
  
 

 
 
 

 

Great Ellingham and Rocklands Primary Schools 

Computing Skills Progression 

Digital Literacy (Finding, evaluating and communicating information) 

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
Show resilience and 
perseverance in the face 
of a challenge. 
 
Develop their small motor 
skills so that they can use 
a range of tools 
competently, safely and 
confidently. 
 
Be confident to try new 
activities and show 
independence, resilience 
and perseverance in the 
face of challenge. 

 Internet Research:  
Use a web-page to answer 
questions. 
 
 
 
 

 Internet Research:  
Use search technologies 
to find specific pieces of 
information. 
 
Understand features of 
an Internet Browser. 
  
Reference the correct 
source of information. 
 
Be discerning in 
evaluating digital 
content. 
 
Check the internet for 
fake news by cross-
referencing facts.  

 

Inside a computer:  
Use search filters on 
websites to 
find suitable information 

  

 



  
 

 
 
 

 

Great Ellingham and Rocklands Primary Schools 

Computing Skills Progression 

Computer Science (creating applications and programs) 

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
Name items we control in 
the everyday 
environment.  
 
Use everyday technology 
devices.  
 
Explore on screen 
activities – by clicking 
cause and effect.  
 
Use on screen simulations 
and compare with real 
life activities – click and 
drag activities.  
 
Create a simple algorithm 
for a floor robot e.g.: Bee 
Bots. 

Coding: 
Place instructions into 
the correct order 
(sequence) to make 
something work. 
 
Use direction arrows to 
move an on-screen 
object (character/sprite) 
to achieve an objective.  
 
Predict a route and 
sequence direction 
commands (algorithm) 
to achieve an objective.  
 
Correct errors if 
necessary (debug).  
 
Predict a route and 
sequence distance 
commands to program 
an on-screen object to 
achieve an objective.  
 
Predict and sequence 
movement and pen 
commands to program 
the drawing of different 
2D shapes. 
 
Sequence code blocks, 
including movements 
and execute (start 
program) blocks to write 

Coding  
Combine commands to  
follow a route. 
 
Create and debug simple 
programs by selecting 
code blocks, placing 
them in the correct 
sequence and executing 
a program. 
 
Use logical reasoning to 
predict the behaviour of 
simple programs. 
 
Simplify a program by 
using a loop. 
 
Program movements. 
 
Program outputs for 
audio or text. 
 
Find errors in a program. 
 
Program inputs. 
 
Program 
selection/conditions. 

 
 
 

Coding 
Design, write and 
debug programs that 
accomplish specific 
goals. (Including 
outputs) 
 
Use repetition in 
programs. 
 
Work with various 
form of 
inputs; keyboard, 
mouse and touch 
screen. 
 
Write programs to 
simulate physical 
systems. 
 

Create a 3D place 
using various design 
tools. 
 
Write a program to 
control using 
keyboard inputs. 
 
Write a program with 
conditions (selection). 
 
Write a program with 
variables. 

 

Coding  
Program inputs with 
loops, selection and 
sensing for 
interactions.  
 
Work with variables 
and various forms of 
input and output. 
 
Debug programs that 
accomplish goals. 
(correcting errors) 
 
Use selection, data 
variables and 
operators. 
 
Program a virtual 
robot using Scratch 
blocks. 

Coding  
Program inputs for 
control, selection 
(conditions) and 
sensing for 
interaction and 
data variables for 
scoring and a game 
timer.  
 
Program distance 
sensing and 
movement.  
 
Program inputs, 
outputs, loops, 
selection 
(conditions), sensing 
and variables.  
 
Program list 
variables. 
 
Change the variables 
of text 
based commands. 
 
Write text-based 
commands accuratel
y and use fill effects, 
stamps and 
functions. 
 
Write text-based 
commands to 

Coding  
Program keyboard/touch 
screen inputs, selection 
(conditions), loops and 
random variables for 
unpredictability 
(operators). 
 
Program inputs, selection, 
sensing, random variables, 
operators for direction and 
data variables for scoring. 
 
Use inputs, selection, loops, 
sensing, costume changes 
and broadcasts. 
 
Work with multiple sprites 
to send broadcast 
messages between them. 
 
Understand why 
computers/electronics use 
binary. 
 
Match a sequence of binary 
code to create digital art. 
 
To convert binary code 
to denary numbers 
(decimal numbers) and visa 
versa.  
 

HTML: 



  
 

 
 
 

 

Great Ellingham and Rocklands Primary Schools 

Computing Skills Progression 

a program to achieve an 
objective.  

program digital art. 
 
Write text 
commands/functions 
to program keyboard 
inputs in a game. 
(Not compatible with 
iPad/tablet unless 
using physical 
keyboard) 
 

App Design: 
Adjust slide size to 
mimic a phone/tablet 
size.  
 
Add text and 
images (including 
transparent 
images) to a slide. 
 
Add icons and text to 
use as navigation. 
 
Duplicate slides to 
create multiple pages 
of the app. 
 
Create hyperlinks to 

create navigation. 
 

Add and align text and 
change colour. 
 
