

Whole School Computing Progression Map 

Our Computing curriculum is developed using the Teach Computing units (https://teachcomputing.org/curriculum/key-stage-1)  and https://www.commonsense.org/education/digital-citizenship it aligns to the National Curriculum Programme of Study for Computing as detailed below. Pupils build on a range of skills that enhance their computer science, information technology and digital literacy capabilities. Through their Computing journey they will experience algorithms and programming, data, systems, digital artefacts, computing contexts, mechanics, searching and selecting information and online safety.

Keeping Children Safe in Education (2025) reminds us that staying safe online is just as important as staying safe in the real world. Our computing curriculum helps children to think carefully about the information they see, teaching them to question whether it is reliable, recognise when something might not be true, and understand how to keep themselves safe. By learning these skills, pupils become confident and responsible digital citizens who can make sensible choices online.
Access to technology begins in the Early Years through exploratory and adult directed learning and being given the chance to develop skills using devices they will encounter as they transition to KS1 (laptops, iPads and BeeBots).
Across the school, it is good practice for staff to also build these skills into other areas of learning allowing for pupils to transfer their learnt Computing skills to other learning tasks and further develop their confidence and understanding.
	

	Computing Whole School Overview
Our goal for Computing education is that children are able to use computational thinking and creativity to understand and change the world, developing:
· a knowledge of programming;
· digital literacy; and
· an understanding of how to use technology safely and respectfully

	
	Autumn 1
	Autumn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Whole school days/events linked to Computing
	National Coding Week
	Computer Science Education Week
	
Internet Safety Day
	
	International Girls in ICT Day
	

	Skills Builder
	Aiming High
	Speaking and Listening
	Team 
	Others
	Nuture
	Changes


Appendix 1 at the end of this progression document gives cross curricular links to support development and assessment in other subject areas.
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Computing in the Early Years 
The EYFS framework is structured very differently to the national curriculum as it is organised across seven areas of learning rather than subject areas. Technology will be available to our EYFS pupils through discovery and play in the learning areas of Nursery and Reception (https://www.kapowprimary.com/blog/what-does-the-removal-of-the-technology-strand-from-the-eyfs-curriculum-mean-for-computing/)  They will have access to devices such as: Digital Cameras; Walkie Talkies; non-smart phones; Metal Detectors; Talking Photo Album and iPads. They will use apps on the interactive whiteboard to develop their confidence in using and understanding technology.
As there is no specific Computing curriculum for EYFS, outlined below are the statements of the 2020 Development Matters which are prerequisite skills for computing within the National Curriculum. We have taken the most relevant statements from the Early Learning Goals in the EYFS statutory framework and the Development Matters age ranges for three- and four-year-olds and Reception to match the programme of study for Computing.
The most relevant statements for Computing are taken from the following areas of learning: Personal, Social and Emotional Development, Physical Development, Understanding the World and Expressive Arts and Design.

	Three and Four- Year-Olds
	Personal, Social and Emotional Development
	· Remember rules without needing an adult to remind them.

	
	Physical Development
	· Match their developing physical skills to tasks and activities in the setting.

	
	Understanding the World
	· Explore how things work.

	Reception
	Personal, Social and Emotional Development
	· Consider how to be safe online: Smartie the Penguin
· Show resilience and perseverance in the face of a challenge.
· Know and talk about the different factors that support their overall health and wellbeing: sensible amounts of ‘screen time’.

	
	Physical Development
	· Develop their small motor skills so that they can use a range of tools competently, safely and confidently.

	
	Expressive Arts and Design
	· Explore, use and refine a variety of artistic effects to express their ideas and feelings.

	ELG
	Personal, Social and Emotional Development
	Managing Self
	· Be confident to try new activities and show independence, resilience and perseverance in the face of challenge.
· Explain the reasons for rules, know right from wrong and try to behave accordingly.

	
	Expressive Arts and Design
	Creating
with Materials
	· Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.



