
 

Gotham Primary Computing Progression Planning 

Overview 

EYFS  Year 1  Year 2  Year 3  Year 4  Year 5  Year 6  

Autumn 

Using computing 
and technology to 
enhance the 

curriculum 

Computing systems 
and networks – 
Technology 

around us 
 
Creating media – 
Digital painting 

Computing systems 
and networks – IT 
around us 

 
 
Creating media – 
Digital 
photography 

Computing systems 
and networks – 
Connecting 

computers 
 
Creating media – 
Animation 

Computing systems 
and networks – 
The Internet 

 
 
Creating media – 
Audio editing 
 

Computing systems 
and networks – 
Sharing 

information 
 
Creating media – 
Video editing 
 

Computing systems 
and networks – 
Communication 

 
 
Creating media – 
Web page 
creation 

Spring 

Using computing 
and technology to 
enhance the 
curriculum 

Programming A – 
Moving a robot 
 
 

 
Data and 
information – 
Grouping data 

Programming A – 
Robot algorithms 
 
 

 
Data and 
information – 
Pictograms 

Programming A – 
Sequence in music 
 
 

 
Data and 
information – 
Branching 
databases 

Programming A – 
Repetition in 
shapes 
 

 
Data and 
information – 
Data logging 

Programming A – 
Selection in 
physical 
computing 

 
Data and 
information – Flat-
file databases 

Programming A – 
Variables in 
games 
 

 
Data and 
information – 
Spreadsheets 

Summer 

Using computing 
and technology to 
enhance the 
curriculum 

Creating media – 
Digital writing 
 
Programming B – 

Introduction to 
animation 

Creating media – 
Making music 
 
Programming B – 

An introduction to 
quizzes 

Creating media – 
Desktop publishing 
 
Programming B – 

Events and actions 

Creating media – 
Photo editing 
 
Programming B – 

Repetition in 
games 

Creating media – 
Vector drawing 
 
Programming B – 

Selection in 
quizzes 

Creating media – 
3D Modelling  
 
Programming B – 

Sensing 
 

 

  

https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/creating-media-audio-editing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-audio-editing
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-sharing-information
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-sharing-information
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-sharing-information
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-sharing-information
https://teachcomputing.org/curriculum/key-stage-2/creating-media-video-editing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-video-editing
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-communication
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-communication
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-communication
https://teachcomputing.org/curriculum/key-stage-2/creating-media-web-page-creation
https://teachcomputing.org/curriculum/key-stage-2/creating-media-web-page-creation
https://teachcomputing.org/curriculum/key-stage-2/creating-media-web-page-creation
https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-grouping-data
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-grouping-data
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-grouping-data
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-data-logging
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-data-logging
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-data-logging
https://teachcomputing.org/curriculum/key-stage-2/programming-a-selection-in-physical-computing
https://teachcomputing.org/curriculum/key-stage-2/programming-a-selection-in-physical-computing
https://teachcomputing.org/curriculum/key-stage-2/programming-a-selection-in-physical-computing
https://teachcomputing.org/curriculum/key-stage-2/programming-a-selection-in-physical-computing
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-flat-file-databases
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-flat-file-databases
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-flat-file-databases
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-spreadsheets
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-spreadsheets
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-spreadsheets
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/programming-b-introduction-to-animation
https://teachcomputing.org/curriculum/key-stage-1/programming-b-introduction-to-animation
https://teachcomputing.org/curriculum/key-stage-1/programming-b-introduction-to-animation
https://teachcomputing.org/curriculum/key-stage-1/creating-media-making-music
https://teachcomputing.org/curriculum/key-stage-1/creating-media-making-music
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
https://teachcomputing.org/curriculum/key-stage-2/creating-media-photo-editing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-repetition-in-games
https://teachcomputing.org/curriculum/key-stage-2/programming-b-repetition-in-games
https://teachcomputing.org/curriculum/key-stage-2/programming-b-repetition-in-games
https://teachcomputing.org/curriculum/key-stage-2/creating-media-vector-drawing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-vector-drawing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes
https://teachcomputing.org/curriculum/key-stage-2/creating-media-3d-modelling
https://teachcomputing.org/curriculum/key-stage-2/creating-media-3d-modelling
https://teachcomputing.org/curriculum/key-stage-2/programming-b-sensing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-sensing


 

Computing Systems and Networks Knowledge Progression 

EYFS  Year 1  Year 2  Year 3  Year 4  Year 5  Year 6  

Know that there are different 
digital devices. 
 
