
                                           COMPUTING CURRICULUM PROGRESSION OVERVIEW 
Year 1 Coverage Year 2 Coverage 

Presenter 
Programmer 
Researcher 
Publisher 
Artist 
Designer 
Data Handler 
 

Presenter 
Programmer 
Researcher 
Publisher 
Artist 
Designer 
Musician 
Data Handler 

Year 1 outcomes by strand Year 2 outcomes by strand 

Y1 Computer Science Outcomes 

 Children understand that an algorithm is a set of instruction used to solve a problem or 
achieve an objective. They know that an algorithm written for a computer is called a 
program. 

 Children can work out what is wrong with a simple algorithm when the steps are out of 
order. Children know that an unexpected outcome is due to the code they have created and 
can make logical attempts to fix the code. 

 When looking at a program, children can read code one line at a time, and make good 
attempts to envision the bigger picture of the overall effect of the program. 

Y1 Information Technology Outcomes 

 Children are able to sort, collate, edit and store simple digital content. 
Y1 Digital Literacy Outcomes 

 Children understand what is meant by technology and can identify a variety of examples 
both in and out of school. They can make a distinction between objects that use modern 
technology and those that do not. 

 Children understand the importance of keeping information, such as their passwords, 
private and actively demonstrate this. 
 

Y2 Computer Science Outcomes 

 Children can explain that an algorithm is a set of instructions to complete a task. When 
designing simple programs, children show an awareness of the need to be precise with their 
algorithms. 

 Children can create a simple program that achieves a specific purpose. 

 Children can identify the parts of a program that respond to specific events and initiate 
specific actions (cause and effect) 

Y2 Information Technology Outcomes 

 Children demonstrate an ability to organise data using, for example, a database.  

 Children are confident when creating, naming, saving, and retrieving content. Children use a 
range of media in their digital content. 

Y2 Digital Literacy Outcomes 

 Children can effectively retrieve relevant digital content using a search engine. They can 
apply this knowledge beyond the classroom. 

 Children know the implications of inappropriate online searches. Children begin to 
understand how to share things electronically. They know ways of reporting inappropriate 
behaviours and content to a trusted adult. 

 

Year 1 endpoints (I can:) Year 2 endpoints (I can:) 

Presenter 
View presentations made by other people.  
Contribute ideas to a shared presentation.  
Add pictures and text to simple shared presentations.  
Express an opinion about a presentation. 
Programmer 
Experience a variety of simple games, simulations, and apps.  
Express an opinion about an app.   
Order simple instructions. Program an interactive toy (e.g. Beebot)  
Show other children the result of my programming. 
Researcher 
Understand websites can be accessed on the internet.  
Understand that information can be taken from a website.  
Be able to access a website from a hyperlink.  
Explore and experience web based content. 
 

Presenter 
View a variety of presentations.  
Understand presentations can be created with different software.  
Plan a simple presentation.  
Add simple objects to a pre-created presentation.  
Share an opinion of other learners. 
Programmer 
Understand the differences in PC, online and mobile.  
Work independently to design simple programs.  
To predict behaviour of a simple program.  
Test a simple program and improve it.  
Describe how they created a program. 
Researcher 
Discuss how information could be researched.  
View, interact with and navigate selected websites.  
Explain why a website is enjoyed and how to find it.  



                                           COMPUTING CURRICULUM PROGRESSION OVERVIEW 
 
Publisher 
View electronic publications.  
Demonstrate early typing and mouse skills.  
Contribute to decisions on the content and design of a class publication.  
Express an opinion about a publication. 
Artist 
View various forms of digital artwork.  
Contribute to a discussion about creating a piece of artwork.  
Draw a digital image using simple shapes.  
Share work in the classroom.  
Express a simple opinion. 
Designer 
Understand that things have to be designed before they are made. 
Contribute to discussions to create a 2D plan or 3D design.  
Contribute to 2D designs in a given template.  
Share designs in the classroom. 
Offer an opinion on 2D designs. 
Data Handler 
View and identify differences between graphs and charts.  
Contribute to discussions about how information can be collected and presented.  
Explore simple counting and data handling programs.  
Contribute to a group graph.  
Explain the information in a group graph 
 

