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	Reception
	Computing Skills
	E-Safety – Smartie the Penguin
	Media
	Handling Data
	Programming

	
	Knows how to operate simple equipment. 
	Understand to tell an adult if something unexpected appears online.
	Use Talking Tins to record messages.
	Sort items according to given and own criteria e.g. colour, number of legs, initial sound.
	Give instructions to move a turtle on the Interactive Whiteboard.

	
	Shows an interest in technological toys with knobs or pulleys, or real objects.
	Understand to tell an adult if age-inappropriate games or content appear online.
	Make a musical instrument to record.
	Sort images on the Interactive Whiteboard according to similarities and differences.
	Make a course for a Beebot.

	
	Shows skill in making toys work by pressing parts or lifting flaps to achieve effects such as sound, movements or new images.
	Understand to tell an adult if anyone says something unkind online.
	Create an image using the Paint program.
	
	

	
	Knows that information can be retrieved from computers.
	
	Read an online book.
	
	

	
	Completes a simple program on a computer.
	
	Record part of a story using a digital microphone.
	
	

	
	Interacts with age-appropriate computer software.
	
	Take photos using a digital camera.
	
	

	
	Children recognise that a range of technology is used in places such as homes and schools. 
	
	Make a card using a publishing program.
	
	

	
	They select and use technology for particular purposes.
	
	
	
	

	
	
	
	
	
	




	Computing

	Year 1

	Computing Skills
	E-Safety
	Media
	Handling Data
	Programming - Beebots

	
	Understand how computers are powered.
	Understand who to tell if they have an online problem.
	Use brushes and tools, fill and shapes to create pictures.
	Sort and group pictures and objects by given and own criteria.
	Follow and give instructions using forward, backward and whole, half, quarter and three quarter turns. 

	
	Log on independently.
	Understand that personal information should not be shared online and what to do if asked for it.
	Use digital devices to record voices for a specific purpose.
	Ask questions to seek further knowledge.
	Control remote controlled and programmable toys using direction and turn.

	
	Save work.
	Understand ways that people communicate online and how to be a good online friend.
	Use digital devices to take photographs and create short videos.
	Match pictures and grouped objects to name labels.
	Predict the effect of a given instruction on a programmable toy.

	
	Learn to position fingers correctly on the home row (Dance Mat Typing Level One: Stage 1, 2 and 3)).
	Understand that you don’t always know who you are talking to online.
	Add content to a page by selecting from and image and word bank.
	Record information using tallying and tables.
	Plan and test a sequence of instructions.

	
	Write sentences using spaces between words.
	Understand that some websites are safe to visit and what to do if they find an unsafe site.
	
	Contribute to the creation of a pictogram.
	Debug a sequence of instructions given to a programmable toy by testing.

	
	Use return to begin a new line and backspace to delete.
	
	
	Create a pictogram independently.
	Use an on screen resource to replicate movements of a programmable toy.

	
	
	
	
	Answer questions about a pictogram by counting.
	Plan and test a sequence of instructions on screen.

	
	
	
	
	
	Write their own algorithm relating to a real life context. 

	
	
	
	
	
	Debug a given algorithm.




	Computing

	Year 2
	Computing Skills
	E-Safety
	Media
	Handling Data
	Programming - Probots

	
	Find and open a saved file.
	Understand that information they put online leaves a digital footprint.
	Use a range of tools to mix colour, create pictures and repeating patterns.
	Ask questions that can be answered yes or no.
	Plan and enter a sequence of instructions on a floor robot specifying distance and turn to achieve a given outcome

	
	Learn how to copy and paste text, images and files.
	Understand what information is safe to share and what shouldn’t be shared online.
	Import images from a file.
	Create decision trees using objects and photographs.
	Debug a sequence of instructions.

	
	Import an image from a camera.
	Recognise that some websites are safer than others and identify why.
	Change images using the brush, fill and shape tools.
	Explore a branching database.
	Plan and test a sequence using distance and turn instructions to achieve a given algorithm.

	
	Use search engines to find information from different sources.
	Understand how to avoid inappropriate websites, apps and games with safer searches.
	Change colour, size and font of text.
	Use data to create charts and graphs.
	Find an alternative algorithm to one already given.