Know that information and 
content can be accessed 
through digital devices.  
 
Know that a mouse, 
touchscreen or keyboard can 
be used to access a device 
and select options. 
  
Know the mouse, screen and 
keyboard on a computer. 
 
Know that a digital camera 
or tablet can take a photo. 

Know and explain how 
technology helps us. 
 
Know technological devices in 
school and at home. 
 
Know and explain the parts 
of a computer including the 
power switch and keyboard. 
 
Know that to log into a 
computer you type a 
username and password. 
 
Know that to create shapes 
on the screen you need to 
click and drag the mouse. 
 
Know that to open a program 
you double click on the 
program icon.  
 
Know which tools in Paint to 
select to create an image. 
 
Know which keys to press to 
type their own name and 
delete letters. 
 
Know that to save a file you 
click the save icon and then 
type a file name.  
 
Know that to open a file you 
open a folder, find the file 
name, click it and press open. 
 
Know the arrow keys move 
the cursor.  
 
Know rules that keep us safe 
and healthy when using 
technology in and beyond the 
home. 
 
Know and say examples of 
safety rules and how we 
benefit from them. 
 

Know that there are different 
types of computers and what 
they look like. 
 
Know some uses of computers. 
 
Know what information 
technology is and that it 
involves computers. 
 
Know a range of examples of 
information technology, their 
uses and features. 
 
Know the purpose of 
information technology in the 
home and other environments. 
 
Know that you click on an 
image to select it. 
 
Know that you can resize an 
image by selecting it then 
clicking and dragging on 
specific points. 
 
Know that information 
technology needs to be used 
responsibly and has rules of 
use in different settings. 

Know that digital devices 
accept inputs, produce 
outputs and follow a process. 
 
Know what a process is and 
follow it. 
 
Know that input and output 
devices can be classified. 
 
Know that by comparing an 
input and output, a simple 
process can be identified. 
 
Know the features required to 
design a digital device. 
 
Know the uses of digital 
devices in a range of 
circumstances. 
 
Know that similar outcomes 
can be produced by digital 
devices and non-digital tools. 
 
Know that digital devices and 
non-digital tools have 
differences despite producing 
similar outcomes. 
 
Know what a connection is 
and that messages are 
passed through multiple 
connections. 
 
Know the purpose of a 
network switch. 
 
Know what makes up a 
computer network. 
 
Know the roles of a switch, 
server and wireless access 
point in a network. 
 
Know network devices in their 
environment, their benefits 
and method of connection. 

Know that the internet is a 
network of networks that 
needs protecting. 
 
Know how information is 
shared across the internet and 
that this can be 
demonstrated. 
 
Know that the internet allows 
us to view the world wide 
web and that the WWW is 
the part of the internet that 
contains websites and web 
pages. 
 
Know which types of media 
can be shared on the WWW. 
 
Know where websites are 
stored when they are 
uploaded to the WWW. 
 
Know how to access websites 
on the WWW. 
 
Know that new content can be 
created online, that content 
can be added to the WWW 
and media they create can 
be found on websites. 
 
Know that websites and their 
content are created by 
people, who owns the content 
on websites and that there 
are rules to protect website 
content. 
 
Know that not everything on 
the WWW is true and why 
some information online may 
not be honest, accurate or 
legal. 
 
Know why they need to be 
careful before they share or 
reshare content. 
 
 

Know what a system is and 
that they are built using a 
number parts. 
 
Know that computer systems 
feature inputs, processes and 
outputs. 
 
Know that computer systems 
communicate with other 
devices and manage tasks 
and that they have human 
elements. 
 
Know the benefits of given 
computer systems. 
 
Know that data is shared 
using agreed methods. 
 
Know that networked digital 
devices have unique 
addresses. 
 
Know that data is transferred 
over networks in packets. 
 
Know that connected digital 
devices can allow us to access 
shared files stored online. 
 
Know that information can be 
sent over the internet in 
different ways. 
 
Know that the internet allows 
different media to be shared. 
 
Know that there are 
similarities and differences 
between working online and 
offline. 
 
Know ways of working 
together online and that they 
can be public or private. 
 
Know how the internet 
enables effective 
collaboration. 

Know the process for 
completing a web search for 
specific information and how 
to refine searches. 
 
Know that different search 
engines will produce different 
results that can be compared. 
 
Know that to find things online 
we need tools. 
 