Execute a search using key words.  
Explain the usefulness of a website and describe what was learnt from it 
Publisher 
Explore electronic publications from a variety of genres.  
Understand some of the differences between publications.  
Design and create simple documents.  
Share an opinion on other learners work. 
Artist 
Express an opinion about various forms of digital artwork.  
Contribute to a discussion about the best piece of hardware and software to use.  
Control variables such as paintbrush size and colour.  
Seek opinions from teachers and other learners.  
Share an opinion with reasons. 
Designer 
Understand that a range of software can be used to design things on screen in 2D and 3D.  
Modify a pre-designed template.  
Use a range of simple drawing tools to produce a design. 
Share and view designs of other children.  
Suggest possible improvements to designs. 
Musician 
Listen to a variety of music and express an opinion.  
Plan a basic composition on a timeline.  
Choose, sequence and layer sounds to create and record digital music.  
Share compositions and seek opinions.  
Listen to compositions and suggest improvements. 
Data Handler 
Understand different ways date can be presented.  
Work independently to decide types of data to be collected and how it can be presented.  
Begin to collect data.  
Use a simple graphing application to present data.  
Share a graph and request feedback 
 

Year 1 E-Safety (I can:) Year 2 E-Safety (I can:) 

 Recognise that there are people online who could make someone feel sad, embarrassed or 
upset. 

 Give examples of when I should ask permission. 

 Explain why it’s important to be considerate online 

 Recognise information can stay online and can be copied. 

 Describe how to behave so not to upset others. 

 Know how to get help from a trusted adult. 

 Explain how other people may look and act differently online and offline. 

 Explain why I should ask before sharing things. 

 Explain why I have the right to say ‘no’ 

 Know who can help if something happens online without my consent. 

 Explain how information put online about someone can last a long time. 

 Explain what bullying is and how people can bully others. 

 Use simple keywords in search engines. 

 Describe the difference between ‘made up’ and ‘true’ 

 Explain what voice activated searching is and know it’s not a real person. 

 Explain simple guidance for using technology in different technology. 

 Explain rules for keeping information private 

 Recognise content on the internet may belong to other people. 
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Year 3 Coverage Year 4 Coverage 

Presenter 
Programmer - Scratch 
Researcher 
Publisher 
Artist – William Morris 
Designer – Silhouette boxes 
Animator – Koma Koma 
Film Maker – Three little pigs 
Data Handler 
Broadcaster - Podcast 

Presenter – E-safety public/private 
Programmer - Kodu 
Researcher 
Publisher 
Artist - Perspective 
Designer – Silhouette cars 
Musician – Garage band  
Data Handler 
Film Maker 

Year 3 Outcomes by strand Year 4 Outcomes by strand 

Y3 Computer Science Outcomes 

 Children can turn a simple real-life situation into an algorithm by deconstructing it into 
simple parts. Children can identify an error within their program and fix it. 

 Children can design and code a program that follows a simple sequence. Children can 
achieve repetition effects and understand variables store information. 

 Children think about the structure of a program in logical, achievable steps and absorbing 
some new knowledge of coding structures. 

 Children can list a range of ways that the internet can provide different methods of 
communication. 

Y3 Information Technology Outcomes 

 Children can carry out simple searches to retrieve digital content. 

 Children can collect, analyse, evaluate and present data and information. They can consider 
which software is most appropriate for a given task. 

Y3 Digital Literacy Outcomes 

 Children demonstrate the importance of having a secure password. Children can explain the 
negative implications of failure to keep a password safe. They know to report unacceptable 
content and contact 

Y4 Computer Science Outcomes 

 Children can use selection and repetition when coding to turn real-life situations into an 
algorithm. Children make more intuitive attempts to debug their own programs. 

 Children’s use of timers to achieve repetition effects are becoming more logical and are 
integrated into their program designs. They understand ‘if statement’ for selection. 

 Children can trace code and use step-through methods to identify errors in code and make 
logical attempts to correct them. 

 Children recognise the main component parts of hardware, which allow computers to join 
and form a network. 

Y4 Information Technology Outcomes 

 Children understand the function, features and layout of a search engine. They can appraise 
for credibility and information at a basic level. 

 Children can make improvements based on feedback. 
Y4 Digital Literacy Outcomes 

 Children can explore key concepts relating to online safety. They can help others to 
understand the importance of online safety. 