Program background 
colour. 
 
Add and align images. 

Add hyperlinks to other 
websites. 
 
Add an iframe (such as a 
Google Map) and adjust 
the height and width. 
 

Virtual Reality:  
Understand what virtual 
reality is and how it can 
be used to help people. 
 
Add, move and resize 
objects in a virtual 
reality environment. 
 
Animate objects for 
realism. 
 
Use code blocks to add 
movement (with 
grouping) and 
interactions (conditions). 
 
Create multiple scenes of 
VR environments. 
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Computing Skills Progression 

 

Artificial Intelligence: 
Understand how computers 
use information to learn by 
solving new problems and 
following new instructions. 
 
Understand and use 
examples of machine 
learning. 
 
Understand how artificial 
intelligence is used to 
perform tasks often only 
performed by humans. 
 
Discuss and show 
awareness 
of potential dangers of AI. 

 

 

 

 

 

 

 

 

 



  
 

 
 
 

 

Great Ellingham and Rocklands Primary Schools 

Computing Skills Progression 

 

 

Information Technology (Using technology to process, store, retrieve and exchange data and information)   

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
Technology: 
Children identify, use 
and explore a range of 
technology within the 
classroom (e.g. 
Beebots, I-pads, 
computers, audio 
equipment, cameras) 
and at home. 
 
Explore, use and refine a 
variety of artistic effects 
to express their ideas and 
feelings. 
 
Safely use and explore a 
variety of materials, tools 
and techniques, 
experimenting with 
colour, design, texture, 
form and function 
 
Move the mouse with 
some control to point and 
click Use the mouse to 
click and drag Right click 
using the mouse and uses 
the mouse pad on a 
laptop  
 

Technology: 
Move the mouse or 
trackpad and left click to 
select an object. 
 
Drag and drop with 
mouse or trackpad to 
move objects around the 
screen. 
 
Find letters or numbers 
on a keyboard. 
 
Begin touch typing with 
home row keys. 
 

Art/ Design: 
Change the colour of 
individual pixels to 
accurately re-create 
basic artwork. 
 
Make changes where 
required. 
 
Change the colour of 
individual pixels to 
accurately re-create 
detailed artwork. 
 
Change the colour 
and pattern of elements.  

Digital Art: 
Use lines and fill tools to 
make interesting 
patterns. 
 
Add a variety of shapes 
(outlines and fill) and 
label them with text. 
 
Re-create graphics using 
pixels with different 
colours. 
 

Animation: 
Add a background and 
objects to a frame, 
including text. 
 
Copy/clone a frame and 
move objects to create 
an animation. Plus flip 
an object. 
 
Create stop-motion 
animation with photos. 

 
Data Handling: 
Understand what data is 
and collect it as a tally.  
 

Comic Creation:  
Add, resize and 
organise colour or 
picture backgrounds. 
 
Add, resize, organise 
characters/object to 
different panels. 
 
Add narration using 
text and direct speech 
using speech bubbles. 
 

Storyboards: 
Add and edit 
backgrounds. 
 
Add and edit 
characters, including 
changing posture, 
expression and 
clothing. 
 
Add narration and 
speech bubbles, 
including formatting 
text. 
 
Duplicate objects to 
match scenes. 
 

Animation: 
Create a stop-motion 
video by duplicating 
slides that include 
backgrounds and shapes. 
 
Create animation using 
transition and animation 
effects (morph, motion 
paths, pulse etc), 
including taking and 
editing a screenshot. 
 
Animate individual 
elements of objects.  
 
Create animated GIF files 
by animating pixels. 

 
Data Handling: 
Change appearance of 
cells in a spreadsheet (fill 
colour and border) then 
add and align text.  
 
Find and add data to a 
spreadsheet, resize cells 
and use the software to 
create a suitable chart 
with a title.  
 

Data Handling  
Select and use non-
adjacent cells plus 
resize multiple cell 
widths and 
copy/paste cells.  
 
Use formulae to find 
totals, averages and 
maximum/minimum 
numbers. 
 
Find data and create a 
spreadsheet to suit it. 
 
Search a database for 
specific information. 
 

Ebook Creation: 
Add page colour and 
style. 
 
Add, position and 
format text on different 
pages. 
 
Add and position 
images. 
 
Add audio, including 
hiding it behind an 

Data Handling  
Design and create a 
spreadsheet for a 
specific purpose, 
incorporating 
different features of 
design and function 
 
Graphic Design: 
Add, adjust and fill 
shapes. 
 
Group shapes 
to improve accuracy 
and speed. 
 
Add and customise 
gradient effects. 
 
Adjust 
transparency/opacity 
for a purpose. 
 
Use a colour picker 
correctly. 
 
Accurately rotate 
shapes. 

 
Image Editing:  



  
 

 
 
 

 

Great Ellingham and Rocklands Primary Schools 

Computing Skills Progression 

Use a paint package to 
draw a picture using a 
range of devices e.g. 
Paint, 2Paint a picture  
Save work in a folder.  
Use simple tools in a 
painting package e.g. 
different sized brushes, 
colour-fill, and palette  
 
Find the letters in name 
on a computer keyboard 
and type name 

 
Position and rotate 
objects on a design. 
 