Know the role that web 
crawlers play in creating an 
index. 
 
Know that a search term can 
be related to a search 
engine’s index. 
 
Know that search results are 
ordered using rules to rank 
relevant pages and the 
criteria that a search engine 
could check to decide on the 
order of results. 
 
Know ways that search results 
can be influenced, the 
limitations of search engines 
and how they make money. 
 
Know different ways that 
people communicate in person 
and over the internet. 
 
Know which method of 
communication suits particular 
purposes. 
 
Know that different methods 
of internet communication can 
be compared. 
 
Know when we should and 
should not share and that 
communication on the internet 
may not be private. 



Vocabulary 
Digital device 

Mouse 

Screen 

Keyboard 

Technology 

Power switch 

Username 

Password 

Click and drag 

Select 

Keys 

Delete 

File 

Folder 

Arrow 

Cursor 

Information technology 
Image 
Resize 
Responsibly 

Inputs 
Outputs 
Process 
Classified 
Outcomes 
Non-digital tools 
Connection 
Network 
Switch 
Server 
Wireless access point 
 

Internet 

World Wide Web WWW 

Websites 

Web pages 

Media 

Upload 

Access 

Content 

Online 

Rules 

Share 

Reshare 

System 

Communicate 

Data 

Unique Addresses 

Transferred 

Packets 

Offline 

Public 

Private 

Collaboration 

Web search 

Refine 

Search engines 

Web crawlers 

Index 

Rank 

Criteria 

 

 

  



Creating Media 

EYFS  Year 1  Year 2  Year 3  Year 4  Year 5  Year 6  

Know that marks can be 
made on screen using a Paint 
or drawing program. 
 
Know that information can be 
shared using a device e.g. 
make a poster. 

Know that tools can be 
selected to make marks on 
the screen. 
 
Know that a picture can be 
created using a range of 
Paint tools including lines and 
squares. 
 
Know methods to create 
accurate shapes, lines and 
effects on screen. 
  
Know which tools to use to 
create different effects. 
 
Know that different colours, 
brush sizes and shapes can 
be selected. 
 
Know what a word processor 
and keyboard are. 
 
Know which key to press to 
create text, numbers, a 
space, a backspace and a 
capital letter. 
 
Know where to click on the 
tool bar to create bold, 
italic, underlining, font 
changes and to undo 
changes. 
 
Know that double clicking a 
word selects it and that by 
clicking and dragging you 

can select all the text. 

Know that a range of 
devices can take photos. 
 
Know where to press on 
different devices to take a 
photo. 
 
Know what makes a good 
photo e.g. in focus, content 
central. 
 
Know that photos can be 
taken in a landscape or 
portrait format and when to 
choose each option. 
 
Know when a photo can be 
improved by retaking it. 
 
Know that light effects 
photos and that if light 
sources are changed 
different effects can be 
created. 
 
Know what has caused a 
photo to be unclear. 
 
Know the tools that can be 
used to change photos and 
their effects. 
 
Know that photos can be real 
or have been changed. 
 
Know that a computer can be 
used to alter pitch and 
duration in music. 
 
Know that musical patterns 
can be created on a 
computer. 
 
Know the processes required 
to save and reopen work. 

Know that a storyboard has 
a clear beginning, middle 
and end. 
 
Know that in an animation 
movement is smooth. 
 
Know that an animation 
follows the storyboard. 
 
Know strategies to improve 
the animation. 
 
Know that multimedia can be 
added to animations. 
 
Know that a template can be 
used for a publication. 
 
Know that placeholders are 
used to divide pages in 
desktop publishing. 
 
Know the process needed to 
add text and images to a 
publication. 
 
Know how to format your 
publication. 
 
Know if a layout is 
appropriate for given 
scenarios. 
 
 

Know that a podcast plan 
will contain a description of 
each podcast section, with 
scripted text as appropriate. 
 
Know that voice recordings 
need to be clear. 
 
Know that additional sound 
can be recorded. 
 
Know that editing tools can 
be used to remove unneeded 
sections of recordings. 
 
Know that when mixing audio 
tracks should be arranged so 
that they play in order, 
including repeated sections 
of audio. 
 
Know ways to improve 
podcasts. 
 
Know that images can be 
selected. 
 
Know that images can be 
combined into one. 
 
Know which text would be 
relevant to a publication and 
add it. 
 
Know the process for 
integrating shapes, lines or 
borders into designs. 
 
Know that publications can 
be evaluated against 
criteria. 

