
 

Computing Skill Progression Map 
 

 Programming and Development 
Computer Science 

E-Safety 
Digital Literacy 

Information Technology 
Generic  

 

EYFS To give instructions to a beebot. 
To create a Bee Bot program using a sequence of 
instructions before running it using the Go button.  
 
. 

To understand the ways in which we can keep 
themselves safe and understand why they need to 
keep safe while using digital technology and the 
Internet 
 

To use a keyboard and trackpad to input information 
into the computer. 
To use a touchscreen to operate a tablet.  

 

Year 1 To understand algorithms as sequences of 
instructions in everyday contexts. 
To take a problem and then plan a sequence of 
steps to solve it.  
 

To know what to do if they find inappropriate 
images: tell an adult. 

Use digital technology to store and retrieve content. 

Year 2 To give logical explanations for what they think a 
program will do. 
 
To give logical explanations of what a program will 
do under given circumstances, including some 
attempt at explaining why it does what it does.  
 
The program could be one they themselves have 
written or it could be a computer game or a familiar 
piece of software. 
 

To understand what to do if they have concerns 
about content or contact online. 
 
They should know to tell their teacher or their 
parents if this happens, and be 
aware that they could talk to another trusted adult. 
 

To create and edit original content for a given 
purpose using a range of digital technology. 
 
Content-creation technology might include iPads, 
computers and digital cameras.  
Projects might include digital photography, creating 
image-based presentations, composing an email, 
researching a topic and creating a presentation and 
creating simple charts. 

 
  

Year 3 To design and write a program using a block 
language, without user interaction. 
 
A typical program might be a scripted animation 
for a joke, part of a story, or linked to another area 
of the curriculum. Programs could use pre-built 
sprites or ones designed by themselves 
(Espresso/Scratch) 
 
Expect programs to include movement and 
dialogue; they may also include sound effects and 
some use of costumes to allow for animated 
movement. There may be more than one sprite in 
the animation. 

To recognise unacceptable behaviour when using 
digital technology. 
 
To identify what would be unacceptable or 
inappropriate behaviour when using digital 
technology in a range of contexts. 
 
E.g. They should know what would be 
unacceptable when using online communities, 
such as the Scratch website, or when shooting or 
publishing video. They should know what would be 
unacceptable use of the Command prompt, email 
or online survey tools. 

 
 

 
 

To use sequence in programs. 
 
In on-screen programming, the program should 
include a sequence of commands or blocks in an 
appropriate order. 
 
A typical program could be a simple scripted 
animation, e.g. telling a joke, a story or 
explaining an idea taken from elsewhere on the 
curriculum.  
 
The program might include multiple sprites; 
instructions could include movement, on-screen text, 
sound and/or costume changes. 
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Year 4 To develop their own simulation of a simple 

physical system on screen. 
 
To can create a Scratch (or similar) program to 
simulate a simple physical system.  
 
This could be in the form of a simple animation or 
an on-screen prototype for 
a product made in design and technology. 

 
 
 
 

To understand that they should be careful about 
what they post online as it may not always be 
possible to completely delete it. 
 
 
 

To use logical reasoning to detect and correct errors 
in programs. 
 
To can give well-thought-through reasons for errors 
they find in programs and explain how they have 
fixed these.  
 
To find and correct errors by 
reasoning logically about the program code; they 
might also be able to use logical reasoning to identify 
errors in programs when executed and confirm that 
they have fixed these by testing the new version of 
their program. 
 

Year 5 To use sequence, selection and repetition in 
programs. 
 
The program, typically written in Scratch, or 
similar, should include sequences of commands or 
blocks, some repetition and selection. Repetition 
might include exit conditions (e.g. repeat...until...). 
Selection would normally be of an if...then or 
if...then...else type.  
 
Programs might include creating a computer 
game. 

 
 
 

 

To know how to report inappropriate behaviour 
when using technology in school: preferably this 
will be to their teacher, the 
network manager or another trusted adult. 
 
They should know how to report any concerns 
over inappropriate behaviour with digital 
technology at home. Preferably this would be 
through discussion with their parents, with you or 
with another trusted adult.  
 
To also know how to report inappropriate 
behaviour to those running websites which they 
regularly use, and to ChildLine, CEOP or to the 
police 

 

To plan a solution to a problem using decomposition. 
 
To take a complex problem, identify component parts, 
use decomposition to break this problem down and 
then plan how they can solve the 
problem by working through the elements they have 
identified.  
 
Projects could include developing a computer game, 
creating a website or designing a building. 

 

Year 6 To design, write and debug a program based on 
their own ideas. 
 
To test and debug their code, explain what bugs 
they found and how they fixed these 
 
 
 
 

To understand that social media websites have 
age restrictions and the dangers of using social 
media. 
 
They should know how to report any concerns 
over inappropriate behaviour with digital 
technology at home. Preferably this would be 
through discussion with their parents, with you or 
with another trusted adult.  
 
To also know how to report inappropriate 
behaviour to those running websites which they 
regularly use. 

To use and combine multiple digital devices 
(Cameras, Internet and Computers) to achieve 
particular goals.  
E.g. They might use photos, the internet and a 
computer-based program to make a newsletter. 
 
To understand how mobile phone or other networks 
operate. 
 
To explain how mobile phone (or other) networks 
operate: they should know that information is 
transmitted digitally, and have some understanding of 
the network topology involved.  
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In the case of mobile phone networks, they should 
show some understanding of the interactions 
between a phone, cell transmitters/receivers and the 
network's control systems. 
 


