
                                                                                                              Orchard Primary School - Progression of Knowledge & Skills in Computing 
 

Expected Standard 

             EYFS              Year 1       Year 2               Year 3                Year 4                 Year 5 Year 6 
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 Use a range of 

devices to record 

information in a range 

of formats ie text, 

image, sound.  

 Interact with 

multimedia software.  

 Make marks on a 

digital device to 

communicate their 

ideas ie art package, 

IWB, painting app.  
 Record short speech. 

 

 Use a keyboard to enter 

and edit text. 

 Explore a digital text.  

 Use digital effects to 

change the appearance 

of text, sound and image 

to suit a purpose eg font, 

alignment and formatting.  

 Take a photograph. 

 Video record a sound using 

a digital device. 

 Know how to save copy 

and paste images from the 

internet with support from 

an adult.  

 Transfer digital resources 

between devices.  

 Interact with icons in 

software and apps to 

create musical sounds and 

phrases.  

  

 Combine images, text and 

sounds to create a simple 

presentation using 

appropriate software or 

app on an appropriate 

digital device. 

 Create a simple stop frame 

animation.  

 Sequence, delete and crop 

images with adult help.  

 Arrange a musical 

sequence where musical 

phrases are represented by 

icons.  

 Contribute to a class email 

or blog.  

 Produce a simple 

presentation incorporating 

sounds the children have 

captured, or created.   

   Create a digital text which 

includes making choices.  

 Capture video using a range of 

devices.  

 Create a stop frame animation 

which includes a soundtrack.  

 Make use of effects including 

transitions and animations to 

enhance their digital texts.  

 Import video and sound into 

editing software and combine 

clips to make longer 

sequences.  

 Manage digital resources on a 

range of devices.  

 Communicate via email.  

 Create a simple podcast, 

selecting and importing 

already existing music and 

sound effects as well as 

recording their own.   

  

   Find media and download it from 

the internet. 

 Capture still images from video 

independently.  

 Use simple photo and video 

editing tools to change the 

appearance of images.   

 Create multiple track 

compositions that contain a 

variety of sounds.   

 Create and edit music and sound 

tracks using music apps or 

software. 

 Share digital outcomes with a 

wider audience on the internet 

through a range of methods e.g. 

learning platform/Dojo, blogs, 

podcast.  

 Use video to communicate as a 

class.  

  Create a digital text which 

includes a range of elements for 

a specific purpose.  

 Evaluate the design and layout 

of digital texts and use their 

findings to support the planning 

and design in their work.  

 Produce content for a web 

page.  

 Use a range of devices to create 

music .  

 Create a podcast and consider 

the effect that their podcasts will 

have on the audience.   

  

 Use text, sound, image, video 

camera angles and framing 

editing tools and techniques 

to create a desired effect.  

 Work collaboratively on an 

online document.  

 As a class make use of video 

technologies to work 

collaboratively.  

 Create and share more 

sophisticated podcasts and 

consider the effect that their 

podcasts will have on the 

audience.   
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 Use a shortcut to 

access a website.  

 Explore a website.  

 Collect and sort 

information using ICT. 

 Produce a simple 

pictogram.  

 

 Select programs and apps, 

navigate screens and 

menus.  

 Use ICT to create 

pictograms and use them 

to answer simple questions. 

 Complete a table e.g. a 

simple spreadsheet and 

then create a graph to 

answer a question.  

 Search a database.  

 Access information on a 

range of digital devices.  

 Navigate through websites, 

apps, information on a 

range of devices.  

 Use a search engine.   

 Begin to identify and talk 

about how everyday 

devices with sensors work.   

 Use a graphing package to 

collect, organise and classify 

data, selecting appropriate 

tools to create a graph and 

answer questions.   
 Input data into a simple 

branching database 

program and use it to 

answer simple questions.  

 Use a database to produce 

bar charts.  

 Use simple navigation tools 

including hyperlinks, menus, 

index, forward and back 

buttons e.tc to explore pre-

selected digital information 

sources purposefully.  

 Compare photographs they 

have taken which show 

change e.g. clouds on 

different days.  