Know the process for adding 
and removing objects in 
order to create detail in 
vector drawings. 
 
Know that desired effects 
can be achieved by 
modifying objects. 
 
Know that a range of 
objects, layers and groups 
can be applied to draw a 
whole image with some 
detail. 
 
Know the process to combine 
these. 
 
Know that when planning a 
video the plan needs to show 
the sequence and 
progression with a clear 
beginning, middle and end. 
 
Know which filing techniques 
are appropriate for a video. 
 
Know the process required to 
capture the scenes from a 
storyboard. 
 
Know that captured audio 
needs to be clear and how 
to achieve this. 
 
Know that scenes can be 
joined by editing them and 
the process for doing this. 
 
Know that editing needs to 
ensure that scenes match the 
storyboard. 
 
 

Know that when 3D 
modelling a drawing is 
needed to identify the 3D 
shapes required to produce 
the model. 
 
Know the process required to 
create this drawing. 
 
Know how to manipulate £d 
objects to create a 3D model 
that meets requirements. 
 
Know that 3D objects need 
to grouped together and 
know how to achieve this. 
 
Know how criteria have been 
met when evaluating. 
 
Know how to make 
enhancements to a 3D model 
and attempt to implement 
them. 
 
Know that a webpage 
contains multiple sections. 
 
Know that a webpage needs 
to relate a relevant purpose 
or audience. 
 
Know what a copyright-free 
image is. 
 
Know that a webpage 
design needs to be clear and 
organised. Create this on a 
paper-based plan. 
 
Know the processes for 
adding subpages, hyperlinks 
and external links. 
 
Know how a webpage can 
be improved. 

  



Vocabulary 
Paint 
Program 

Tools 
Brush sizes 
Select 
Font 
Space/backspace 
Bold 
Italic 
Underline 
Undo 

In focus 
Landscape 
Portrait 
Retake 
Unclear 
Pitch 
Duration 

Sequence 
Animation 
Flip book 
Stop frame 
Storyboard 
Text  
Images 
Orientation 
Place holder 
Template 
Desktop publishing 
 

Input 
Output 
Podcast 
Content 
Digital recording 
Audio recording 
Composition 
Scenario 
Retouched 
Real/Fake 
Impact 
Publication 

Vector drawing 
Element 
Object 
Resize 
Rotate 
Zoom 
Alignment grid 
Resize handles 
Layer 
Duplicating 
Group 
Camera angles 
Retrieve 
Reshooting 

Manipulate 
Three-dimensional digital 
object 
Graphical 
Modify 
Criterion 
HTML 
Layout 
Copyright-free 
‘fair use’ 
Preview 
Navigation path 
Hyperlink 

 

  



Programming 
 

EYFS  Year 1  Year 2  Year 3  Year 4  Year 5  Year 6  

Know that a Beebot 

can move if the correct 
buttons are pressed. 

 
Know the outcome of 
pressing certain 

buttons on a beebot. 

Begin to know that 

algorithms are a set of 
clear, precise, and 

ordered instructions. 
 
Begin to know that a 

computer program is the 
implementation of an 

algorithm on a digital 
device.  

 
Begin to know that 

‘code’ can be read to 
predict what a program 
will do.  

 
Begin to know that when 

creating a program 
there is a task — what is 

needed. 
 

Begin to know that when 
creating a program you 
need a design — an 

outline of what the 
program should do 

 

Begin to know that when 

creating a program you 

need code. 

 

Begin to know that 

running the code shows 

you what the program 

does.  

Know that algorithms 

are a set of clear, 
precise, and ordered 

instructions. 
 
Know that a computer 

program is the 
implementation of an 

algorithm on a digital 
device.  

 
Know that ‘code’ can be 

read to predict what a 
program will do.  
 

Know that when creating 
a program there is a 

task — what is needed. 
 

Know that when creating 
a program you need a 

design — an outline of 
what the program should 
do 

 

Know that when creating 

a program you need 

code. 

 

Know that running the 
code shows you what the 

program does. 

Know the purpose of a 

project, e.g. to create 
sounds when keys are 

pressed. 
 
Know the action of the 

sprite and describe it. 
 

Know the code to select 
relevant backdrops and 

costumes 
 

Know that each sprite 
requires an algorithm 
and how to create it. 

 
Know that code for 

additional named sprites 
can be adapted and the 

process for doing this. 
 

Know if code meets the 
requirements of the task 
when it is run. 

