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	What are the 
KS1 National Curriculum aims?  
	Pupils should be taught:   
· Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions 
· Create and debug simple programs
· Use logical reasoning to predict the behaviour of simple programs
· Use technology purposefully to create, organise, store, manipulate and retrieve digital content 
· Recognise common uses of information technology beyond school  
· Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies 
 




	What are the 
KS2 National Curriculum aims?  
	Pupils should be taught:   

· Design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts 
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output 
· Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Understand computer networks, including the internet; how they can provide multiple services, such as the World Wide Web, and the opportunities they offer for communication and collaboration
· Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
· Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact









In this document you will see the progression of the key skills throughout the program of study. These have been highlighted as below so that teachers can see how they follow on from one another as children move through the school. 


The key computing skills are : text and graphics, digital creativity, data and programming, multimedia and research & communication 


	Year N
	Year R
	Year 1

	The EYFS Curriculum is planned across seven areas of learning, the links to ICT are shown through many of the areas. At Four Swannes we make cross curricular links to ICT to equip the children to be ready for the taught curriculum in Key Stage One. We use mini mash on our IWBs for children to access age-appropriate activities. 




	• Understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions. 1.2 1.4 1.5 1.7

• Develop manipulation and control. 1.5  1.7

• Create and debug simple programs. 1.5 1.7

• Use logical reasoning to predict the behaviour of simple programs. 1.5 1.7

• Use technology purposefully to create, organise, store, manipulate and retrieve digital content. 1.3 1.6 1.7

• Recognise common uses of information technology beyond school. 1.9

• Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies. 1.1

	Rising 3’s
• Listen to simple stories and understand the order.
• Build independently with a range of tools.
• Saying number sequences.
• Create puzzles.
• Notice patterns and arrange patterns. 
• Make rhythmical and repetitive sounds.
	• Develop manipulation and control.
 • Develop counting-like behaviour, such as making 
sounds, pointing or saying some numbers in 
sequence.
• Count in everyday contexts, sometimes skipping 
numbers - ‘1-2-3-5.
• Notice patterns and arrange things in patterns.
• Remember rules without needing an adult to 
remind them.
• Match their developing physical skills to tasks 
and activities in the setting.
 • Solve real world mathematical problems with 
numbers up to 5. 
• Discuss routes and locations, using words like ‘in 
front of’ and ‘behind’. 
• Notice and correct an error in a repeating pattern.
• Begin to describe a sequence of events, real or 
fictional, using words such as ‘first’, ‘then.
• Explore how things work.
	

	3-4 year olds
• Finding solutions to conflicts
• Use one handed tools and equipment
• Create patterns i.e. ABAB
• Talk about and identify patterns around them
	
	




	Year 2
	Year 3
	Year 4

	• Explain what a sequence is. 2.1
• Recognize that the order of instructions in a sequence is important. 2.1
• Understand what an algorithm is, and that when inputted on a computer it is called a program. 2.1
• Predict the outcome of an algorithm or program with multiple steps.  2.1
• Recognise that there may be more than one solution to a problem.  2.1
• Plan out a program by creating an algorithm and evaluate its success.  2.1
• Recognise that we can create an algorithm to help plan out a program (e.g. planning the steps before entering them onto device)  2.1
• Create a program with multiple steps. Coding 2.1
• Identify and correct errors in a given algorithm or program, and recognise the term debugging. 2.1
• Use technology purposefully to create, organise, store, manipulate and retrieve digital content. 2.3 2.4
2.5 2.6 2.7 2.8
• Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies. 2.2

	· Explain how algorithms can help us plan a program, and that when inputted on a computer it is called a program. 3.1 3.10
· Recognise that we need to test out programs to check that they work. 3.1 3.10
· Predict the outcome of a block-based program.
· Recognise that different inputs (events) can be used to start a program. 3.1 3.10
· Recognise that we can break a problem into steps (decomposition) to make it easier to solve. 3.1 3.10
· Make choices about the design of a program and implement them. 3.1 3.10
· Create a program using a range of events/inputs to control what happens. 3.1 3.10
· Identify repeated steps in a program or algorithm. 3.1 3.10
· Begin to create examples of algorithms containing repetition (loops) 3.1
· Successfully modify an existing program, e.g., change background, number of times things happen. 3.1
· Identify errors in a block or text-based program and correct them. 3.1
· Select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information.
3.3 3.4 3.5 3.6 3.7 3.8 3.9
· Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact. 3.2 3.5 3.9
	· Produce a programme with accurate sequence of instructions, considering efficiency. 4.1 4.5 4.11
· Design, implement code, test and debug a program. 4.1 4.5 4.11
· Predict the outcome of their algorithms to spot errors. 4.1 4.5 4.11
· Recognise that we can decompose projects to make them easier to plan and debug. 4.1 4.5 4.11
· Create examples of algorithms containing count-controlled loops, to improve efficiently (e.g., repeat 3 times) to make a program more efficient. 4.1 4.5 4.11
· Recognise a forever loop in a program or algorithm and use a forever loop to keep something happening. 4.1 4.5 4.11
· Explain when to use forever loops and count-controlled loops and use them effectively in programs. 4.1 4.5 4.11
· Recognise common mistakes in programs and how to correct them. 4.1 4.5 4.11
· Select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information.
4.1 4.4 4.6 4.9 4.10
· Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact. 4.2




	Year 5
	Year 6

	• Design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts. 5.1 5.5 5.9 5.10

• Use sequence, selection and repetition in programs; work with variables and various forms of input and output. 5.1 5.9 5.10

• Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs. 5.1 5.9 5.10

• Understand computer networks, including the Internet; how they can provide multiple services, such as the World Wide Web; and the opportunities they offer for communication and collaboration. 5.2

• Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content. 

• Select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information. 5.1 5.3 5.4 5.5 5.6 5.7 5.8 5.9 5.10

• Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns. 5.2
	• Design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts.
• Use sequence, selection and repetition in programs; work with variables and various forms of input and output. 6.1
• Use sequence, selection and repetition in programs; work with variables and various forms of input and output. 6.5
• Use logical reasoning to explain how some simple algorithms work and to detect and correct errors 6.1 6.5, 6.8
• Understand computer networks, including the Internet; how they can provide multiple services, such as the World Wide Web; and the opportunities they offer for communication and collaboration. 6.2 6.4

• Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content. 6.2
• Select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that

•Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact. 6.2 6.4



1


The key computing skills are : text and graphics, digital creativity, data and programming, multimedia and research & communication  Online Safety 
