design, write and 
debug programs 
that accomplish 
specific goals, 
including 
controlling or 
simulating physical 
systems. 
 •  Use sequence, 
selection, and 
repetition in 
programs; work 
with various forms 
of input and 
output. 
 •  Use logical 
reasoning to 
explain how some 
simple algorithms 
work and to detect 
and correct errors 
in algorithms and 
programs. 

strategies for 
problem solving.  
•  Increase their 
knowledge and 
understanding of 
Scratch. 
 •  Recognise a 
number of 
common types of 
bug in software. 
  Debug programs 
that accomplish 
specific goals.  
•  Use sequence, 
selection, and 
repetition in 
programs; work 
with variables and 
various forms of 
input and output 

computer game, 
which uses 
sequence, 
selection, 
repetition and 
variables.  
•  Detect and 
correct errors in 
their computer 
game.  
•  Use iterative 
development 
techniques (making 
and testing a series 
of small changes) to 
improve their game 

•  Address accessibility 
and inclusion issues.  
•  Document their design 
decisions and the process 
they’ve followed. 
 
  Scope a project to 
identify different 
components that must be 
successfully combined. •  
Identify their existing 
talents and plan how they 
can develop further 
knowledge and skills. •  
Identify the component 
tasks of a project and 
develop a timeline to 
track progress. •  Identify 
the resources they’ll need 
to accomplish a project. •  
Use web-based research 
skills to source tools, 
content and other 
resources. •  Consider 
strategies to ensure the 
quality of a collaborative 
project. 

Digital Literacy 
 
ON LINE SAFETY 

EYFS KS1 Lower KS2 Upper KS2 

Reception Year 1 
In all units 

Year 2 
We are safe 
researchers 

In all units as well  

Year 3 
In all units 

Year 4 
In all units 

Year 5 
In all units 

Year 6 
In all units 



Know that they 
need an adult 
present when 
going online. 
Understand 
stranger danger 
can be online too. 
Know to speak to 
an adult 
immediately if 
they see/ hear 
something online 
that seems 
wrong. 
Know not to give 
out personal 
information 
online. 

Understand 
online risks and 
the age rules for 
sites.  
Do they know 
that personal 
information 
should not be 
shared online?   
 Can they act if 
they find 
something they 
are unsure of 
(including 
identifying people 
who can help; 
minimising 
screen; online 
reporting using 
school system 
etc.) 
 
Use the web 
safely to find 
ideas for an 
illustration. 

Understand 
online risks and 
the age rules for 
site? 
 
Can they 
recognise 
advertising on 
websites and 
learn to ignore it?  
 
Can they begin to 
evaluate websites 
and know that 
everything on the 
internet is not 
true? 
 
Be aware of 
online safety 
issues when using 
email 

Give examples of 
the risks posed by 
online 
communications.  

Understand the 
term ‘copyright’.  
Understand how 
online services 

work.  
Understand that 
comments made 
online that are 

hurtful or offensive 
are the same as 

bullying 
They understand 
the need for 
caution when 
using an internet 
search for images 

. Can they 
independently, 
and with regard for 
e-safety, select and 
use appropriate 
communication 
tools to solve 
problems by 
collaborating and 
communicating 
with others within 
and beyond 
school?  
 ● Do they 
understand they 
should not publish 
other people’s 
pictures or tag 
them on the 
internet without 
permission? ● Do 
they know that 
content put online 
is extremely 
difficult to 
remove?  
Give examples of 
the risks posed by 
online 
communications.  
Understand the 
term ‘copyright’.  
Understand that 
comments made 
online that are 
hurtful or offensive 
are the same as 
bullying.  
  
Understand how 
online services 
work 

Develop their 
research skills to 
decide what 
information is 
appropriate. 
4 •  Understand 
some elements of 
how search engines 
select and rank 
results.  
4•  Question the 
plausibility and 
quality of 
information.  
•  Develop and 
refine their ideas 
and text 
collaboratively.  
•  Develop their 
understanding of 
online safety and 
responsible use of 
technology. 
 