Computing Progression Document 
Themes: CS Computing Systems; CM Creating Media; DI Data and Information; PG Programming; SS Safety and Security

	Computing Systems and
Networks (CS)
	Data and Information (DI)
	Programming (PG)
	Creating Media (CM)
	Safety and Security (SS)



	Aiming High; Speaking and Listening; Team Work; Others; Nurture (ASTON)



	
	AUTUMN 1 - Outdoors
	Autumn 2 - Outdoors
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Year R
	· Digital Citizens: Smartie The Penguin 
	· Tonies – Listening to Stories
· Walkie Talkies – Outdoors
· Remote Control Cars

	· Metal Detectors - Outdoors
· Digital Citizens: Webster’s Email

	· Beebots
· Role play office – introduce lower case keyboard

	· Digital Citizens: Penguin Pig
· Microphones – Recording Themselves – Outdoors
· Cody Block Starter Set
· Watch CBeebies Wonderblocks to introduce problem solving and early coding language.
	· Talking Photo Albums
· Digital Cameras - Outdoors 
· Yotos to support storytelling and discussion

	Year 1
	· Project Evolve – Managing Onlne Safety
	· Grouping Data- Outdoors Di Al

	· Moving A Robot Al Pg (Beebot Progression)
	· Programming Animations Pg Dd 

	· Digital Citizens: Safety In My Online Neighbourhood
· Technology around us and Digital Painting – Outdoors – CM AL ET

	· Digital Citizens: Pause For People
· Digital Writing ET CM

	Year 2
	· IT Around Us – Outdoors CS NW (Digital Safety at end of unit)
	· Digital Citizens: How Technology Makes You Feel
· Digital Photography ET CM
	· Digital Citizens: Internet Traffic Light
· Robot Algorithms AL PG
	· Introduction To Quizzes
· Programming Quizzes PG DD
	· Digital Citizens: Pause And Think Online
· Pictograms - DI ET 
	· Making Music
· Digital Music CM DD

	Year 3
	· Digital Citizens: Device Free Moments
· Connecting Computers  - Outdoors CS NW
	· Digital Citizens: Fact vs Opinion?
· Branching Databases – Outdoors - DI ET 
	· Digital Citizens: Digital Trails
· Desktop Publishing: Word PG DD
	· Digital Citizens Sincere Apologies: 
· Stop-Frame Animation ET CM 
	· Digital Citizens: Putting A Stop To Online Meanness.  
· Desktop Publishing: PPT ET CM
	· Digital Citizens: Let’s Give Credit 
· Events And Actions In Programs PG DD

	Year 4
	· Digital Citizens: Your rings of Responsibility
· Outdoors - Audio Production TT CM (Book Creator)
	· Digital Citizens: Is seeing believing 
· Outdoors - Photo Editing PPT ET CM (Book Creator)
	· Digital Citizens: This is me

· The Internet NW SS 
	· Digital Citizens: Digital Citizen Pledge
· Repetition In Games PG DD (Scratch)
	· Digital Citizens: Power of words 
· Data Logging CS DI
	· Digital Citizens: Password powerup
· Repetition In Shapes lL PG (Logo)

	Year 5
	· Digital Citizens: My media choice
· Outdoors- Video Production (Y5)  CM DD 
	· Digital Citizens: Finding Media balance
· Selection in Physical Computing PG
	· Digital Citizens: Keeping games fun & friendly
· Selection In Quizzes Al PG
	· Digital Citizens: Be a Super digital citizen
· Introduction To Vector Graphics ET CM
	· Digital Citizens: Online Tracks
· Introduction to Spreadsheets Y6 DI ET

	Year 6
	· Digital Citizens: Reading News Online
· Outdoors - Multi-Media: Gaining Support for a Cause CM DD
	· Digital Citizens: You won’t believe this!
· Variables In Games PG DD
	· Digital Citizens: Digital friendships 
· Sensing Movement PG CS
	· Digital Citizens: Is it Cyberbullying?
· 3D Modelling ET CM 
	· Digital Citizens: Beyond gender stereotypes 
· Using the Microbit for Year 6 to 7 Transition PG
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