 View data and on screen 

measurements e.g. sound 

levels, temperature, 

precipitation collected in 

school and beyond through 

sensors and websites and 

apps.  

 

   Use the search tool on a 

simple database to find out 

the answers to questions by 

ordering records by a key 

field.   

 Find images and text relating 

to a specific topic by using 

keywords to search.  

 Answers specific questions on 

a topic by creating a report or 

presentation.  

 Take readings as part of a 

science or humanities activity 

using a simple sensor(s) 

attached to a computer or 

data logger (sound, light, 

temperature). 

 Open a prepared database, 

(the structure of which has 

been set up for them) to enter 

and save and save 

information on a given 

subject.  

 Identify the main features of a 

database: records, types of 

fields etc.  

 Children use the information or 

resources they have found.  

 

 

   Create a simple database with 

different types of fields and 

records.  

 Enter information and interrogate 

it ( by searching, sorting, graphing 

etc).   

 Begin to reflect on how useful the 

collected data and their 

interrogation was and whether or 

not their questions were 

answered. 

 Use a variety of graphs to display 

the information, including pie 

charts, and discuss which type of 

graph works best for different 

kinds of data.  

 Realise that information needs to 

be collected and entered 

accurately.  

 Access a website by typing in the 

url, selecting from favourites or 

from the history.   

 Skim and scan search engine 

results and look at their web 

address for clues as to their 

usefulness. Share information on 

a range of devices using cloud 

based technologies.  

 

  Create tables and graphs with 

more than one variable.  

 Use the features of a spreadsheet 

to answer questions by producing 

graphs using sort and filter 

features.  

 Download files from websites.  

 Refine search techniques 

 Find specific information by 

searching an online database. 

 Analyse information by 

transferring it into an appropriate 

data handling package eg 

Spreadsheets.   

 Children are able to identify their 

own opportunities for data 

logging and carry out their own 

experiments.   

 They check and question results 

and are able to spot trends in 

data and identify when problems 

may have occurred. 

 Independently solve a problem 

by planning and carrying out 

data collection, by organising 

and analysing data involving 

complex searches using a 

database, and by drawing 

conclusions and presenting 

findings.   
 

 Choose when to search when 

to sort and when to use a 

graph to answer questions.  

 Create a database using 

more complex setup tools (eg 

Keywords) to answer specific 

questions.  

 Recognise when data is 

implausible by checking data 

for accuracy against 

predicted or expected 

outcomes.  

 Use the web based tools to 

ask a question, find out 

information or submit 

information or opinion.  

 Create a presentation for a 

specific audience by 

gathering information from a 

selection of websites.  

 Use a moderated website, 

video conference, forum, or 

learning platform to ask a 

question, submit information 

or offer an opinion.  

 



 
   Children use a search engine 

to find specific relevant 

information to use in a 

presentation for a topic.   

 Save, retrieve and edit work.   

   Using another curriculum area 

as a starting point, children ask 

their own questions then use 

ICT sources to find answers, 

making use of search engines, 

an index, menu, hyperlinks as 

appropriate.  

 Children talk about using ICT 

to find information / resources 

noting any frustrations and 

showing an emerging 

understanding of internet 

safety. 

 Make use of copy and paste, 

beginning to understand the 

purpose of copyright 

regulations and the need to 

repurpose information for a 

particular audience.   
 

   

   

   

   

   

   

   

 Use appropriate sensors 

attached to a computer or data 

logging device to take readings 

to investigate a specific question 

or theory/use a data logger 

confidently to capture 

continuous or intermittent data 

readings.  

 Interpret the results and use 

these in their investigations.   

 Realise the advantages of using 

ICT to collect data that might 

otherwise be problematic. 

   Repurpose and make appropriate 

use of selected resources for a 

given audiences, acknowledging 

material used where appropriate. 

 

 Use software to analyse and 

interpret data collected 

locally and remotely to 

investigate specific questions 

or theories.  

 Build up a system that 

controls events in response to 

changing conditions. 

 Understand that some 

material on the internet is 

copyrighted and may not be 

copied or downloaded? 
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 With support, control 

simple everyday 

devices to make 

them produce 

different outcomes. 

