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Predominant Area of Computing®
Computer Information Digital
Science Technology Literacy

*Most units will include aspects of all strands.

Early Years (Reception)

Rather then a scheme with set lessons, the early years resources are designed to integrate into the day-to-
day routine and set-up of an early years setting with opportunities for using Mini Mash or Purple Mash as
part of the Early Years curriculum to support children in working towards early learning goals.

In addition, there are units of suggested ideas that focus on computing skills specifically, that can also be
provided as opportunities for learning as part of the topics in other areas to give children a sound basis to
explore topics using technology and to be ready for progressing through the Computing curriculum. These
are as follows and are designed to be integrated and linked to wider early years curriculum areas. These
have been loosely classified into the three streams but there is overlap between all three streams.
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Predominant Area of Computing®

Computer Infarmation Digital
Science Technology Literacy

*Most units will include aspects of all strands.

Year1
Unit 1.1 Unit 1.9
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Safety & outside
Exploring school
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Mash
Number 4 2
of
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Main
tool
Year 2
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Predominant Area of Computing®

Computer Infarmation Digital
Science Technology Literacy

*Most units will include aspects of all strands.
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email
safety)
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lessons

Main
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*Platform dependent

Year 4

Mumber
of
lessons

Main
tool




Predominant Area of Computing®

Computer Information Digital
Science Technology Litaracy
*Most units will include aspects of all strands.
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Main
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Mumber
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Main
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Computing Progression
N.C. Statements KS1 Year 1

Statement

Create and debug simple
programs.

Use logical reasoning to
predict the behaviour of
simple programs.

When looking at a program,
children can read code one
{ine at a time and make good
aitempts to envision the
Bigger picture of the overall
effect of the program.
Children can, for example,
interpret where the furtle in
will end up

at the end of the program.
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Digital Literacy




Computing Progression
N.C. Statements KS1 Year 2

®

Computer Science

Information Technology

Digital Literacy

Create and debug simple Use logical reasoning to
programs. predict the behaviour of
simple programs.

Challenges: Chimp. & cause and effect
Children's program designs sentence of what wall
dispiay 8 Qrowing awareness happen in 3 program.
of the need for fogical,
programmable steps.
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Computing Progression
N.C. Statements KS2 Year 3

Outcome

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.

the difference in the
effect of using a timer
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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.
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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.

Children can collect,
analyse, evaluate
and present data and
information using &
selection of software,
eg. using & Branching
database (2Question),
using software such as
2Graph Children can
consider what software
is most appropriate
for @ given task They
can create purposetul
content fo aftach to

emails, e.q. 2Respond

Usze technology
safely, respectfully
and responsibly;

recognise
un
behaviour; identify a
range of ways to report
concern about content
and contact



Computing Progression
N.C. Statements KS2 Year 4
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Use search technologies  Select, use and combine

Outcome

Diesign, write and
debug programs that
accomplish specific
goals, including
controlling or simulating

Use seguence, selection
and repetition in
programs; work with
variables and various
forms of input and

output.

Children’s use of timers to
are becoming mare logical
and are integrated into
They understand IF
statements’ for selection
and attempt to combine
these with other coding
structures including
variables to achieve the
effects that they design in
their programs. As well as
understanding how
variables can be used fo
store information while 3
Drogram is executing,
they are able to use and

make use of user inputs
and outputs such as ‘print
to saeen’. eg. 2Code.

lUze logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

that they are thinking of
the structure of 3
program i logical,
achievabie steps and
absorbing some new
knowledge of coding
structures. For exampie,
IF statements,
repetition and variables.
They can trace code and
use step-through
methods to identify
emors in code and make
logical attempis to
covrect this. In programs
such as Logo, they can
‘read” programs with
several steps and
predict the outcome
aocurately.

Understand computer
networks, including
the intemet; how they
can provide multiple
services, such as the
World Wide Web, and
the opportunities they
offer for communication
and collaboration.

