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Computing Progression MAP


The National Curriculum for Computing aims to ensure that all pupils:
· can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation.
· can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems.
· can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems.
· are responsible, competent, confident and creative users of information and communication technology.

	EYFS
	Year 1
	Year 2
	Progression to key stage 2 

	Pupils should be taught about:
· understand what algorithms are, how they are implemented as programs on digital devices, and that programs execute by following precise and unambiguous instructions
· create and debug simple programs
· use logical reasoning to predict the behaviour of simple programs
· use technology purposefully to create, organise, store, manipulate and retrieve digital content
· recognise common uses of information technology beyond school
· use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.

	Pupils should be taught about:
· design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· use sequence, selection, and repetition in programs; work with variables and 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
· 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
· use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
· use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.
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Building schemata 

	Nursery (2 and 3-year olds) disciplinary progression in computing
	Nursery (3 and 4-year olds) disciplinary progression in computing
	Reception disciplinary progression in computing

	Art and expressive design 
· Express ideas and feelings through making marks, and sometimes give a meaning to the marks they make.
· Explore different materials, using all their senses to investigate them.
· Manipulate and play with different materials.
· Use their imagination as they consider what they can do with different
· materials.
· Make simple models which express their ideas.

Physical development 
· Use large and small motor skills to do things
· independently, for example manage buttons and zips,
· and pour drinks.
· • Develop manipulation and control.
· • Explore different materials and tools.

	Art and expressive design 
· Make imaginative and complex ‘small worlds’ with blocks and construction kits, such as a city with different buildings and a park.
· Explore different materials freely, to develop their ideas about how to use them and what to make. 
· Develop their own ideas and then decide which materials to use to express them. 
· Join different materials and explore different textures.
Physical development 
· Use large-muscle movements to wave flags and streamers, paint and make marks.
· Use one-handed tools and equipment, for example, making snips in paper with scissors. Use a comfortable grip with good control when holding pens and pencils.

	Art and expressive design
· Explore, use and refine a variety of artistic effects to express their ideas and feelings.
· Return to and build on their previous learning, refining ideas and developing their ability to represent them. 
· Create collaboratively, sharing ideas, resources and skills.
· Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. 
· Share their creations, explaining the process they have used.   

Physical development 
· Develop their small motor skills so that they can use a range of tools competently, safely and confidently. Suggested tools: pencils for drawing and writing, paintbrushes, scissors, knives, forks and spoons.












	Strand/Focus
	Year 1
	Year 2

	Commuting systems and networks 
	[bookmark: _GoBack]Substantive knowledge 
· Explain how these technology examples help us
· Explain technology as something that helps us
· Name the main parts of a computer
· Say what a keyboard is for
· Discuss how we benefit from these rules
· Give examples of some of these rules
· Identify rules to keep us safe and healthy when we are using technology in and beyond the home

	Substantive knowledge 
· Describe some uses of computers
· Identify examples of computers
· Identify that a computer is a part of IT
· Identify examples of IT
· Identify that some IT can be used in more than one way
· Find examples of information technology
· Talk about uses of information technology
· Recognise common types of technology
· Say why we use IT
· List different uses of information technology
· Say how rules can help keep me safe
· Talk about different rules for using IT
· Explain the need to use IT in different ways. 

	
	Disciplinary and procedural knowledge 
· Locate examples of technology in the classroom
· Switch on and log into a computer
· Use a mouse to click and drag
· Click and drag to make objects on a screen
· Use a mouse to create a picture
· Use a mouse to open a program
· Save my work to a file
· Type my name on a computer
· Delete letters
· Open my work from a file
· Use the arrow keys to move the cursor.
	Disciplinary and procedural knowledge 
· Sort school IT by what it’s used for
· Sort IT by where it is found
· Demonstrate how IT devices work together
· Use IT for different types of activities
· Identify the choices that I make when using IT

	Creating media 
	Substantive knowledge 
· Explain which tools were used
· Say which tools were helpful and why
· Know that different paint tools do different jobs
· Explain that pictures can be made in lots of different ways
· Say whether I prefer painting using a computer or using paper
· Spot the differences between painting on a computer and on paper
	Substantive knowledge 
· Explain what I did to capture a digital photo
· Recognise what devices can be used to take photographs
· Talk about how to take a photograph
· Explain the process of taking a good photograph
· Explain why a photo looks better in portrait or landscape format
· Discuss how to take a good photograph
· Identify what is wrong with a photograph
· Explain why a picture may be unclear
· Explain my choices
· Recognise that images can be changed
· Identify which photos are real and which have been changed
· Recognise which photos have been changed

	
	Disciplinary and procedural knowledge 
· Draw lines on a screen
· Make marks on a screen
· Use the paint tools to draw a picture
· Make marks with the square and line tools
· Use the shape and line tools effectively
· Use the shape and line tools to recreate the work of an artist
· Choose appropriate shapes
· Create a picture in the style of an artist
· Make appropriate colour choices
· Choose appropriate paint tools and colours to recreate the work of an artist
· Change the colour and brush sizes
· Make dots of colour on the page
· Use dots of colour to create a picture in the style of an artist on my own.
	Disciplinary and procedural knowledge 
· Take photos in both landscape and portrait format
· Improve a photograph by retaking it
· Experiment with different light sources
· Explore the effect that light has on a photo
· Use a tool to achieve a desired effect
· Apply a range of photography skills to capture a photo