 

Year 3 endpoints (I can:) Year 4 endpoints (I can:) 

Presenter 
Understand that some presentations are more effective than others. Use simple appropriate 
animations. Plan a presentation with a purpose. Add text and media to my own presentation. View own 
presentations and edit. 
Programmer 
Write an algorithm in a flow chart. Understand and use repetition within algorithms and programs. Use 
a range of inputs and selection within an algorithm. Plan a program in Scratch using inputs, repetition 
and selection. Create a program using repetition, selection and inputs. Debug your Scratch program 
Researcher 
Understand that information on some websites might be more reliable than others. Be aware that 
search engines rank sites. Understand some content is covered by copyright. Create a list of key 
questions to be answered. Save a website to favourites. 
 
 
 

Presenter 
Understand presenters adapt the style and content based on my audiences. Plan a presentation with an 
audience in mind. Add a range of objects to a presentation including video, hyperlinks and charts. Use 
animations, timings and transitions Share presentations. Evaluate the effectiveness. 
Programmer 
Create a 3D world within Kodu. Identify the concept of selection. Use selection with Kodu. Use selection 
to create an end to the game. Use selection to adapt the Coin Quest game. Give feedback to other 
learners. 
Researcher 
Use appropriate software to plan what needs to be found out. Understand anyone can create a website 
and add content. Understand search engines are automated. Chose an appropriate website from search 
results. Document and organise findings. Describe the effectiveness of a search. 
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Publisher 
Give the main advantages and disadvantages of different publication media. Plan a simple digital 
publication – for example a group e-book or webpage. View own publications and evaluate against 
success criteria. 
Artist 
Compare digital artwork from a variety of styles, times and cultures. Plan the layout, texture, colours 
and techniques to create a piece. Begin to replicate non-digital artwork using digital tools. Notice 
improvements for artworks. 
Designer 
Understand that technology can be used to manufacture objects created on-screen. Plan the layout of 
features within a design. Fold a pre-made net and understand assembly. Seek opinions from teachers 
and learners. View designs and offer improvements to others.  
Data Handler 
Understand data is structured information which can be collected in a number of ways. Prepare a basic 
spreadsheet. Sort data into a simple spreadsheet to draw conclusions. Share a graph and associated 
spreadsheet. Use feedback to refine a graph or chart. 
Film Maker 
Have basic understanding of the language and techniques. Structure a film script and storyboard. 
Identify key roles. Use a recording device to record digital footage. Use video editing software to trim 
clips. Use green screen with support. Share and evaluate. 
Animator 
Have a basic understanding of film language (different shots etc.). Plan animations with a clear 
narrative and structure. Make use of key features (onion skinning). Share animations. Watch and 
evaluate against success criteria. 
Broadcaster 
Listen to audio and express an opinion. Write a simple script. Record a script with support. Chose 
appropriate sounds and music. Share recordings. Share an opinion, with reasons. 

Publisher 
Evaluate what makes an effective publication. Collaborate with other learners to plan an engaging 
publication. Select an appropriate publishing medium for a given task, and be able to explain the 
choice. Respond positively to feedback from peers and teachers, and edit to improve. 
Artist 
Understand that digital photography can be affected by light levels, movements and cameras. Make 
choices about the best technologies to create images. Create artwork using a variety of tools and styles. 
Reflect upon artwork using success criteria. Respond positively to feedback. 
Designer 
Choose a specific design program or application suitable for a particular requirement. Plan the features 
of a 3D model. Create and test prototypes. Evaluate features and suitability of own designs against 
success criteria. Give helpful feedback. 
Data Handler 
Begin to extract meaning from spreadsheets. Design own methods for collecting a range of data. Begin 
to use formulae and algorithms to manipulate data. Know key terms within databases. Evaluate, 
interrogate and deconstruct a spreadsheet to identify strengths and weaknesses. 
Film Maker 
Understand that a film can be made up of contributions from different groups. Structure a film script 
and storyboard to include clear sections and a variety of filming techniques and media. Adapt planning 
in response to deadlines and technical constraints. Use a recording device to frame shots appropriately 
Use video editing software to edit a narrative film, using a variety of techniques.  Share films within the 
school community. Respond positively to feedback from peers and teachers. 
Musician 
Identify styles and genres they prefer and explain why. Plan elements of digital compositions to reflect 
mood, genres and styles. Create a variety of digital music using a range of tools. Produce works to be 
remixed by others. Give detailed feedback and make changes to improve compositions 

Year 3 E-safety (I can:) Year 4 E-Safety (I can:) 

 Know what ‘identity’ is. Understand people can change their identity depending on what 
they do online. Give reasons why someone should only share information with people they 
trust. 