Children recognise the
main component parts
of hardware wihich
allow computers to join
and form a network.
Their ability to
understand the online
safety implications
associated with the
ways the intermet can
be used to provide
different methods of
commuTicaion is
Improving.

effectively, appreciate
how results are
selected and ranked,
and be disceming
in evaluating digital
content.

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.
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Use technology
safely, respectfully
md_remnnﬂlr:

recognise
unacceptable
behaviour; identify a
range of ways to report
concern about content
and contact.



Computing Progression
N.C. Statements KS2 Year 5

Statement

Dresign, 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.

increasing ease and
their own designs show
that they are thinking of
how to accomplish the
st task in code utiising
such structures. They
are combining seguence,
with other coding
structures to achieve
their algothm design.

lse logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

When children code,
they are beginming fo
think about their code
structure in terms of
the ability to debug
and interpret the code
later, eg. the use of
tabs to organise code
and the naming of
varables

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.

Children understand the
value of computer
networks but are also
aware of the main
dangers. They recognise
what personal
Information is and can
explain how this can be
kept safe. Children can
select the mast
appropnate form of
online commumications
contingent on audience
and digital content, eg.
2Blog, 2Emai, Display
Boards.

Information Technology Digital Literacy

Use search
technologies
effectively, appreciate
how results are
selected and ranked,
and be discermning
in evaluating digital
content.

Chitdren search with
greater complexity for
digital comtent when
using a search engine.
They are able to
explain in some detail
how credibie a
webpage is and the
information it contains.

Select, use and
combine a variety of
software (including

internet services) on a
range of digital devices
to design and create
arange of programs,
systems and content
that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and
information.

Children are able to
make appropriate
improvements fo digital
solutions based on
feedback received and
can confidentiy
comment on the success
of the sofution. eq.
creating their own
program to meet a
design brief using
2Code. They objectively
review solutions fram
others. Children are able
fo collaboratively create
conternt and solulions
using digital features
within software such as
cofflaborative mode.
They are abie fo use
sevieral ways of shaning
digital cantent, i.e.
2Blog- Display Boards
and 2Email-

Use technology
safely, respectfulby
and responsibly;
recognise acceptable/
unacceptable
behaviour; identify a
range of ways to report
concern about content
and contact.



Cresign, write and
debug programs that
accomplish specific
goals, including
controlling or simulating
physical systems;
solve problems by
decomposing them into
smaller parts.

Children are abie to fum
3 more complex

Computing Progression
N.C. Statements KS2 Year 6

lIse sequence, selection
and repetition in
programs; work with
variables and various
forms of input and

output_

Children transiate
algorithims that include
sequence, selection and
repetition into code and
their own designs show
that they are thinking of
Fow to accomplish the
set task in code utilising

such structures,

inciuding nesting
structures witfin
each other. Coding
displays an improving
understanding of
varnables in coding,
outputs such as sound
and movement, inputs
from the user of the
program such as button
dicks and the value

functions.

Use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

Children are able to
imterpret & program in
parts and can make
logical attempts to put
the separate parts of &
complex algorriiim
fogether to explain
tfic program as 8
whale.

Understand computer
networks, including
the internet; how they
can provide multiple
zervices, such as the
World Wide Web, and
the opportunities they

offer for communication

and collaboration.

Children understand
and can explain in
some depth the
difference between the
imtermet and the World
Wide Web. Children
know what a WAN and
LAN are and can
describe how they
access the internet in
school.
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Information Technology Digital Literacy

UUse search technologies  Select, use and combine

effectively. appreciate
how results are
selected and ranked,
and be discerning
in evaluating digital
content.

Children readily apply
fitters when searching
for digital content. They
are able to explain in
detail how credible a
webpage is and the
information it contains.
?heycpqmaeam:ge

sources and are able to
rate them in ferms of
cotent quality and
gocwracy. Children use
critical thinking skills in
evensday use of online

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.

Children make clear
connections to the
audience when
designing and creating
digital contert. The
children design and
create their own blogs
to become a confent
creator on the infernet,
eg_2Blog They are
able to use criteria to
evaluate the quality of
digital solutions and
are able to identify
improvements, making
SOMME refinements.