 Control simple everyday 

devices to make them 

produce different 

outcomes. 

 Control a device, on and off 

screen, making predictions 

about the effect their 

programming will have.   
 Children can plan ahead. 

   Children are able to type a 

short sequence of instructions 

and to plan ahead when 

programming devices on and 

off screen. 

   Engage in Logo based 

problem solving  
 activities that require children 

to write procedures etc. and 

to predict, test and modify.  
 Use control software to control 

devices (using output 

commands) or to simulate this 

on screen. Predict, test and 

refine their programming. 

   Independently create sequences 

of commands to control devices in 

response to sensing (i.e. use inputs 

as well as outputs).   
 Design, build, test, evaluate and 

modify the system; ensuring that it 

is fit for purpose. 

 Can explain how an algorithm 

works 

 Detect errors in a program 

and correct them 

 Explore ‘what if’ questions by 

planning different scenarios 

for controlled devices 

 Use input from sensors to 

trigger events 

 Design, write and debug their 

own computer control 

application 

M
o

d
e

ls
, 

si
m

u
la

ti
o

n
s,

 c
o

n
tr

o
l 
a

n
d

 

p
ro

g
ra

m
m

in
g

 

 Interact with 

simulation software.  

 Use an art package 

to produce a 

picture on screen.  

 Operate basic 

electronic 

equipment.  

 Control a 

programmable toy.  

 Control a digital device by 

giving it instructions e.g. a 

Beebot.  

 Use an art package on a 

digital device to create an 

image. 

 Predict the behaviour of a 

simple set of instructions  

 Write an algorithm refining 

the instructions to achieve 

a desired outcome.  

 

 Create and debug a simple 

program to control an on 

screen object. 

 Open a digital image from a 

file and add effects.   

 Explore the effect of 

changing the variables in 

simulations.  

 Select purposefully and use a 

variety of tools in a painting 

package eg the straight line, 

geometric shapes and flood 

fill tools.  

 Children are able to play an 

adventure game and use a 

simple simulation, making 

choices and observing the 

results.   

 

  Create a program which 

includes sequence, selection 

and repetition. 

 Create and manipulate 

graphics within a graphics 

package, move, rotate and re-

size graphic elements. Use tools 

to explore the effects of 

cutting, copying and pasting 

areas of an image.  

 Record the outcome of choices 

in a simulation systematically to 

help achieve an outcome.  

 Use models and simulations to 

find things out and solve 

problems.  

 Recognise that simulations are 

useful in widening experience 

beyond the classroom.   

 Make simple use of a 

spreadsheet to store data and 

produce graphs. 

  

  

  

  

 Create a program which 

responds to various forms of 

inputs and outputs.  

 Write a program to achieve a 

specific goal.  

 Use logical reasoning to detect 

and correct errors in algorithms 

and programs.  

 Explore the effect of changing 

the variables in simulations and 

use them to make and test 

predictions, changing the 

variables in a simulation to 

achieve a given outcome.  

 Set up and use a spreadsheet 

model to explore patterns and 

relationships.  

 Make predictions.  

 Know how to enter simple 

formulae to assist this process. 

  

  

  

  

 Solve a problem by 

decomposing into smaller parts.  

 Enter labels, numbers & formulae 

into a spreadsheet.  

 Change data in a spreadsheet to 

answer ‘what if...?’ questions and 

check predictions.  

 Select appropriate graphics tools 

to fulfil a design brief eg create 

an image for an advert.  

  Set up and use their own 

spreadsheet, which contains 

formulae to investigate 

mathematical models. Ask "what 

if …" questions and change 

variable in their model.   

 Understand the need for 

accuracy when creating 

formulae and check regularly for 

mistakes, by questioning results.  

 Relate their use of spreadsheets 

to model situations to the wider 

world. 

 

 Produce a program to 

accomplish a specific goal 

which includes variables and 

a range of inputs and outputs.  

 Use logical reasoning to 

explain how a simple 

algorithm works.  

 Design & create a simple 

spreadsheet model using 

information from experiments 

and real life situations eg 

predict shadow length at 

different times of the day from 

initial measurements, convert 

one value to another.   