Collaborate with 
others online on 
sites approved and 
moderated by 
teachers.  
  
Give examples of 
the risks of online 
communities and 
demonstrate 
knowledge of how 
to minimise risk 
and report 
problems.  
  
Understand and 
demonstrate 
knowledge that it is 

Collaborate with others 
online on sites approved 
and moderated by 
teachers.  
Give examples of the risks 
of online communities 
and demonstrate 
knowledge of how to 
minimise risk and report 
problems.  
Understand and 
demonstrate knowledge 
that it is illegal to 
download copyrighted 
material, including music 
or games, without 
express written 
permission, from the 
copyright holder.  
Understand the effect of 
online comments and 
show responsibility and 
sensitivity when online.  
Understand how simple 
network are set up and 
used.  
Can they recognise that 
information on the 
internet may not be 
accurate or reliable and 
may be used for bias, 
manipulation or 
persuasion?  Do they 
understand that the 
internet contains fact, 
fiction and opinion and 
begin to distinguish 
between them?  
 ● Can they use strategies 
to verify information, e.g. 
cross-checking? 



 
Know what to do if 
they find an 
unsuitable image? 

illegal to download 
copyrighted 
material, including 
music or games, 
without express 
written permission, 
from the copyright 
holder.  
  
Understand the 
effect of online 
comments and 
show responsibility 
and sensitivity 
when online.  
  
Understand how 
simple networks 
are set up and used 
 
Can they 
independently, and 
with regard for e-
safety, select and 
use appropriate 
communication 
tools to solve 
problems by 
collaborating and 
communicating 
with others within 
and beyond school? 
● Do they 
understand they 
should not publish 
other people’s 
pictures or tag 
them on the 
internet without 
permission? 
  Do they know that 
content put online 

 ● Do they understand 
the need for caution 
when using an internet 
search for images and 
what to do if they find an 
unsuitable image? 
 ● Do they understand 
that copyright exists on 
most digital images, video 
and recorded music?   
● Do they understand the 
need to keep personal 
information and 
passwords private?  Do 
they understand that if 
they make personal 
information available 
online it may be seen and 
used by others? 
 ● Do they know how to 
respond if asked for 
personal information or 
feel unsafe about content 
of  
a message?  
● Can they recognise that 
cyber bullying is 
unacceptable and will be 
sanctioned in line with 
the school’s policy?  
● Do they know how to 
report an incident of 
cyber bullying?  
 ● Do they know the 
difference between 
online communication 
tools used in school and 
those used at home?  ● 
Do they understand the 
need to develop an alias 
for some public online 
use? 



is extremely 
difficult to remove?  

Information 
Technology 
MEDIA 
 
 
 
 
 
 
 
 
 
 
 

EYFS KS1 
 

Lower KS2 
 

Upper KS2 

Reception  Year 1 
We are story 
tellers 
We are TV chefs 

Year 2        We are 
detectives 
We are 
researchers 

Year 3 
We are presenters 
We are 
communicators 

Year 4 
We are co authors 

Year 5  
We are bloggers  

Year 6 
We are marketeers 

Know which 
technology to use 
for purpose. 
Use an ipad to 
take a 
photo/video . Be 
able to switch it 
on and find 
appropriate icon. 

Use different 
features of a  
video camera. 
 •  Use a video 
camera to 
capture moving 
images 
. •  Develop 
collaboration 
skills. •  Discuss 
their work and 
think about how 
it could be 
improved. 
Use technology 
purposefully to 
create, organise, 
store, manipulate 
and retrieve 
digital content 
Use sound 
recording 
equipment to 
record sounds. 
Understand how 
a talking book 
differs from a 
paper-based 
book.  
•  Talk about and 
reflect on their 
use of ICT.  