 
Know how successful 

they have been in 
meeting the task. 

 
Know that an event 

causes an action. 
 
Know that commands 

have values associated 
with them. 

 
Know the code snippets 

for turning a sprite 90° 
to the right. 

 
Know that for a maze 
drawing program to do 

the same thing each time 
you should position the 

sprite and clear any 
previously drawn lines. 

 

Know the repeating part 

of a pattern. 
 

Know an output from an 
algorithm with repeats. 
 

Know the meaning of the 
value after a ‘pen down’ 

command. 
 

Know coding for a count-
controlled loop. 

 
Know the code snippet 
for drawing a square. 

 
Know why a code snippet 

doesn’t work. 
 

Know the output of a 
code involving repeats, 

forwards and turns, 
display it as a drawing. 
 

Know which code matches 
an algorithm. 

 
Know when a procedure 

matches a desired 
outcome. 

 
Know which sprite and 
backdrops are 

appropriate for a game. 
 

Know how to create an 
algorithm that includes 

show, hide, and move 
blocks. 

 
Know how to create an 
algorithm that includes 

relevant sound blocks. 
 

Know what is required to 
create additional sprites 

and copy code over to 
those sprites. 

Know the requirements of the 

task, including the use of 
selection. 

 
Know how components will 
be connected, demonstrate 

this in a wiring diagram. 
 

Know the possibilities of the 
hardware and demonstrate 

this in a model. 
 

Know the sequence needed 
to write an algorithm that 
uses selection to control a 

sequence using output 
devices 

 
Know which blocks to 

combine in order to 
implement their algorithm. 

 
Know a strategy to fix the 
code when it is not working. 

 
Know if their code has 

worked whilst using the 
device. 

 
Know how successfully they 

met the task. 
 
Know why you use selection 

in programming. 
 

Know the difference 
between programs that use 

a condition and programs 
that use conditions as part of 

a selection. 
 
Know that when using 

selection in the structure of 
‘if..then..else..’, if the answer 

is false , the ‘else’ command 
will run. 

 
Know a condition within a 

Know that the three 

features of a variable are 
that it can be set, changed 

and it should be named. 
 
Know that a variable can 

hold numbers or letters. 
 

Know that a variable can 
only hold one value at a 

time. 
 

Know that when a variable 
is changed it is replaced 
by a new value. 

 
Know the aspects of a 

program that can be set 
and changed with 

variables. 
 

Know that a variable name 
should not include a space 
and needs just enough 

information for the 
variable to be identified. 

 
Know that the value of a 

variable is set at the 
beginning of a program. 

 
Know how to read a code 
snippet with a timer. 

 
Know the process to 

decompose and read a 
code snippet. 

 
Know that the order in 

which commands are run 
during a program is called 
the program flow. 

 
Know the purpose of a 

program, explaining what 
will be shown if you’ve 

walked more than a set 
number of steps. 



Know which blocks you 
could select to set up a 

drawing project. 
 

Know which code 
snippets create a 

desired outcome. 
 

Know the difference in 
output between pen up 
and erase all. 

 
Know the difference in 

output between go to 
and move blocks. 

 
Know which commands 

produce different 
outputs (change pen - 
size, pen up/down, set 

pen – colour, move, 
point in direction) 

 
Know how to debug a 

program using know 
commands. 

 
Know commands that 
match algorithms. 

 
Know the process 

required to modify their 
code for additional 

sprites. 
 

Know if their code meets 
the requirements of the 

task when it runs. 
 
Know how successfully 

they met the task. 
 

program. 
 

Know when an infinite loop 
will always give an outcome. 

 
Know that a selection in an 

‘if..then..else..’ structure will, 
when used within an infinite 

loop, repeatedly check if the 
condition is true or false and 
carry out the appropriate 

outcome. 
 

Know that the possible 
outcomes linked to a 

condition must be 
programmed. 

 
Know the outcomes of true 
and false options in a 

program. 
 

Know how user input can 
control the outcome of a 

program. 
 

Know that sprites need 
resetting for program set up. 
 

 
Know what will be 

displayed and how the 
user will see it. 

 
Know an appropriate 

name for a variable to 
reflect its purpose in the 

program. 
 
Know when and where to 

set a variable. 
 

Know that each input needs 
an algorithm designed. 

 
Know the process for 

combining appropriate 
blocks to implement an 
algorithm. 

 
Know a strategy to fix the 

code when it is not working. 
 

Know how successfully they 
met the task. 

