
Computing Skills Progression 

 Use of ICT and basic skills Researching, Presenting and Communicating Programming 

FS2 Completes a simple program on 
electronic devices  

 
Uses ICT hardware to interact 
with age-appropriate computer 

software   
 
Develops digital literacy skills by 

being able to access, understand 
and interact with a range of 
technologies   
 

 

Can type their name or simple sentence, using the keyboard, to 
match a picture they have drawn. 

 
Can create content such as a video recording, stories, and/or 
draw a picture on screen 

 
Can use the internet with adult supervision to find and retrieve 
information of interest to them 

 

Y1 and Y2 Basic Skills 

Switch a computer on/off 
Log on/off 
 
Use a computer keyboard – 

spacebar, backspace, shift, enter 
- to provide text on screen that 
is clear and error free.  

 
Print work. 
 

Use of ICT 
Role play how IT systems work 
in a bank, a library and a 

supermarket. 
 

Presentations (e.g.  Powerpoint and Prezi) 

 
Use pre-defined layouts or templates for presentations. 
Select appropriate images and sounds to use in their 
presentation from a bank provided. 

Use PowerPoint, combine text, images and sound.  
 
Researching and using search engines 

 
Use appropriate websites provided by the teacher to extend 
knowledge.  

 
Using Word Processing Programmes 
 

Open a word document. 
Type their work using the keyboard. 
Change the font, size and colour. 

Use shift and caps lock for capital letters. 
Delete letters. 
 

Data Handling 
 

Understand and create algorithms 

 
Give each other instructions.  
Link this to what an algorithm is – a set of very 
specific instructions. 

Programme a BeeBot to carry out simple actions. 
Create an algorithm to move or rotate the BeeBot 
using a number of different blocks.  

Turn the BeeBot using rt 90 and lt 90.  

Use a BeeBot to draw squares and rectangles.  

Add sound when programming a BeeBot. 
Use the say command on the BeeBot.  

 
Debug programmes 
Check that a Beebot carries out the intended task. 

If not, check and adjust the alogorithm. 
 
Predict the behaviour of programmes 

 
Predict the behaviour of simple programmes 
 

 



Use simple programmes to create bar charts and pictograms – 
e.g. 2 Simple. 

 
Enter data, title and axis titles. 
 

Using art and graphics programmes 
Control the mouse when using programmes such as 2Simple 
and Revelation Art to create pictures. 

Alter brush size, colour and tool. 
Add shapes and stamps. 
Use the ‘undo’ tool. 

Add a caption. 
 
Creating and Producing Music 

Use a programme such as Chrome music lab to create simple 
tunes.  
Change instrument, length of tune etc. 

Make links between their actions and the music produced. 
 
Creating Films and editing photos 
Use iPads to film other children and to take photos. 

Use appropriate animation programmes such as Puppet Pals 
and 2Simple to create simple films. 
 

 

 

 

Y3 and Y4 Basic Skills 
Save and retrieve work. 

 
Use of ICT 
Make links between the ICT 

they cover in school and how 
ICT is used in the real world. 
 

Presentations (e.g.  Powerpoint and Prezi) 
 

Select layouts and design to match needs of audience. 
 
Select pictures from the internet and insert into PowerPoint 

presentations. 
 
Insert simple buttons into PowerPoint presentations – e.g. 

Home, Return, Next Page. 
 
Researching and using search engines 

Research information using the internet; selecting information 
carefully and refining search to obtain more useful results. 

Understand and create algorithms 
 

Create a simple algorithm related to an everyday 
item. 
 

Input a correct algorithm to successfully achieve 
tasks using Rapid Router.  
 

Create their own course using Rapid Router, 
including more than 3 different algorithm 
instructions/categories.  

 



Research TV advertisements to inspire their own work. 
 

Using Word Processing Programmes 
Use underline, bold and italics. 
 

Use the shift key for capital letters and other symbols. 
 
When selecting font, appearance etc. consider the audience.  

 
Insert pictures into text. 
 

Use copy, paste, undo and delete. 
 
 

Data Handling 
Enter data into Excel. 
Create bar charts. 

Enter title and axes titles. 
Change the colours of the bars. 
 
Using art and graphics programmes 

Use ICT (Comic Life) to create a poster aimed at their peers. 
 
Use an art and graphics programme such as Revelation Natural 

Art Junior, selecting tools carefully to create pictures. 
 
Creating and Producing Music 

Use software such as Chrome music lab to create music to fit a 
given purpose – e.g. as a film soundtrack.  
Make deliberate choices of instrument, major/minor scale, 

tempo etc. to match the purpose. 
Save music and use in different programmes. 
 

 
Creating Films 
Use an iPad to film clips. 