	
	Learn the six keys above the home row the home row (Dance Mat Typing Level Two: Stage 4, 5 and 6).
	Understand how to communicate online appropriately.
	Plan and take digital images with consideration to the framing of the image.
	Answer questions from charts and graphs.
	Edit a given algorithm to achieve a different outcome.

	
	
	Identify what to do when communication is inappropriate.
	Review and delete unwanted photographs.
	Save data and retrieve it.
	Replicate an algorithm using programming software and debug.

	
	
	
	Review and delete unwanted video recordings
	
	Write an algorithm to produce a shape. 

	
	
	
	
	
	Use repeat in a real life context. 

	
	
	
	
	
	Predict what a given algorithm will do and test their predictions by creating a program using it.




	Computing

	Year 3
	Computing Skills
	E-Safety
	Media
	Handling Data
	Programming - Logo

	
	Use bold, underline and italics.
	Understand the benefits of using passwords.
	Create pictures using a range of tools and effects (blur, diffuse, darken, reflect)
	Find information from a database to answer straightforward questions. 
	Understand how instructions given in a logo program relate to instructions given to a programmable robot / toy.

	
	Use highlighting to edit fonts, sizes and colours.
	Understand and use strategies for creating strong and secure passwords.
	Take digital images using zoom and edit them.
	Add to a database.
	Solve problems with a floor robot and replicate their solutions on screen.

	
	Use the spellchecker to check written work.
	Identify some of the dangers of using mobile technology, including underage gaming and know how to keep safe.
	Record sounds and voices.
	Answer questions using information from a branching database.
	Use logo commands to write an algorithm and program e.g. to draw regular shapes.

	
	Learn the six keys below the home row the home row (Dance Mat Typing Level Three: Stage 7, 8 and 9).
	Understand that you can buy online.
	Edit sound to add effect to recordings. (Audacity)
	Ask and answer questions that have a yes or no answer.
	Debug a program written in logo commands and using a visual programming language.

	
	Use key words to search.
	Understand that some websites are designed to encourage people to buy.
	Create text based documents with appropriate fonts, size, colours, bold, underline and/or italics for emphasis.
	Create a branching database to answer questions.
	Use repeat in logo to write a program.

	
	
	Understand that websites, apps and games can feature in-app purchases and know how to avoid costs.
	Create an end product combining still images, sound and effects.
	Record and present data in drawings, pictograms, bar charts and tables.
	Test and debug given programs.

	
	
	Understand how to write clearly and respectfully online.
	
	Answer one and two-step questions from collected data.
	Write an algorithm using logo and using a visual programming language to achieve an outcome.

	
	
	Understand the potential consequences of being disrespectful online.
	
	Use a data logger to monitor changes and describe findings.
	Explain how an algorithm solves a problem.

	
	
	
	
	
	Write a program in which an object is used to trigger an action.




	Computing

	Year 4
	Computing Skills
	E-Safety
	Media
	Handling Data
	Programming - Kodu

	
	Use right click to correct spelling and find synonyms.
	Understand how to be a responsible and respectful digital citizen in online communities.
	Edit pictures by copying and pasting sections of a picture.
	Ask questions and identify data to be collected to answer them.
	Test and improve given programs.

	
	Use the snipping tool.
	Understand that online messages can hurt.
	Take digital images and crop them.
	Plan and create a database.
	Improve efficiency in programs by comparing different solutions and by using repeat.

	
	Create file structures.
	Understand how to deal with cyberbullying and support others.
	Edit sound and music files using copy and paste. (Audacity)
	Distinguish between types of data in a database field (numerical, text, list).
	Write and edit programs.

	
	Prepare and refine keyword searches.
	Understand that the content of what you post online can influence how others see you.
	Edit sound files and add effects. (Audacity)
	Search and sort data in a database to answer questions.
	Use procedures as part of a program. 

	
	Learn the five more keys and how to use shift to make capital letters (Dance Mat Typing Level Four: Stage 8, 9 and 10).
	Understand the dangers of online gaming and develop strategies to keep safe.
	Script, plan and create a film, with consideration to types of shot.
	Identify inaccurate data.
	Define variables.