	Programming
	Substantive knowledge 
· Recall words that can be acted out
· Compare forwards and backwards movements
· Compare left and right turns
· Explain what my program should do
· Identify several possible solutions
	Substantive knowledge 
· Show the difference in outcomes between two sequences that consist of the same commands
· Compare my prediction to the program outcome
· Explain the choices I made for my mat design
· Explain what my algorithm should achieve


	
	Disciplinary and procedural knowledge 
· Match a command to an outcome
· Predict the outcome of a command on a device
· Run a command on a device
· Follow an instruction
· Give directions
· Predict the outcome of a sequence involving forwards and backwards commands
· Start a sequence from the same place
· Experiment with turn and move commands to move a robot
· Predict the outcome of a sequence involving up to four commands
· Choose the order of commands in a sequence
· Debug my program
· Plan two programs
· Use two different programs to get to the same place
	Disciplinary and procedural knowledge 
· Choose a series of words that can be enacted as a sequence
· Follow instructions given by someone else
· Give clear instructions
· Use an algorithm to program a sequence on a floor robot
· Use the same instructions to create different algorithms
· Follow a sequence
· Predict the outcome of a sequence
· Identify different routes around my mat
· Test my mat to make sure that it is usable
· Create an algorithm to meet my goal
· Use my algorithm to create a program
· Plan algorithms for different parts of a task
· Put together the different parts of my program
· Test and debug each part of the program

	Data information 
	Substantive knowledge 
· Describe objects using labels
· Identify the label for a group of objects
· Describe an object
· Describe a property of an object
· Describe groups of objects
	Substantive knowledge 
· Explain what the pictogram shows
· Give simple examples of why information should not be shared

	
	Disciplinary and procedural knowledge 
· Match objects to groups
· Count a group of objects
· Count objects
· Group objects
· Find objects with similar properties
· Count how many objects share a property
· Group objects in more than one way
· Group similar objects
· Choose how to group objects
· Record how many objects are in a group
· Compare groups of objects
· Decide how to group objects to answer a question
· Record and share what I have found
	Disciplinary and procedural knowledge 
· Compare totals in a tally chart
· Record data in a tally chart
· Represent a tally count as a total
· Enter data onto a computer
· Use a computer to view data in a different format
· Use pictograms to answer simple questions about objects
· Organise data in a tally chart
· Use a tally chart to create a pictogram
· Answer ‘more than’/’less than’ and ’most/least’ questions about an attribute
· Create a pictogram to arrange objects by an attribute
· Tally objects using a common attribute
· Choose a suitable attribute to compare people
· Collect the data I need
· Create a pictogram and draw conclusions from it
· Share what I have found out using a computer
· Use a computer program to present information in different ways

	Creating media
	Substantive knowledge 
· Recognise keys on a keyboard
· Explain what the keys that I have learnt about already do
· Decide if my changes have improved my writing
· Say what tool I used to change the text
· Explain the differences between typing and writing
· Say why I prefer typing or writing
	Substantive knowledge 
· Describe music using adjectives
· Identify simple differences in pieces of music
· Say what I do and don’t like about a piece of music
· Explain that music is created and played by humans
· Explain how my music can be played in different ways
· Identify that music is a sequence of notes
· Explain how I changed my work

	
	Disciplinary and procedural knowledge 
· Identify and find keys on a keyboard
· Open a word processor
· Enter text into a computer
· Use backspace to remove text
· Use letter, number, and space keys
· Identify the toolbar and use bold, italic, and underline
· Type capital letters
· Change the font
· Select all of the text by clicking and dragging
· Select a word by double-clicking
· Use ‘undo’ to remove changes
· Make changes to text on a computer
	Disciplinary and procedural knowledge 
· Create a rhythm pattern
· Play an instrument following a rhythm pattern
· Connect images with sounds
· Relate an idea to a piece of music
· Use a computer to experiment with pitch
· Refine my musical pattern on a computer
· Add a sequence of notes to my rhythm
· Create a rhythm which represents an animal I’ve chosen
· Create my animal’s rhythm on a computer
· Listen to music and describe how it makes me feel
· Review my work


	Programming 
	Substantive knowledge 
· Compare different programming tools
· Find which commands to move a sprite
· Find blocks that have numbers
· Say what happens when I change a value
· Show that a project can include more than one sprite

	Substantive knowledge 
· Identify that a program needs to be started
· Identify the start of a sequence
· Match two sequences with the same outcome
· Predict the outcome of a sequence of commands
· Work out the actions of a sprite in an algorithm
· Compare my project to my design

	
	Disciplinary and procedural knowledge 
· Use commands to move a sprite
· Run my program
· Use a Start block in a program
· Use more than one block by joining them together
· Change the value
· Add blocks to each of my sprites
· Delete a sprite
· Choose appropriate artwork for my project
· Create an algorithm for each sprite
· Decide how each sprite will move
· Add programming blocks based on my algorithm
· Test the programs I have created
· Use sprites that match my design
	Disciplinary and procedural knowledge 
· Show how to run my program
· Change the outcome of a sequence of commands
· Build the sequences of blocks I need
· Decide which blocks to use to meet the design
· Choose backgrounds for the design
· Choose characters for the design
· Create a program based on the new design
· Build sequences of blocks to match my design
· Choose the images for my own design
· Create an algorithm
· Debug my program
· Improve my project by adding features
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