  Use technology 
purposefully to 
create, organise, 
store, manipulate 
and retrieve 
digital content. 
  Understand that 
email can be used 
to communicate. 
•  Develop skills in 
opening, 
composing and 
sending emails. •  
Gain skills in 
opening and 
listening to audio 
files on the 
computer. •  Use 
appropriate 
language in 
emails. •  Develop 
skills in editing 
and formatting 
text in emails. 
 
Develop 
collaboration 
skills through 
working as part of 
a group. 
 •  Develop 
research skills 
through searching 

Gain skills in 
shooting live video, 
such as framing 
shots, holding the 
camera steady, 
and reviewing. 
 •  Edit video, 
including adding 
narration and 
editing clips by 
setting in/out 
points 
. •  Understand  
the qualities of 
effective video, 
such as the 
importance of 
narrative, 
consistency, 
perspective and 
scene length. 
 
Develop a basic 
understanding of 
how email works. 
 •  Gain skills in 
using email. 
 •  Be aware of 
broader issues 
surrounding email, 
including 
‘netiquette’ and 
online safety. 

Understand the 
conventions for 
collaborative 
online work, 
particularly in 
wikis. 
 •  Be aware of 
their 
responsibilities 
when editing other 
people’s work. 
 •  Become familiar 
with Wikipedia, 
including potential 
problems 
associated with its 
use 
. •  Practise 
research skills 
. •  Write for a 
target audience 
using a wiki tool. 
 •  Develop 
collaboration skills. 
 •  Develop 
proofreading skills 
 
 
 
 
 

  Become familiar 
with blogs as a 
medium and a 
genre of writing 
. •  Create a 
sequence of blog 
posts on a theme.  
•  Incorporate 
additional media. 
 •  Comment on the 
posts of others.  
•  Develop a 
critical, reflective 
view of a range of 
media, including 
text. 

•  Consider key marketing 
messages, including 
identifying a unique 
selling point.  
•  Develop a printed flyer 
or brochure incorporating 
text and images. 
 •  Further develop 
knowledge, skills and 
understanding in relation 
to creating a website 
. •  Further develop skills 
relating to shooting and 
editing video. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



•  Share 
recordings with 
an audience. 

for information on 
the internet 
. •  Improve note-
taking skills 
through the use of 
mind mapping.  
•  Develop 
presentation skills 
through creating 
and delivering a 
short multimedia 
presentation. 

 •  Work 
collaboratively 
with a remote 
partner. 
 •  Experience 
video 
conferencing. 

Information 
Technology 
 
DATA 

EYFS KS1 Lower KS2 Upper KS2 

Reception Year 1 
We are  
collectors 

Year 2 
We are 

zooologists 

Year 3 
We are opinion 

pollsters 

Year 4 
We are 

meteorologists  

Year 5 Year 6 
We are market 

researchers 

Know how to log 
on. 
Use online 
programs eg 
Espresso to sort 
images according 
to simple criteria. 
Learn how to 
hold and begin to 
use and control a 
mouse. 
Begin to become 
familiar with the 
keyboard  
including using  
letters and basic 
keys eg space bar, 
enter/return, 
backspace  
Introduce the 
program Word 

Know how to 
save, retrieve and 
change their 
work. 
Know what to do 
if they encounter 
pictures that 
cause concern.  
•  Group images 
on the basis of a 
binary (yes/no) 
question. 
 •  Organise 
images into more 
than two groups 
according to clear 
rules. 
 •  Sort (order) 
images according 
to some criteria. 
 •  Ask and 
answer binary 
(yes/no) 
questions about 
their images. 

Sort and classify a 
group of items by 
answering 
questions. 
 •  Collect data 
using tick charts 
or tally charts 
. •  Use simple 
charting software 
to produce 
pictograms and 
other basic charts. 
 •  Take, edit and 
enhance 
photographs. 
 •  Record 
information on a 
digital map. 

