Computing Progression map - 2026-2027

Overview and goals | Knowledge Skills Key Vocabulary

Reception




Computing systems
and networks —
Digital literacy

To identify technology

To identify a computer and its
main parts

To use a mouse in different
ways

To use a keyboard to type on
a computer

To use the keyboard to edit
text

| can recognise and
name a range of digital
devices, e.g. laptop,
phone, games console.
I can log on to the
school computer /
unlock the school tablet
with support.

technology, computer, mouse,
trackpad, keyboard, screen,
double-click, typing.




- To create rules for using
technology responsibly

| can identify the basic

parts of a computer, e.g.

mouse, keyboard,
screen.

| can use a suitable
access device (mouse,
keyboard, touchscreen,
switch).

| can explain why we
use passwords and
recognise examples of
personal information

| know who to tell if
concerned about
content

Creating Media —

- To describe what different

| can select basic

paint program, tool, paintbrush,

Information freehand tools do tools/options to change | erase, fill, undo, shape tools, line
technology - To use the shape tool and the the appearance of tool, fill tool, undo tool, colour,
line tools digital content, e.g. filter | brush style, brush size, pictures,
- To make careful choices when on an image / font / size painting, computers
painting a digital picture of paintbrush. word processor, keyboard, keys,
- To explain why | chose the | bine media letters, type, numbers, space,
tools | used can com backspace, text cursor, capital
- To use a computer on my own W'th support D BT letters, toolbar, bold, italic,
to paint a picture information, e.g. text underline, mouse, select, font,
- To compare painting a picture and images. _ undo, redo, format, compare,
on a computer and on paper | can type text using a typing, writing.
- -To use a computer to write keyboard
- -To add and remove text on a
computer
- -To identify that the look of text
can be changed on a
computer
- -To make careful choices
when changing text
- -To explain why | used the
tools that | chose
- -To compare typing on a
computer to writing on paper
Data and - -To label objects | can describe objects object, label, group, search,
Information - - -To identify that objects can be using labels image, property, colour, size,
Information counted I can find objects with shape, value, data set, more,
technology. - -To describe objects in similar properties less, most, fewest, least, the

different ways

| can answer gquestions
about groups of objects

same




Y2




Computing systems
and networks
Digital literacy

-To recognise the uses and features of
information technology

-To identify the uses of information
technology in the school

-To identify information technology
beyond school

-To explain how information
technology helps us

-To explain how to use information
technology safely

-To recognise that choices are made
when using information technology

| can explain how IT is
used at home

| can explain how IT is
used in different places
| can use a simple
password to log onto the
computer or a website.
| can identify rules for
acceptable use of
technology in school.

| know what personal
information is and the
need to keep it private.
| can recognise that
some information found
online may not be true.

Information technology (IT),
computer, barcode, scanner/scan

Creating media
Information
technology

-To use a digital device to take a
photograph

-To make choices when taking a
photograph

-To describe what makes a good
photograph

-To decide how photographs can be
improved

-To use tools to change an image
-To recognise that photos can be
changed

-To say how music can make us feel
-To identify that there are patterns in
music

-To experiment with sound using a
computer

-To use a computer to create a musical
pattern

-To create music for a purpose

-To review and refine our computer
work

| can create simple
digital content for a
purpose, e.g. digital art.
| can capture, edit and
improve my photos
Present ideas and
information by
combining media, e.g.
text and images.

| can identify which
photos are real and
which have been
changed

music, quiet, loud, feelings,
emotions, pattern, rhythm, pulse,
pitch, tempo, rhythm, notes,
create, emotion, beat, instrument,
open, edit.

device, camera, photograph,
capture, image, digital,
landscape, portrait, framing,
subject, compose, light sources,
flash, focus, background, editing,
filter, format, framing, lighting,

Data and information
Information
technology

-To recognise that we can count and
compare objects using tally charts
-To recognise that objects can be
represented as pictures

-To create a pictogram

-To select objects by attribute and
make comparisons

-To recognise that people can be
described by attributes

-To explain that we can present
information using a computer

| can recognise charts
and pictograms and
explain why we use
them.

| can explain information
shown in a simple chart
or pictogram.

| can modify simple
charts/pictograms, e.g.
add title, item or labels.

more than, less than, most, least,
common, popular, organise, data,
object, tally chart, votes, total,
pictogram, enter, data, compare,
objects, count, explain, attribute,
group, same, different,
conclusion, block diagram,
sharing







- Know how to respond if asked
for personal information or feel
unsafe about content of a
message.