	
	Use bullet points, numbering, indenting and columns.
	Understand how to protect against identify theft by selecting information that is shared online.
	Understand how a blog is organised.
	Present data appropriately for a purpose and audience.
	Plan and write a program using a flow chart structure.

	
	
	Understand that websites target advertisements and develop strategies to manage this.
	Contribute to a blog.
	Use a data logger and analyse the fndings.
	Use sensors to ‘trigger’ an action.

	
	
	
	
	
	Write an algorithm. 

	
	
	
	
	
	Create a program that will use a simple selection.




	Computing

	Year 5
	Computing Skills
	E-Safety
	Media
	Handling Data
	Programming - Scratch

	
	Use word processing software to design and format for a specific purpose.
	Understand what spam is, the form it takes and strategies for dealing with it.
	Create pictures using a wide range of effects and tools for a specific purpose audience.
	Identify data required to answer specific questions.
	Plan an algorithm and then use it to write a program.

	
	Understand different parts of a website.
	Understand that websites try to influence our views.
	Use a range of tools and effects to edit sounds and music for a specific purpose and audience.
	Present data suing different graphs and charts in a spreadsheet. 
	Use looping and repeat until a condition is met in programs.

	
	Use presentation software to prepare effective presentations.
	Understand how to distinguish between facts and opinions.
	Script and plan an animation for a specific purpose using a green screen.
	Collect and record information using databases and spreadsheets.
	Group commands to create sub-routines.

	
	
	Understand that social networking sites share and use information and that this carries a risk.
	Compare different online communication methods.
	Complete complex searches using < >, and /or.
	Use selection structures in a program.

	
	
	Understand what plagiarism is and how to use the work of others.
	Explain how different online communication methods are similar and different.
	Answer questions by identifying data that can be collected using a data logger: analyse findings and present outcomes.
	Write programs in which an input controls an output and edit to give a different output.

	
	
	Understand how to protect devices from harm.
	
	
	Create a program to simulate and control a real life system.

	
	
	Discuss the consequences online behaviour can have on individuals and others.
	
	
	 Control physical devices. 

	
	
	
	
	
	Use 4 quadrants to identify position in a visual programming language.

	
	
	
	
	
	Apply knowledge of logo in another program. 

	
	
	
	
	
	Create a variable in a program. Use a varying sensor in a program.




	Computing

	Year 6
	Computing Skills
	E-Safety
	Media
	Handling Data
	Programming - Flowel

	
	Understand that source code (HTML) is used to create website.
	Understand how the media shapes perception of gender.
	Take and edit digital images in different ways for different purposes and audiences. 
	Complete data collection and analysis independently.
	Plan an algorithm using flow chart notation and then use it to write a program.

	
	Understand how network services function, including online storage, and use this effectively.
	Understand that online users have digital responsibilities for their online interactions.
	Use tools and effects to change sound and music to have a different impact on an audience.
	Select, check accuracy and analyse the data, using appropriate data manipulation tools, and present results.
	Write a program from a given algorithm to achieve a specified outcome. 

	
	Create hyperlinks.
	Identify secure websites, find privacy policies and privacy seals of approval.
	Create and amend text based documents for contrasting purposes and audiences.
	Solve problems by manipulating and interrogating data and present findings.
	Use the program to test and improve the original algorithm. 

	
	Add transitions to a presentation.
	Compare cyberbullying and in-person bullying.
	Incorporate hyperlinks and transitions into documents and presentations.
	Question the integrity of data and identify where data may be compromised.
	Control on screen mimics and physical devices using more than one input and predict the outputs. 

	
	
	Develop a range of strategies for dealing with cyberbullying.
	Plan a film or animation for a specific purpose using the green screen for a specific impact on a specified audience.
	
	Use selection structures in a program.

	
	
	Critically assess and cross-reference digital resources.
	Choose an online communication mechanism for a specific purpose and explain reasons for choosing it.
	
	Create variables in a program. 

	
	
	
	
	
	Use sensors to measure an input in order to trigger a sequence and procedure. 

	
	
	
	
	
	Edit programs using procedures / subroutines to improve efficiency.
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