 Use the layers tool in graphics 

software to create a complex 

design with several graphical 

elements.  
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 Tell an adult if they see 

something on a digital 

device they don’t like. 

 Know not to give out 

any information about 

themselves.  

 Know that care need 

is needed when using 

technology.  

 Know the SMART rules.  

Know what to do if they 

view content they think is 

inappropriate or upsetting 

(school policy) eg know 

how to minimise a screen if 

they see something 

inappropriate on a website 

and tell a trusted adult. 

 Know to keep personal 

information private when 

communicating online (This 

could be discussed when 

sending a class email).   

 

 Begin to evaluate web sites by 

giving opinions about 

preferred sites.  

 Know that anyone can 

create a web site and it is 

sometimes difficult to know if 

information is true.   

 Know that online 

communication is not always 

confidential and that it can 

be monitored.  

 Identify some risks presented 

by new technologies inside 

and outside school (eg online 

games, mobile  

   

   

   

 Show an understanding that 

not all information on the 

internet is accurate.   

 Develop a growing 

awareness of how to stay 

safe when using the internet 

(in school and at home) and 

that they abide by the 

school's internet safety 

policy. 

 Be aware of the school 

Acceptable use Policy and 

the SMART online rules: 

Safe/Meeting/Accepting/ 

      Reliable/Tell.  

 Know what to do if content is 

inappropriate or upsetting 

(school policy) eg know who 

to report to and talk to.  

 Be aware that taking text or 

images from some sites may 

be stealing other people’s 

work.  

  

  

  

  

 Understand the Internet 

contains fact, fiction and 

opinion and begin to 

distinguish between them.  

 Know when an email should 

not be opened or messages 

ignored.  

 Know that the aim of many 

sites is to sell something or 

gain personal information.   

 Understand that online 

communication is not always 

confidential and that it can be 

monitored.  

 

  

  

  

 Independently and with due 

regard for safety, search the 

internet using a variety of 

techniques to find a range of 

information and resources on a 

specific topic.  

 Use appropriate methods to 

validate information and check 

for bias and accuracy. 

 Use a range of sources to evaluate 

information found online, consider 

plausibility and develop strategies 

to make judgements on the 

sources used e.g. cross-referencing 

a number of websites.  

 Understand the impact of an 

individual sending or uploading 

inappropriate content to a wider 

audience.  

 Understand wikis are multi-

authored and can be hard to 

verify  

 Recognise the potential risks of 

using internet communication 

tools and understand how to 

minimise those risks (including 

scams and phishing) 

 Understand that some 

malicious adults may use 

various techniques to make 

contact and elicit personal 

information  

 Check the validity of a website, 

e.g. look for the author via the 

‘Contact us’ or ‘About us’ area 

of the website, or through 

‘Who is’ sites that list the 

author’s details.  

 Understand the need for 

privacy settings on any social 

networking sites (and that 

those privacy settings may not 

be observed by online ‘friends’ 

who can use/share/download 

your images/content).  
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 Shows increasing an 

awareness of the 

range of devices and 

tools they encounter in 

everyday life. 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 Show an awareness of a 

range of inputs to a 

computer (IWB, mouse touch 

screen, microphone, 

keyboard, etc)  
 

 Show an awareness that what 

they create on a computer or 

tablet device can be shown 

to others via another device 

(e.g. printer, projector, Apple 

TV) 
 Use websites and demonstrate 

an awareness of how to 

manage their journey around 

them (e.g. using the 

back/forward button, 

hyperlinks) 

   Begin to show discernment in 

their use of computing 

devices and tools for a 

particular purpose and 

explain why their choice was 

made.  
 Show an understanding that 

their password is the key to 

accessing a personalised set 

of resources and files (e.g. My 

Documents).   
 Show an awareness of where 

passwords are critical in 

everyday use (e.g. parents 

accessing bank details)  
 Show an awareness that not 

all the resources/tools they use 

are resident on the device 

they are using.    
 Begin to show an 

understanding of URLs. 