Use Movie Maker or iMovie to put film clips together to create 
a completed advertisement. 

Apply knowledge of inputting algorithms and 
predictions to successfully create the correct 

algorithm to complete a peer’s course.  
 

Use sequence, selection and repetition 

 
Select their own character, scenery, obstacles, such 

as roundabouts, deliveries and traffic lights.   
 
Debug programmes 

 
Within a string of instructions, identify and 
amend/debug a single instruction which is incorrect.  

 
Predict the behaviour of programmes 
 

Predict the outcome of program based on the 
original algorithm. 
 
 



Create title screens and credits. 
Re-order clips and photos. 

Adjust the length of clips. 
Add music. 
 

Y5 and Y6 Basic Skills 
Create folders to organise their 
work. 

Locate work using searches 
within folders. 
Use a range of print functions – 

e.g. booklets, A3 printing. 
Use GoodReader to transfer 
files, photos and film clips 

between the iPads and PCs. 
 
 

Presentations (e.g.  Powerpoint and Prezi) 
 
Create a Prezi presentation – including manipulating set themes 

or creating a theme; creating new slides; altering transitions; 
 
Use hyperlinks in presentations. 

 
Researching and using search engines 
Use knowledge of how search engines work to effectively to 

find appropriate information. 
 
Use a range of symbols to make their internet searches more 

specific and effective. 
 
Be discerning in evaluating digital content; know that some 

online information is not factually correct. 
 
Can cross check information and use reliable websites. 

 
Using Word Processing Programmes 
Combine Word with other programmes – e.g. pasting in 
pictures, resizing pictures, formatting pictures etc., paste in 

tables and graphs from Excel. 
 
Insert and re-format tables. 

 
Centre text. 
 

Use tabs and columns for specific purposes – e.g. writing 
scripts and newspaper articles. 
 

Use shortcuts e.g. Ctrl +C for copy etc. 
 

Understand and create algorithms 
Create an ‘Assign Types’ quiz. Test this to ensure 
that it works as expected and that all outcomes are 

covered. 
Accomplish a goal by decomposing a flowchart into 
smaller parts. 

Design and create a game using Kodu for their peers 
to play: 

 Select scenery to create a maze. 

 Programme the main character, other 
characters and objects to carry out specific 

tasks when given certain inputs. 

 Programme the game so that characters can 
score points. 

 Plan a specific end to the game. 
 

Use sequence, selection and repetition 
Create a flowchart using the following symbols and 
functions: 

• Start/stop 
• Output 
• Process  
• Decision 

Select and copy sections of a flowchart. 
Set up repetition in a flowchart. 
Set up a subroutine in a flowchart. 

Use an if/then decision tree. 
Work with a range of inputs and outputs within one 
simulation. 

 

Debug programmes 

Can test, evaluate and debug an algorithm to ensure 
it works effectively.  



Use Prt Scr and crop. 
 

Data Handling 
Use Excel to create bar charts, line graphs and pie charts 
according to the data set. 

Change the appearance of the graph to meet the needs of the 
audience.  
Combine graphs from Excel with different programmes. 

Use simple formulae on Excel to calculate – e.g. to add, 
subtract, divide and multiply. 
Discuss the effects of changing the data. 

 
 
Using art and graphics programmes 

Use Comic Life for specific purposes – e.g. posters for an 
event, comic strips for a French lesson. Change colours of 
background, font etc. Resize text boxes, speech bubbles and 

thought bubbles. Insert pictures and photos from other 
programmes and folders. 
 
Use a CAD programme – e.g. Sketch Up to create a 3D 

building design. 
Use tools, including shape tools, push/pull, orbit, delete and 
paint, precisely to create an effective design.  

 
Creating and Producing Music 
Use Garage Band to create a piece of music for a given 

purpose. 
Select instruments carefully to match the purpose. 
Use a number of tracks to layer different instruments, bringing 

these in at different times. 
Save and export tracks to use in other programmes. 
Use Audacity to combine tracks – e.g. putting clips from 

Garage Band together to create a longer piece, adding music to 
a commentary track or podcast. 
 

Creating Films 

Check that a flowchart accomplishes the intended 
goal and debug the program if not. 

Evaluate and debug their own Kodu game, 
considering audience and playability.  
 

 
Predict the behaviour of programmes 
Predict the behaviour of programmes within Kodu 

tutorials, within their own game and within the 
games created by their peers. 
Understand the specific algorithms which result in 

behaviour of programmes.  



Use iMovie and Movie Maker to create completed films and 
film trailers. 

Add and adjust soundtracks. 
Combine a number of clips and photos to meet a purpose. 
Use transitions and effects. 

Use titles, captions and credits. 
Split and trim film clips. 
Export films for use in other media. 

 
 

 