 Describe that people with similar likes/interests can get together online. 

 Explain why people might change their minds about trusting people. 

 Explain the importance of giving permission. Explain why copying someone else’s work 
without permission isn’t fair. Understand that certain activities have age restrictions. 

 Explain how to search for information online. Explain what autocomplete is. 

 Explain that not all opinions shared online are true. 

 Explain how the internet can be used to buy and sell. 

 Explain how too much time online can have a negative impact. 

 Know that online and offline identities can be different. 

 Describe positive ways to act online. Describe safe and fun experiences in a range of online 
environments. 

 Describe how to find out information by searching online. Explain what fake news means. 

 Describe ways people can be bullied through a range of media. 

 Make my own decisions regarding content (facts/opinions) 

 Recognise that there are methods to encourage people to buy things online. 

 Explain that technology can be designed to impersonate living things. 

 Explain that technology can be a good and bad distraction. Identify times I need to limit 
technology. 

 Describe strategies to keep personal information private. Know some online services store 
information. 

 Consider who owns content and whether I have the right to use it. 
 
 
 
 



                                           COMPUTING CURRICULUM PROGRESSION OVERVIEW 
Year 5 Coverage Year 6 Coverage 

Presenter 
Programmer 
Researcher 
Publisher 
Artist 
Designer 
Data Handler 

Presenter 
Programmer 
Researcher 
Publisher 
Artist  
Designer 
Data Handler 

Year 5 Outcomes by strand Year 6 Outcomes by strand 

Y5 Computer Science outcomes 

 Children may attempt to turn more complex real-life situations into algorithms for a 
program by deconstructing into manageable parts. Children can test and debug programs. 

 Children can combine sequence, selection and repetition with other coding structures to 
achieve their algorithm design. 

 Children understand the value of computer networks but are also aware of the main 
dangers.  

Y5 Information Technology outcomes 

 Children search with greater complexity for digital content when using a search engine. 

 Children are able to make appropriate improvements to digital solutions based on feedback 
received and can comment on the success of a solution. Children are able to collaborate to 
create content and solutions. 

Y5 Digital Literacy outcomes 

 Children have a secure knowledge of online safety rules and can apply this by demonstrating 
the safe and respectful use of a few different technologies and online services. 

 Children implicitly relate appropriate online behaviour to their right to personal privacy and 
mental wellbeing. 

Y6 Computer Science outcomes 

 Children are able to turn a more complex programming task into an algorithm by identifying 
the important aspects of the task (abstraction) and then decomposing them in a logical way. 
Children test and debug their programs as they go demonstrating a systematic approach. 

 Children translate algorithms that include sequence, selection and repetition into code. 
Coding displays an understanding of variables in coding. 

 Children can interpret a program in parts and make logical attempts to put the separate 
parts of a complex algorithm together to explain the program as a whole. 

 Children understand and can explain the difference between internet and the World Wide 
Web. 

Y6 Information Technology outcomes 

 Children can apply filters when searching for digital content. They compare a range of digital 
content sources and are able to rate them in terms of quality and accuracy. 

 Children make clear connections to the audience when designing digital content. They use 
criteria to evaluate and can identify improvements. 

Y6 Digital Literacy outcomes 

 Children demonstrate the safe and respectful use of a range of different technologies and 
online services. They identify more discreet inappropriate behaviours through developing 
critical thinking.  

 Children recognise the value in preserving their privacy when online for their own and other 
people’s safety. 

Year 5 endpoints (I can:) Year 6 endpoints (I can:) 

Presenter 
Have an understanding of different presentation software. Plan the content of a presentation, taking 
into account spoken words. Design the presentation using spacing of items, bullet points and 
typography. Share presentations. Analyse to make improvements. 
Programmer  
Simulate control using selection, repetition and variables. Simulate a system using repetition and 
variables. Use variables as a condition for selection. Design a simulation of a physical system. Program a 
simulation of a physical system. 
Researcher 
Contribute to a wiki, blog or discussion to add researched facts. Use tools to refine searches. Take into 
account the reliability of different sources of information. Create a wiki, blog or discussion to gather 
collective knowledge. Comment on the appropriateness, validity and bias of information. 
 