Vocabulary 
Beebot 
Instruction 
Press 

Clear 

Digital device 
Algorithm 
Code 

Program 
Design 

Task 
Implementation 

Predict 

Digital device 
Algorithm 
Code 

Program 
Design 

Task 
Implementation 

Predict 

Sprite 
Backdrop 
Event 

Action 
Commands 

Code snippets 
Maze 

Output 
Blocks 

Debug 

Count-controlled loop 
Code snippet 
Procedure 

 
 

Selection 
Components 
Wiring diagram 

Device 
Condition 

Infinite loop 
 

Variable 
Value 
Decompose 

 

 

  



Data and Information 

EYFS  Year 1  Year 2  Year 3  Year 4  Year 5  Year 6  

Know a range of ways 

to sort collections of 
objects and explain 

their choices.. 

Know what an object is. 

 
Know how to label an 

object in different 
contexts. 
 

Know that computers 
need input from humans. 

 
Know that computers can 

be used to count objects 
in a group. 

 
Know what ‘property’ 
means when describing 

objects. 
 

Know the link between 
grouping objects in the 

real world and on the 
computer. 

 
Know that there are 
multiple ways of 

grouping the same 
objects. 

Know what a tally chart 

is. 
 

Know the benefit of 
organising data in a tally 
chart. 

 
Know that data can be 

presented in different 
ways that will suit 

different purposes. 
 

Know how people, 
animals and objects can 
be described using 

different attributes. 

Know that yes or no 

questions are used in a 
branching database. 

 
Know questions that can 
separate objects into two 

separate groups. 
 

Know questions that can 
separate objects into two 

separate equal sized 
groups. 

 
Know the attributes that 
objects have. 

 
Know how to follow a 

branching database. 
 

Know when mistakes 
have been made in a 

branching database. 
 
Know that a branching 

database has a tree 
structure. 

 
Know where questions fit 

in a branching database. 
 

Know the features of a 
well-structured branching 
database. 

 
Know when to use a 

branching database and 
when to use a pictogram, 

Know questions that 

require data from at least 
one sensor to answer 

them. 
 
Know questions that 

require data to be 
collected over time to 

answer them. 
 

Knows in which time frame 
to collect data to answer 

their question. 
 
Knows where the data 

logger needs to be 
placed to answer their 

question. 
 

Knows which sensor(s) 
needs to be used to 

answer their question. 
 
Knows the process for 

using software to view 
relevant data. 

 
Knows how some data 

points are different. 
 

Knows what their data 
shows. 
 

Knows how their collected 
data can be used to 

answer questions. 

Know that the features of a 

flat-file database is a 
collection of organised data, 

can be used to search and 
sort a database and is stored 
on a database. 

 
Knows that database fields 

are presented as headings in 
the ‘table view’. 

 
Know the difference between 

‘records’ and ‘fields’. 
 
Know which column data has 

been sorted by in a flat-file 
database. 

 
Know the difference between 

‘AND’ and ‘OR’ searches. 
 

Know the information 
required to answer questions 
relating to a flat-file 

database. 
 

Know how fields can be used 
to create graphs. 

 
Know which view should be 

used to find different 
information e.g. table view or 
graph view. 

 
Know which information can 

be usefully stored in a 
database. 

Know that in 

spreadsheets when using 
formulas with cell 

references, changing 
one cell can change 
another. 

 
Know that data can be 

calculated using 
different operations 

within a spreadsheet. 
 

Know that charts can be 
produced using the data 
help in spreadsheets. 

 
Know that headers can 

be used to help to read 
a spreadsheet. 

 
Know how to identify a 

cell reference. 
 
Know how simple 

formulas work in a 
spreadsheet. 

 
Know what an operator 

means in a spreadsheet. 
 

Know what a suitable 
heading is in a 
spreadsheet. 

 
Know different options 

for number formatting. 
 

Know what the SUM 
function does. 

 
Know which cells are 
being used in a formula. 

 
Know when it is best to 

display information in a 
spreadsheet or a graph. 

 



Vocabulary 
Sort Object 

Label 
Property 

Group 
Grouping 

Tally chart 

Data 
Attribute 

Branching database 

 

Data logger 

Sensor 
Time frame 

Software 
Data points 

Flat-file database 

Table view 
Graph view 

Searches 
Fields 
Records 

Formula 

Cell reference 
Operator 

Operations 
Spreadsheet 
Header 

Formatting 

 

 