- Know how to report an incident
of cyber bullying.

- Understand the need to
develop an alias for some
public online use.

Computing systems
and networks
Digital literacy

-To explain how digital devices
function

-To identify input and output devices
-To recognise how digital devices can
change the way we work

-To explain how a computer network
can be used to share information

-To explore how digital devices can be
connected

-To recognise the physical
components of a network

| can describe what a
computer is (input >
process > output).

| can recognise that
school computers are
connected.

Keeping password safe
When not to share
personal info
Games/films have age
ratings

digital device, input,
process, output, program,
digital, non-digital,
connection, network, switch,
server, wireless access
point, cables, sockets

Creating media
Information
technology

-To explain that animation is a
sequence of drawings or photographs
-To relate animated movement with a
sequence of images

-To plan an animation

-To identify the need to work
consistently and carefully

-To review and improve an animation
-To evaluate the impact of adding
other media to an animation

-To recognise how text and images
convey information

-To recognise that text and layout can
be edited

-To choose appropriate page settings
-To add content to a desktop
publishing publication

-To consider how different layouts can
suit different purposes

-To consider the benefits of desktop
publishing

| can present ideas and
information by
combining media
independently, e.g. text
and images.

| can design and create
simple digital content for
a purpose/audience,
e.g. poster.

| can edit digital content
to improve it, e.g. resize
text.

text, images, advantages,
disadvantages,

communicate, font, style,
landscape, portrait,

orientation, placeholder,
template, layout, content,
desktop publishing, copy,
paste, purpose, benefits
animation, flip book, stopframe,
frame, sequence, image,
photograph, setting, character,
events, onion skinning,
consistency, evaluation, delete,
media, import, transition.







- Understand that copyright
exists on most digital images,
video and recorded music.

- Understand that if they make
personal information available
online it may be seen and
used by others.

- Recognise that cyber bullying
is unacceptable and will be
sanctioned in line with the
school’s policy.

- Know the difference between
online communication tools
used in school and those used
at home.

- Understand that the outcome
of internet searches at home
may be different than at
school.

Use different search
engines.

Computing systems
and networks
Digital literacy

-To describe how networks physically
connect to other networks

-To recognise how networked devices
make up the internet

-To outline how websites can be
shared via the World Wide Web
(WWW)

-To describe how content can be
added and accessed on the World
Wide Web (WWW)

-To recognise how the content of the
WWW is created by people

-To evaluate the consequences of
unreliable content

Remember and use an
individual password.

Recognise what kinds
of websites are
trustworthy sources of
information.

Recognise the benefits
and risks of different
apps and websites.

Recognise that the
media can portray
groups of people
differently.

Can rate a game or film
they have made and
explain their rating

internet, network, router, security,
switch, server, wireless access
point (WAP), website, web page,
web address, routing, web
browser, World Wide Web,
content, links, files, use,
download, sharing, ownership,
permission, information,
accurate, honest, content,
adverts

Creating media
Information
technology

-To identify that sound can be
recorded

-To explain that audio recordings can
be edited

-To recognise the different parts of
creating a podcast project

-To apply audio editing skills
independently

-To combine audio to enhance my
podcast project

-To evaluate the effective use of audio

Collect, organise and
present information
using a range of media.
Design, create and edit
digital content for a
specific purpose

Identify the features of a
good piece of digital
content and apply these
in own design.

audio, microphone, speaker,
headphones, input device, output
device, sound, podcast, edit, trim,
align, layer, import, record,
playback, selection, load, save,
export, MP3, evaluate, feedback.
image, edit, digital, crop, rotate,
undo, save, adjustments, effects,
colours, hue, saturation, sepia,
vignette, image, retouch, clone,
select, combine, made up, real,
composite, cut, copy, paste, alter,




-To explain that the composition of
digital images can be changed

-To explain that colours can be
changed in digital images

-To explain how cloning can be used in
photo editing

-To explain that images can be
combined

-To combine images for a purpose
-To evaluate how changes can
improve an imag

Know where to find
copyrightfree content,
e.g. creative images.
Collaborate with peers
using online tools

background, foreground, zoom,
undo, font.