  Understand some 
elements of survey 
design.  
•  Understand 
some ethical and 
legal aspects of 
online data 
collection. 
 •  Use the web to 
facilitate data 
collection.  
•  Gain skills in 
using charts to 
analyse data. 
 •  Gain skills in 
interpreting 
results. 

•  Understand 
different 
measurement 
techniques for 
weather, both 
analogue and 
digital. •  Use 
computer-based 
data logging to 
automate the 
recording of some 
weather data. •  
Use spreadsheets 
to create charts •  
Analyse data, 
explore 
inconsistencies in 
data and make 
predictions •  
Practise using 
presentation 
software and, 
optionally, video. 

 Create a set of good 
survey questions. 
 •  Analyse the data 
obtained from a survey.  
•  Work collaboratively to 
plan questions 
. •  Conduct an interview 
or focus group.  
•  Analyse and interpret 
the information obtained 
from interviews or a focus 
group.  
•  Present their research 
findings 



Develop basic 
keyboard skills, 
through typing 
and formatting 
text. 
 •  Develop basic 
mouse skills.  
•  Use the web to 
find and select 
images.  
•  Develop skills 
in storing and 
retrieving files. 
 •  Develop skills 
in combining text 
and images.  
•  Discuss their 
work and think 
about whether it 
could be 
improved. 

Information 
Technology 
 
CREATIVITY 

EYFS KS1 Lower KS2 Upper KS2 

Reception Year 1 
We are painters 
 

Year 2 
We are 

photographers 

Year 3 
We are musicians 

Year 4 
We are Vloggers 

Year 5 
We are artists 

We are architects 
 

Year 6 

Children use 
Colour Magic/ 
Tate Paint to 
create marks and 
pictures. 
Children select 
and use basic 
paint program 
tools for effect. 

Select and use 
appropriate 
painting tools to 
create and 
change images on 
the computer.  
•  Understand 
how this use of 
ICT differs from 
using paint and 
paper.  
•  Create an 
illustration for a 
particular 
purpose. 

Consider the 
technical and 
artistic merits of 
photographs.  
•  Use a digital 
camera or camera 
app.  
•  Take digital 
photographs. 
 •  Review and 
reject or rate the 
images they take. 
 •  Edit and 
enhance their 
photographs. 

Use one or more 
programs to edit 
music.  
•  Create and 
develop a musical 
composition, 
refining their ideas 
through reflection 
and discussion. 
 •  Develop 
collaboration skills. 
•  Develop an 
awareness of how 
their composition 
can enhance work 
in other media. 

  Use a search 
engine to learn 
about a new topic.  
•  Plan, design and 
deliver an 
interesting and 
engaging 
presentation.  
•  Search for and 
evaluate online 
images.  
•  Create their own 
original images. 
 •  Create a video 
slidecast of a 

•  Develop an 
appreciation of the 
links between 
geometry and art. 
 •  Become familiar 
with the tools and 
techniques of a 
vector graphics 
package. 
 •  Develop an 
understanding of 
turtle graphics. 
 •  Experiment with 
the tools available, 
refining and 
developing their 

 



Use technology 
purposefully to 
create, organise, 
store, manipulate 
and retrieve 
digital content. 
 •  Recognise 
common uses of 
information 
technology 
beyond school 
Reflect on their 
work and act on 
feedback received 
 

 •  Select their 
best images to 
include in a 
shared portfolio. 
 

narrated 
presentation.  
•  Develop 
understanding of 
how the internet, 
the web and 
search engines 
work. 

work as they apply 
their own criteria to 
evaluate it and 
receive feedback 
from their peers.  
•  Develop some 
awareness of 
computer 
generated art.  
Understand the 
work of architects, 
designers and 
engineers working 
in 3D. •  Develop 
familiarity with a 
simple CAD 
(computer aided 
design) tool. •  
Develop spatial 
awareness by 
exploring and 
experimenting with 
a 3D virtual 
environment. •  
Develop greater 
aesthetic 
awareness. 