Position objects in 
relation to each other. 
 
Resize, rotate, flip and 
arrange objects 
behind/in front of each 
other. 
 
Add, move and resize 
images. Add text and 
adjust size and 
placement. 
 
Add, resize and place 
images on a page then 
add and position text to 
label and describe 
images. 
 
Use word banks to write 
sentences about images. 
 

Digital Music: 
Create a rhythm using a 
pattern of beats. 
 
Create digital sounds 
using patterns and 
shapes. 
 
Create a simple melody 
using patterns and 
adjust tempo. 

Use software to label a 
pictogram and add data 
to each column. 
 
Edit a table with correct 
titles and numbers. 
 
Use software to create a 
bar chart/pie chart/line 
chart suitable for the 
data. 
 
Interpret 
a pictogram/bar 
chart/line chart. 
 

Ebooks: 
Add a book cover with 
title, author, colour and 
image. 
 
Add multiple pages 
based on a theme. 
 
Add text on different 
pages. 
 
Add images on different 
pages to match the 
theme/text. 
 
Add voice recordings to 
match the text and 
theme. 

Search for objects to 
use. 
 
 
 

Digital Art: 
Use various lines and 
fill tools plus 
copy/paste and 
rotation to create 
pattern effects.  
 
Use shapes, fill, 
copy/paste, zoom 
and flip to create 
reflective symmetry 
effects.  
 
Use stamps, 
copy/paste, layers 
and multiple frames 
to create animated 
GIF computer game 
graphics.   
 

Digital Music: 
Create ascending and 
descending scales. 
 
Add chords evenly 
across the scales. 
 
Add arpeggios and 
melodies. 
 
Add a steady and 
even rhythm. 
 

3D Design: 
Understand 3D spacial 
awareness. 
 
Add 3D shapes, resize, 
adjust height, duplicate 
and use the different 
perspective. 
 
Re-create different types 
of buildings using 3D 
shapes. 
 
Create roads/paths by 
adjusting the height of 
3D shapes. 
 
Add windows and door 
shapes. 
 

Video Editing: 
Add scene images. 
 
Add scripted voiceover 
audio, adjust the volume 
and crop clips (including 
splitting a clip). 
 
Add more clips and use 
transition effects. 
 
Add titles. 
 
Use elements such as 
shapes. 
 
Add music background 
music and adjust the 

object. 
 
Add hyperlinks to text 
and images. 
 
Search for shapes. 
 
Lock and arrange 
shapes (extension 
task). 
 

Digital Music: 
Layer tracks using 
sounds and effects.  
 
Create effective 
instrument tracks.  
 
Edit tracks and 
effectively adjust 
volume and add 
effects.  

 
 
 

Take and crop a 
screenshot and 
understand ratios. 
 
Adjust the colours, 
brightness, contrast 
and filters. 
 
Add drawing and text 
layers. 
 
Import new images as 
layers and resize/add 
effects. 
 
Save finished image to 
use in other projects. 
 
Web Design: 
Add and format text 
within a website. 
 
Organise sections of 
web-pages and 
multiple page with 
relevant titles. 
 
Add and edit images. 
 
Include other features 
such as hyperlinks, 
buttons and files. 
 
Evaluate other websites 
and provide 
constructive feedback. 
 
Make 
necessary changes to 
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Computing Skills Progression 

Use sampled sounds 
to create an effective 
mix. 
 
Build beats, melody 
(tones) and effects.  

Document Editing/ 
Creation: 
Copy and Paste text 
and images. 
 
Find and replace 
words. 
 
Format text for a 
purpose. 

Add bullet points to 
make lists. 
 
Experiment with 
keyboard shortcuts. 

3D Design: 
Understand and use 
3D space on a grid. 
 
Re-create or design 
familiar 3D models 
using cubes, such as 
tables and chairs. 
 
Use chisel tool to 
improve and adapt 
models. 
 
Colour individual 

volume. 
 
Export a project. 
 
 
 

Ebook Creation: 
Add page colour and 
style then position and 
format text. 
 
Add and position images 
from camera/internet. 
 
Add audio, including 
hiding it behind an 
object. 
 
Add hyperlinks to text 
and images. 
 
Add and format shapes. 
 
Use hyperlinks for 
navigation. 

the website based on 

feedback. 
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Computing Skills Progression 

blocks or 
whole models. 

Infographics: 
Understand what an 
infographic is and 
why we use them. 
 
Search for and add 
suitable graphic 
elements. 
 
Add and format 
suitable titles and 
text. 
 

Label an image 
with arrows and text 

 

Action points for Computing:  

 Finish re-drafting long term plan for Computing. 

 Consider introducing other units such as BBC Bitesize to cover some skills not covered fully enough in new scheme of work.  

 Assess the way foundation subjects are assessed. Ongoing training from Emma Adcock will support this. 

 Break down the skills further for each year group in all three areas of computing and ascertain the knowledge children will need prior to 

completing these skills. Add this to the knowledge progression document.  

 