 

Presenter 
Study the best practices to deliver to an audience. Add humour/drama. Rehearse a presentation with 
other learners. Deliver an extended and structured presentation. Include question and answers 
Programmer  
Use variables and inputs within Scratch. Use repetition and variables to create a scoring system. Design 
a numeracy game using variables, selection and repetition. Program the game you have designed using 
variables, selection and repetition. To peer assess algorithms. 
Researcher 
Refine searches using advanced searched features. Understand how search engines work. Understand 
website creators manipulate web searches. ‘Favourite’ sites on the basis of validity. Use referencing 
systems to acknowledge online resources. 
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Publisher 
Understand the different between publication technologies including basic technical differences. 
Understand the key concepts of copyright. Select the best digital publication medium for a given task, 
and give justification for the choice. Give detailed feedback about content, structure and style. 
Artist 
Express an opinion about digital art in terms of artistic merit and use of software. Make choices about 
artistic styles. Create artwork for a specific audience. Evaluate effectiveness of own artwork and 
improve if necessary. 
Designer 
Understand links between design process and manufacturing hardware. Plan a design for a given brief. 
Think in 3D while designing in 2D. Produce detailed evaluation. Take into consideration feedback from 
peers and teachers. 
Data handler 
View larger online databases and identify data within them. Business project using spreadsheets to 
create budgets/ profit and loss. Combine charts, tables, graphs and spreadsheets with other 
applications. Understand a range of common formulae and symbols. Evaluate and suggest 
modifications. 
 

Publisher 
Have an in-depth understanding of key digital publication technologies and platforms. Make positive 
choices about the copyright status of work. Develop a basic understanding of HTML and other web 
technologies. Make detailed changes to improve work and inform future planning. 
Artist 
Regularly view digital artwork as a source of enjoyment or information. Plan artistic styles and editing 
techniques for creating an image. Manipulate images to create original works. Multilayer images. Make 
detailed changes to improve work and inform future planning. 
Designer 
Understand the complete process of CAD/CAM from initial idea to final product. Plan designs according 
to manufacturing limitations. Produce a detailed design using features of chosen software. Respond to 
feedback at different stages of design. Produce evaluations of each stage of design. 
Data handler 
Evaluate the quality and trustworthiness of data sources. Choose appropriate data analysis tools, using 
spreadsheets and databases. Create queries that filter information from a database table. Identify ways 
in which data can be presented and shared with others. Explain how information can be kept up to date 
and how to increase accuracy. 

Year 5 E-Safety (I can:) Year 6 E-Safety (I can:) 

 Explain how identity online can be copied, modified or altered. 

 Give examples of technology-specific forms of communication (emojis, memes, gifs) 

 Explain that there are some people I communicate with who may want to do me harm. 

 Describe how people can collaborate constructively. 

 Describe how information can be used to make judgements and why they might be 
incorrect. 

 Recognise online bullying can be different to physical bullying. Explain how someone can get 
help. Describe how ‘banter’ might be perceived as bullying. Explain how to block abusive 
users. 

 Explain benefits and limitations of search technologies. Explain key concepts: information, 
reviews, fact, opinion, belief, reliability, evidence, stereotype, hoax, fake news. 

 Explain that some websites have different agendas and content can be commercially 
boosted. 

 Recognise the benefits and risks of accessing information on health and well-being. 

 Explain what a strong password is and create one. 

 Explain apps may read and share data and explain permissions. Assess and justify when it’s 
acceptable to use the work of others. 

 Critically evaluate online content and challenge inappropriate representations. 

 Explain the importance of asking until I get the help needed. 

 Explain how sharing something online may have a positive or negative impact. 

 Explain that taking or sharing inappropriate images even with permission may have 
consequences. 

 Explain ways to develop a positive online reputation. Explain strategies to protect online 
reputation. 

 Describe how to capture bullying content as evidence. Explain how to report online bullying. 

 Explain how to use search technologies effectively. 

 Explain why some people present opinions as facts. Define the terms influence, 
manipulation and persuasion. 

 Understand how persuasive design can influence peoples’ choices. 

 Explain that information on a large number of sites can still be inaccurate or untrue. 

 Recognise and discuss the pressures that technology can place on someone. Assess and 
action strategies to limit the impact of technology on health. 

 Describe effective ways to manage passwords. 

 Describe how and why people should keep software up to date. 

 Describe simple ways to increase privacy. 

 Understand online services have terms and conditions. 

 Demonstrate how to make references to and acknowledge sources used from the internet. 

 

 

 


