
 Progression of skills: Computing 

Programme of study: E-Safety 
 

Year R Year 1 
 

Year 2 

 To be able to speak to an adult about anything 
that worries them on a device eg. On an app, a 
website. 

 To know what information should not be given 
out (privacy) 

 To know not to feel guilty if something 
comes on the screen that makes me feel 
bad. 

 Be able to speak to an adult about what I 
have seen. 

 Talk about what I am doing on a computer.  

 To say if something I find on the internet 
makes me feel bad.  

 To be able to inform others about how to be 
safe on the internet. 

 To know what devices connect to the 
internet and to others around the world. 

 Use a laptop or Ipad to access information 
online safely. 

 To understand that one should only talk to 
people they know online in real life 

 To know to tell a trusted adult if anything 
happens that makes them worried. 

 To understand that once messages have 
been sent online they cannot be taken 
back. 

 To know that if personal information is 
posted online it could be seen by others 
and that it should be kept private. 

 To know about emails and what emails can 
trusted and opened 

 Recognise when an email (and other 
information) isn’t safe to open. 

 Inform others about how to keep safe and 
what to look out for. 

 Follow rules in order to keep safe online. 

 To know how to act if they see something 
inappropriate or unsafe online. 



 
 

 
 

 
 



 
 

Programme of study: Information Technology 
 

Year R Year 1 
 

Year 2 

 To explore and use a tablet or laptop 

 To know that to move the cursor you 
should use a trackpad or mouse 

 To know how to click on a laptop 

 To know that to type you need to press 
keys on a laptop 

 To understand how to use a touchscreen 

 To load up an app on a tablet with support 
 

 
 
 
 

 Load and log into purple mash by either using 
a browser or a QR code application. 

 To create a picture using purple mash. 

 Be able to use the camera function and take a 
picture of themselves or a partner. 

 To save their work after it has been 
completed, including naming the file. 

 Log into the laptops using a username and 
password 

 To be able to load, type onto and save a word 
document, including naming the file. 

 

 Load and log into purple mash by either using a 
browser or a QR code application. 

 To be able to use the camera function to take a 

picture of themselves or a partner 

 Type onto purple mash to go with their work – using 
a tablet, laptop 

  To save their work after it has been completed, 
including naming the file. 

 Load a browser and use a search engine to navigate 
to a designated website and then webpage, eg. A 
maths game, Great fire of London game 

 Log into the laptops using a username and 
password 



 To be able to load, type onto and save a word 
document, including naming the file. 

 

 

 

 

 

Programme of study: Research 
 

Year R Year 1 
 

Year 2 

 To be able to talk about the internet and 
what can be found on it – how they use it. 

 To explore a website or webpage using 
the skills they have previously learnt last 
half term. 

 To be able to watch a video on a given 
topic, eg maths numbers 

 
 
 

 To understand what the internet is and does 

 To learn about different components if the 
internet – see key words. 

 To Come up with questions about what they 
want to find out about a key person or event, 
such as Mary Anning. 

 To remember how to stay safe on the internet 

 To research information about a key person or 
event 

 To understand what the internet is and does 

 To learn about different components if the 
internet – see key words. 

 To Come up with questions about what they 
want to research 

 To remember how to stay safe on the 
internet 

 Research a topic in pairs using laptops or 
tablets and independently use a child 
friendly search engine to do so 



 

 
Using Kiddle/child friendly search engine to browse and 
find out about a given topic. 

 

 
Using Kiddle/child friendly search engine to browse 
and find out about a given topic. Then, using that 
information to inform others and create an 
information poster/leaflet. 
 

 

 

 Programme of study: Data Handling 
 

Year R 
 

Year 1 Year 2 



 Gather information (data) about things from their 
own experience 

 Record data using a pictogram 

 Talk about a pictogram, eg. The most, the least, 
their favourite… etc. 

 Gather data using a lesson from school eg. 
Geography – the number of buildings on their 
road. 

 Classify and sort data they have gathered 
practically – eg. Sorting animals by their features. 

 Graph data: plotting data they have gathered 
from a lesson into a pictogram, bar graph or line 
graph. 

 Place objects into a table to categorise 
information. 

 Independently gather information 
using their own experiences from 
lessons eg from a science 
experiment. 

 Record data in a logical sense – 
chronologically, by size, by colour, 
by age etc. 

 Graph information appropriately, 
selecting which graph is fit for 
purpose. 

 Interpret what data is used for, 
why has it been recorded in a 
certain way, has it been recorded 
efficiently 

 Find answers to specific questions 
using data eg. What is the largest, 
tallest, smallest, most, least etc. 

 Use search tools within a given 
database to find information to 
support learning and find answers 
to questions.  

 

 

 
As a class. 

 
As a small group/individually. 

 

 

 



Programme of study: Computer Science 
 

Year R Year 1 
 

Year 2 

 To explore and use a programmable 
toy/bee bot 

 To understand the outcome of inputs 
into a bee bot/ programmable toy 

 To understand what a sequence of 
instructions are i.e multiple steps 

 To be able to give simple instructions 
i.e make the bee bot go forward then 
left. 

 
 
 
 

 To know about and understand algorithms, 
being able to follow a verbal algorithm. 

 To be able to create their own simple algorithm 
and record it. 

 To program and debug a bee bot 

 To create an algorithm for a partner to follow 

 Follow instructions to complete task on an app 

 Input a simple block code to complete levels in 
an app (game) 

 To use, understand and create algorithms. 

 To know what algorithms and code can be used 
for 

 To program using a bee bot or an app. 

 To complete simple block coding to give 
instructions to an app 

 To debug where necessary so that bee bots and 
applications function efficiently. 

 To understand what code is and that is used by 
computers as a language. 

 To create more complex algorithms, code or 
instructions via the use of a game (hour of code) 

 

 

 

 