 

 

 



Computing is split into 5 different categories: E-Safety, Programming, Multimedia, Technology in Our Lives and Data Handling. Below is the vocabulary progression from Reception until they 

leave us in Year 6. 

Programming 

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Buttons/keys 

Direction  

Beebot 

Instructions 

Program  

Instructions 

Buttons 

Robots 

Patterns  

Program  

Forward 

Backward 

Right-angle turn 

Algorithm 

Sequence 

Debug 

Predict 

Sequence 

instructions  

Sequence debugging 

Test + improve 

Logo commands 

Sequence 

programming 

Type + edit logo 

commands 

Sensors 

Open-ended 

problems 

Bugs in programs  

Complex 

programming 

Explore procedures  

Refine procedures 

Variable 

Hardware + 

software control 

Change inputs 

Different outputs 

Articulate solutions 

Commands 

Predicting outputs 

Plan, program, test 

& review a 

program 

Program writing 

Control mimics + 

devices 

Sensors 

Measure input 

Create variables 

Link errors  
Multimedia 

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Screen/ monitor 

Photo 

video 

Mouse 

Keyboard  

Videos 

Camera stills 

Sounds 

Image bank 

Word bank 

Space bar  

Paint effects 

Templates 

Animation 

Documents 

Index finger typing 

Enter/return 

Caps lock 

Backspace  

Multimedia 

Presentations 

Alignment 

Brush size 

Repeats 

Reflections 

Green screening  

Amend 

Copy  

Paste 

Creating + modifying 

Specific purpose 

Photo modifying 

Keyboard shortcuts 

Bullet points 

Spell check 

Constructive feedback 

Online sharing 

Multimedia effects 

Multimedia 

modification  

Transitions 

Hyperlinks 

Editing tools 

Refining 

Online sharing 

Appropriate online 

tools 

Audience 

Atmosphere 

Structure 

Copyright 

Information 

collection 

HTML code 

Storing  

E-Safety 

Reception Year 1 Year 2 Year 3 and Year 4 Year 5 and Year 6 

Online  

Internet 

Website 

Rules 

Online 

Private information 

Email 

Appropriate/inappropriate 

sites 

Cyber-bullying 

Digital footprint 

Keyword searching 

E-safety rules  

Secure passwords 

Report abuse button 

Gaming 

Blogs 

Responsible online 

communication  

Informed choices 

Virus threats 

Blogs 

Messaging  



Technology in Our Lives 

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Technology in home 

and school 

Internet 

Purpose 

Online tools 

Communicate 

Information sources 

Communication 

Purposes 

Website content 

School network 

Devices 

Computer parts 

Collaborate 

Appropriate online 

communication 

Search tools 

Appropriate 

websites 

Owner  

Different networks 

Information 

collection 

Reliability  

Owners 

Computing devices 

Internet parts 

Collaboration 

Responsibility  

Searching strategies 

Webpages 

Information 

movement 

Connecting devices 

Different 

audiences 

Research 

strategies 

Search result 

rankings 

Acknowledge 

resources 

Data Handling 

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Photos 

Video 

Sort  

Photographs 

Video 

Sound 

Data 

Pictogram 

Digitally  

Capturing moments 

Magnified images 

Questions  

Data collection 

Graphs 

Charts 

Save 

Retrieve 

Questioning  

Database 

Construct 

Contribute 

Recording data 

Data logger 

Present data 

Database creation 

Database searches 

Inaccurate data 

Spreadsheets 

Complex searches 

(and/or: </>) 

Problem solving 

Present answers 

Analyse information 

Question data 

Interpret 

Generate 

Process 

Interpret 

Store 

Present 

information 

Plausibility 

Appropriate data 

tool 

Interrogate 

Investigations  
 

 

 