  Make choices about the 

devices and tools they use for 

specific purposes and explain 

them in relation to the context.   
 Begin to show an awareness of 

specific tools used in working life.  
 Show an understanding of the 

school network and how it links 

computers to resources in school 

and beyond.   
 Compare this with other 

networks they may encounter at 

home or in the wider world (e.g. 

banks)  
 Perform a search using different 

search engines and check the 

results against each other, 

explaining why they might be 

different.    
 Show an awareness of the 

need for accuracy in spelling 

and syntax to search 

effectively. 

  Evaluate the tools available to 

them including any that are 

unfamiliar or new and use them to 

solve problems.   
 Demonstrate an awareness of the 

appropriateness of outcomes 

depending on choices regarding 

tools and devices.  
 Show an understanding of how 

filtering and monitoring tools affect 

their use of the school network and 

Internet and compare this with their 

experience of access outside 

school.  
 

 Use collaborative tools and e-

mail showing a sensitivity for this 

type of remote collaboration 

and communication 

Greater Depth Standard 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
 Make simple choices to 

control a simple simulation 

program. 
 With support, use a simple 

pictogram or painting 

program to develop simple 

graphical awareness / one to 

one correspondence.   

 Use and apply logical 

thinking to solve a problem 

involving programming (e.g. 

programming a toy) 

 Use digital technology to 

organise and edit content 

(e.g. text in an app, editing 

images) 

 Apply their navigational skills 

for a specific function or 

purpose? (e.g. capturing a 

photo in the Camera app 

and importing this into 

another appropriate app) 

 Their conversation shows 

they understand that 

computers are good at 

 Appreciate that some 

algorithms are more efficient 

than others and use methods of 

efficiency to test these (e.g. 

most efficient method to 

enable a sprite to move left 

and right along the x axis or up 

and down along the y axis)  

 Use digital technology to 

create, organise and edit a 

range of content for a specific 

purpose using an appropriate 

app 

 Consider how text is presented 

and formatted and adapt this 

to suit the purpose of a 

document 

 Recognise the impact of 

keyword choice on search 

engine results (e.g. results 

ranked according to relevance 

or reliability of content and 

credibility of sources) 

 Evaluate content 

(created/researched) against 

a given goal 

 Follow straight forward lines of 

enquiry to search their data for 

their own purposes.   
 Talk about their experiences of 

using ICT to process data 

compared with other methods. 

 Design and create content on a 

computer in response to a given 

goal, paying attention to the 

needs of a known audience? 

(e.g. digital artwork linked to their 

topic, themes or core text)  

 Give reasons for errors in 

programs and explain how they 

have corrected these through 

decomposition and debugging 

 Explain an algorithm using 

sequence, repetition and 

selection in their own words 

Consider audience when editing 

media and justify their choices 

 

 Create a multimedia project that 

contains an appropriately selected 

range of media (e.g. audio, video 

clips)  

 Save an image using a range of 

commands (e.g. ‘control’ and 

‘save image as’ or ‘drag and drop 

to ‘downloads’ folder)  

 Evaluate content according to its 

effectiveness and impact on a 

target audience 

 Write programs that have 

sequences, repetitions and 

variables (e.g. creating a scoring 

system as part of a Scratch game) 

 The need for accuracy is 

demonstrated when using 

 Incorporate images within a 

document or project where 

appropriate, using the most 

effective text wrapping 

formats within documents? 

(e.g. selecting ‘wrap to text’ 

or layering images in the 

Photoshop app)  

 Compare the information 

provided on two tabbed 

websites looking for bias and 

perspective(e.g. evaluating 

the source of content, 

reliability and credibility of 

content, sharing information 

on secure and encrypted 

websites)  



replicating real life events 

and allowing them to 

explore contexts that are 

otherwise not possible. 

 Make simple use of a 

spreadsheet to store data and 

produce graphs. 

databases and strategies for 

spotting implausible data are 

evident.   
 Can talk about issues relating to 

data protection and the need for 

data security in the world at large 

(eg health, police databases).  

 

 Apply a range of logical and 

computational thinking to 

program robotics and 

simulate this using an 

appropriate  

 Can they understand that 

poor input equals unreliable 

results?  

 Can they explore what-if 

scenarios? 

 