Computing systems
and networks
Digital literacy

-To explain that computers can be
connected together to form systems
-To recognise the role of computer
systems in our lives

-To experiment with search engines
-To describe how search engines
select results

| can explain the
difference between the
internet and the World
Wide Web; and between
a search engine and a
web browser

system, connection, digital, input,
process, storage, output, search,
search engine, refine, index, bot,
ordering, links, algorithm, search
engine optimisation (SEO), web
crawler, content creator,
selection, ranking.




-To explain how search results are
ranked

-To recognise why the order of results
is important, and to whom

| can perform a complex
search for information
Know where to find
copyright free images
and audio, and why this
is important. —

Critically evaluate
websites for reliability of
information and
authenticity.

Creating media
Information
technology

-To explain what makes a video
effective

-To identify digital devices that can
record video

-To capture video using a range of
techniques

-To create a storyboard

-To identify that video can be improved
through reshooting and editing

-To consider the impact of the choices
made when making and sharing a
video

-To identify that drawing tools can be
used to produce different outcomes
-To create a vector drawing by
combining shapes

-To use tools to achieve a desired
effect

-To recognise that vector drawings
consist of layers

-To group objects to make them easier
to work with

-To apply what | have learned about
vector drawings

Use different drawing
tools to create images
Create images by
layering and duplicating
images to create more
complex pieces of work
Evaluate and improve
their own designs

vector, drawing tools, object,
toolbar, vector drawing, move,
resize, colour, rotate,
duplicate/copy, zoom, select,
align, modify, layers, order, copy,
paste, group, ungroup, reuse,
reflection video, audio, camera,
talking head, panning, close up,
video camera, microphone, lens,
mid-range, long shot, moving
subject, side by side, angle (high,
low, normal), static, zoom, pan,
tilt, storyboard, filming, review,
import, split, trim, clip, edit,
reshoot, delete, reorder, export,
evaluate, share

Data and information
Information
technology

-To use a form to record information
-To compare paper and computer-
based databases

-To outline how you can answer
guestions by grouping and then sorting
data

-To explain that tools can be used to
select specific data

-To explain that computer programs
can be used to compare data visually
-To use a real-world database to
answer questions

I know the difference
between data and
information

| can perform a search
to answer questions
about data

| can create graphs and
charts from data

database, data, information,
record, field, sort, order, group,
search, value, criteria, graph,
chart, axis, compare, filter,
presentation.







contact and elicit personal
information.

- Understand they should not
publish other people’s pictures
or tag them on the internet
without permission.

- Know that content put online is
extremely difficult to remove.

common website
extensions (e.g. .co.uk;
.com; .ac; .sch; .org;
.gov; .net) to support
validation of information.

Computing Systems
and Networks —
Atrtificial Intelligence

- | know that Al systems are created
and trained by people and
organisations

- | understand that Al is not sentient
and should not be personified.

- | know that Al systems learn from
data and recognise patterns

- | understand that machine learning
models become more accurate when
trained with more relevant data.

- | know that Al outputs can contain
bias, inaccuracies and hallucinations
and must be checked.

- | understand that generative Al and
large language models create outputs
based on patterns in their training data.
- | know that personal information
should not be shared with Al systems
and that data may be stored.

- | can identify Al technologies used in
everyday life.

- | understand the ethical
considerations involved in the use of Al
and when Al should or should not be
used.

- | can identify examples of Al in
everyday contexts.

- | can distinguish between Al in reality
and Al in science fiction.

- | can recognise and explain the
dangers of personifying Al.

- | can train, test and evaluate a
simple machine learning model.

- | can explain how adding data can
improve the accuracy of an Al model.

- | can recognise when an Al system
does not behave as expected.

- | can identify Al-generated content
and question its reliability.

- | know that Al systems are
created and trained by people
and organisations.

- | understand that Al is not
sentient and should not be
personified.

- | know that Al systems learn
from data and recognise
patterns.

- | understand that machine
learning models become more
accurate when trained with more
relevant data.

- | know that Al outputs can
contain bias, inaccuracies and
hallucinations and must be
checked.

- |l understand that generative
Al and large language models
create outputs based on
patterns in their training data.

- | know that personal
information should not be
shared with Al systems and that
data may be stored.

- | can identify Al technologies
used in everyday life.

- | understand the ethical
considerations involved in the
use of Al and when Al should or
should not be used.

- | can identify examples of Al in
everyday contexts.

