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Computing Skills Progression

Foundation Stage

Learning about technology starts from birth because it's the way the world works today. Technology is an integral part of all young children’s
environment and world. They are surrounded by technology just as they are surrounded by language, print and numbers. In the home, technology
includes remote controls for television, DVDs and sound systems, toys that have buttons and buzzers, mobile phones, washing machines, microwave
ovens and other machines that require programming, and of course, computers and mobile devices such as iPads. Outside the home, children are also
immersed in the technological world: they see automatic doors, cash machines, bar code scanners, digital tills and weighing machines, and security
cameras. Technology is something children are going to grow up with, learn about and master, and use as a tool to increase their understanding in all
areas of learning.

Many activities in the early years revolve around children developing an understanding of their environment. Settings encourage children to explore,
observe, solve problems, predict, discuss and consider. ICT resources can provide tools for using these skills as well as being examined in their own
right, with computers not the only resources. ICT equipment added to role-play reflects the real world, builds on children’s experiences and allows them
opportunities to understand how, why, when and where different forms of technology are used in everyday life.

Early experiences form a foundation upon which KS1 and KS2 can build and the current early learning goals have specific objectives relating to ICT.

By the end of the Foundation Stage most children will:

e Show an interest in ICT
e Know how to operate simple equipment
e Complete a simple program on the computer and / or perform simple functions on ICT equipment

e Find out about and identify the uses of everyday technology and use information and communication toys to support their learning.
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- Year 1/2, Yellow- Year 1, - Year 2

Multimedia

2. Use various tools such as brushes, pens,
rubber, stamps, shapes.

Text

Sound recording

Animation/Photo/Video

Capture and edit video and photos and

i

3. Move items within their animation to
create movement on playback.

Presentation

- Year 3/4, Yellow- Year 3, - Year 4

Multimedia

Book Creator

u—

Create a new book aimed at a target
audience.

[

Combine text, images and sound on each

page.
Add information about the author

o

and fitle for publishing.

Text

Presentation (Powerpoint)

Blue- Year 5/6, Yellow- Year 5, Green: Year 6

Sound Recording (Podcast- Garage band)
1. Create a multi-track recording using effects.

Edit and refine their work to improve outcomes.
Change sounds recorded.
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Save, retrieve and edit
sounds.

o

Share the finished sound file to an online space
(sound cloud)

Multimedia

1. Using text, image and video as part of creating
their own website

.

Video (iMovie trailer)

5. Add titles, credits, slide transitions, special effects.

Presentation

1. Work independently to create a multi slide
presentation that includes speakers notes.

2. Use transitions and animations to improve
the quality of the presentation.

3. Include sounds and moving graphics in
the slides.

4. Present to alarge group or class using
the notes made.
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Data Data Data
_ 1. Choose information to put into a data table.
2. Putdatainto a program. 2. Recognise which information is
3. Sort objects and pictures into lists or suitable for their topic.
simple tables. 3. Create an online poll
Algorithms sort and organize information
create a database from information | have
selected.
Scratch

il

Internet research

i

Programming

The Internet

1. Understand how the internet and the world wide
works and that the two things are not the same.

Scratch
1. Use external triggers and infinite loops to
control sprites. Create and edit

variables.

2. Use conditional statements within the program to
conftrol the sprite (if...then..)

3. Design their own game including sprites,
backgrounds, scoring and/or timers.

4. Use conditional statements, loops, variables
and broadcast messages in the game.

5. The game finishes when a player wins or
loses and they must know they have won or
lost.

6. Evaluate the effectiveness of the game and

debug as required.

Text based programming
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Responsible use

3. Recognise that a variety of
devices can be used to connect
a number of people.

See-Saw

Blogging

I

Internet research

Responsible Use

A

Internet Research

Websites/Blogging

1. Alfer the theme and appearance of their
blog/website, adding background images etc.

2. Embed photos, hyperlinks and videos into
webpages

Responsible Use

Ll

1
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