- | can distinguish between Al in
reality and Al in science fiction.
- | can recognise and explain
the dangers of personifying Al.

- | can train, test and evaluate a
simple machine learning model.

- | know that Al systems are
created and trained by people
and organisations.

- | understand that Al is not
sentient and should not be
personified.

- | know that Al systems learn
from data and recognise patterns.
- | understand that machine
learning models become more
accurate when trained with more
relevant data.

- | know that Al outputs can
contain bias, inaccuracies and
hallucinations and must be
checked.

- | understand that generative Al
and large language models
create outputs based on patterns
in their training data.

- | know that personal
information should not be shared
with Al systems and that data
may be stored.

- | can identify Al technologies
used in everyday life.

- | understand the ethical
considerations involved in the
use of Al and when Al should or
should not be used.

- | can identify examples of Al in
everyday contexts.

- | can distinguish between Al in
reality and Al in science fiction.

- | can recognise and explain the
dangers of personifying Al.

- | can train, test and evaluate a
simple machine learning model.




- | can create clear, purposeful
prompts for generative Al tools.

- | can evaluate Al outputs for
accuracy, bias and misinformation.

- | can suggest situations where Al
should not be used.

- | can design an Al system with
ethical and responsible use in
mind.artificial intelligence (Al), machine
learning, model, data, training data,
accuracy, pattern recognition,
algorithm, generative Al, large
language model (LLM), prompt, output,
bias, hallucination, misinformation,
ethics, sentient, personification,
anthropomorphism, prediction, dataset,
evaluate, critical thinking, personal
information, privacy, responsible use

- | can explain how adding data
can improve the accuracy of an
Al model.

- | can recognise when an Al
system does not behave as
expected.

- | can identify Al-generated
content and question its
reliability.

- | can create clear, purposeful
prompts for generative Al tools.-
| can evaluate Al outputs for
accuracy, bias and
misinformation.

- | can suggest situations where
Al should not be used.

- | can design an Al system with
ethical and responsible use in
mind.artificial intelligence (Al),
machine learning, model, data,
training data, accuracy, pattern
recognition, algorithm,
generative Al, large language
model (LLM), prompt, output,
bias, hallucination,
misinformation, ethics, sentient,
personification,
anthropomorphism, prediction,
dataset, evaluate, critical
thinking, personal information,
privacy, responsible use

- | can explain how adding data
can improve the accuracy of an
Al model.

- | can recognise when an Al
system does not behave as
expected.

- | can identify Al-generated
content and question its
reliability.

- | can create clear, purposeful
prompts for generative Al tools.-
| can evaluate Al outputs for
accuracy, bias and
misinformation.

- | can suggest situations where
Al should not be used.

- | can design an Al system with
ethical and responsible use in
mind.artificial intelligence (Al),
machine learning, model, data,
training data, accuracy, pattern
recognition, algorithm, generative
Al, large language model (LLM),
prompt, output, bias,
hallucination, misinformation,
ethics, sentient, personification,
anthropomorphism, prediction,
dataset, evaluate, critical
thinking, personal information,
privacy, responsible use

Creating media
Information
technology

-To review an existing website and
consider its structure

-To plan the features of a web page
-To consider the ownership and use of
images (copyright)

-To recognise the need to preview
pages

-To outline the need for a navigation
path

-To recognise the implications of
linking to content owned by other
people

-To recognise that you can work in
three dimensions on a computer

-To identify that digital 3D objects can
be modified

- Select, combine and
remix a range of media
to create original
content.

- Consider all steps of the
design process when
creating content (e.g.
identify problem, plan,
create, evaluate, share.)

- ldentify the most
effective tools to present
information for a specific
purpose.

website, web page, browser,
media, Hypertext Markup
Language (HTML), logo, layout,
header, media, purpose,
copyright, fair use, home page,
preview, evaluate, device,
Google Sites, breadcrumb trail,
navigation, hyperlink, subpage,
evaluate, implication, external
link, embed. TinkerCAD, 2D, 3D,
shapes, select, move,
perspective, view, handles,
resize, lift, lower, recolour, rotate,
duplicate, group, cylinder, cube,
cuboid, sphere, cone, prism,
pyramid, placeholder, hollow,




-To recognise that objects can be choose, combine, construct,
combined in a 3D model evaluate, modify.
-To create a 3D model for a given

purpose
-To plan my own 3D model
-To create my own digital 3D model







