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Computer systems
and networks

Technology around us

To identify technology

To identify a computer and its
main parts

To usea mouse in different
ways

To usea keyboard to type

To usethe keyboardto edit
text

To create rules for using
technology responsibly

IT around us

To recognisethe uses and
features of information
technology

To identify information
technology inthe home

To identify information
technology beyond school
To explain howinformation
technology benefits us

To showhow to use
information technology safely
To recognisethat choices are
made when using
information technology

Connecting computers

To explain howdigital devices
function

To identify inputand output
devices

To recognisehow digital
devices can change the way
we work

To explain howa computer
network canbe used to share
information

To explorehow digital
devices can be connected

The internet

To describe how networks
physically connectto 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 evaluatethe
consequences of unreliable
content

SharingInformation

To explainthatcomputers
canbe connected together to
form systems

To recognisethe roleof
computer systems inour lives
To recognisehow information
is transferred over the
internet

To explain howsharing
information onlinelets
people indifferent places
work together

To contribute to a shared
project online

To evaluatedifferent ways of
working together online

Communication

To identify how to use a
search engine

To describe how search
engines select results

To explain howsearchresults
are ranked

To recognisewhy the order of
results is important,andto
whom

To recognisehow we
communicate using
technology

To evaluatedifferent
methods of online
communication

Programming
1(A)

Moving a Robot

To explain whata given
command will do

To actout a given word
To combine forwards and
backwards commands to
make a sequence

To combine four direction
commands to make
sequences

To planasimpleprogram
To find more than one
solutiontoa problem

Robot algorithms

To describea series of
instructions asa sequence
To explain whathappens
when we change the order of
instructions

To uselogical reasoningto
predictthe outcome of a
program (series of
commands)

To explain thatprogramming
projects can have code and
artwork

To designanalgorithm

To create and debug a
program that | have written

Sequence in music

To explorea new
programming environment
To identify that commands
have an outcome

To explainthata program has
astart

To recognisethat a sequence
of commands canhave an
order

To change the appearance of
my project

To create a project from a
task description

Repetition inshapes

To identify thataccuracyin
programming is important
To create a programina text-
basedlanguage

To explain what ‘repeat’
means

To modifya count-controlled
loop to produce a given
outcome

To decompose a taskinto
small steps

To create a program that uses
count-controlled loops to
produce a given outcome

Selection in physical computing

To control asimplecircuit
connected to a computer

To write a program that
includes count-controlled
loops

To explainthataloopcan
stop when a conditionis met
To explainthataloopcanbe
used to repeatedly check
whether a condition has been
met

To designa physical project
thatincludes selection

To create a program that
controls a physical computing
project

Variables in games

To define a ‘variable’as
something that is changeable
To explainwhya variableis
used ina program

To choose how to improve a
game by usingvariables

To designa project that
builds on a given example
To usemy designto createa
project

To evaluate my project

Creating Media 1

Digital Painting

To describewhat different
freehand tools do

To usethe shapetool and the
linetools

To make careful choices
when paintinga digital
picture

To explain whyl chose the
tools | used

To usea computer on my
own to painta picture

To compare paintinga picture
on a computer and on paper

Digital Photography

To know what devices can be
used to take photographs

To usea digital deviceto take
a photograph

To describewhat makes a
good photograph

To decide how photographs
canbe improved

To usetools to change an
image

To recognisethatimages can
be changed

Animation

To explainthatanimationisa
sequence of drawings or
photographs

To relateanimated
movement with a sequence
of images

To planananimation

To identify the need to work
consistently and carefully
To review and improve an
animation

To evaluatethe impact of
addingother media to an
animation

Audio Editing

To identify that sound can be
digitally recorded

To usea digital deviceto
record sound

To explainthata digital
recordingis storedas afile
To explainthataudiocanbe
changed through editing

To showthat different types
of audio can be combined
and played together

To evaluateediting choices
made

Vector drawing

To identify that drawingtools
canbe used to produce
different outcomes

To create a vector drawing by
combining shapes

To usetools to achievea
desired effect

To recognisethat vector
drawings consistof layers

To group objects to make
them easier to work with

To evaluate my vector
drawing

3D modelling

To usea computer to create
and manipulatethree-
dimensional (3D) digital
objects

To compare workingdigitally
with 2D and 3D graphics

To constructa digital 3D
model of a physical object
To identify that physical
objects can be broken down
into a collection of 3D shapes
To designa digital model by
combining 3D objects

To develop andimprove a
digital 3D model




St Margaret’s Academy

Strand

Computing

Progression by Year Group

St Margaret's
Academy

Programming 2

Introduction to animation

To choosea command for a
given purpose

To showthat a series of
commands canbe joined
together

To identify the effect of
changingavalue

To explainthateach sprite
has its own instructions

To designthe parts of a
project

To usemy algorithmto create
a program

An introduction to quizzes

To explainthata sequence of
commands has a start

To explainthata sequence of
commands has an outcome
To create a program usinga
given design

To change a given design

To create a program using my
own design

To decide how my project can
be improved

Events and actions

To explainhowa sprite
moves inanexisting project
To create a program to move
a spritein four directions

To adapta program to a new
context

To develop my program by
addingfeatures

To identifyand fix bugs ina
program

To designand create a maze-
based challenge

Repetition in games

To develop the use of count-
controlled loops in a different
programming environment
To explainthatin
programming there are
infiniteloops and count
controlled loops

To develop a design that
includes two or more loops
which run at the same time
To modifyan infiniteloopina
given program

To designa project that
includes repetition

To create a project that
includes repetition

Selection in Quizzes

To explain howselectionis
used in computer programs
To relatethat a conditional
statement connects a
condition to an outcome

To explain howselection
directs the flow of a program
To designa program which
uses selection

To create a program which
uses selection

To evaluatemy program

Sensing

To create a program to run
on a controllabledevice

To explainthatselectioncan
control the flow of a program
To update avariablewitha
user input

To usean conditional
statement to compare a
variabletoavalue

To designa project that uses
inputs and outputs on a
controllabledevice

To develop a program to use
inputs and outputs on a
controllabledevice

Data and
information

GroupingData

To label objects

To identify that objects can
be counted

To describeobjectsin
different ways

To count objects with the
same properties

To compare groups of objects
To answer questions about
groups of objects

Pictograms

To recognisethat we can
count and compare objects
usingtally charts

To recognisethat objects can
be represented as pictures
To create a pictogram

To selectobjects by attribute
and make comparisons

To recognisethat people can
be described by attributes
To explainthatwe can
present information usinga
computer

Branching databases

To create questions with
yes/no answers

To identify the object
attributes needed to collect
relevant data

To create a branching
database

To explain whyitis helpful for
a databaseto be well
structured

To identify objects usinga
branchingdatabase

To compare the information
shown ina pictogram with a
branchingdatabase

Data Logging

To explain thatdata gathered
over time can be used to
answer questions

To usea digital deviceto
collectdata automatically
To explainthata data logger
collects ‘data points’ from
sensors over time

To usedata collected over a
longdurationto find
information

To identify the data needed
to answer questions

To usecollected data to
answer questions

FlatFiledatabases

To usea form to record
information

To compare paper and
computer-based databases
To outlinehow grouping and
then sortingdata allows us to
answer questions

To explainthattools canbe
used to select specific data
To explainthatcomputer
programs can be used to
compare data visually

To apply my knowledge of a
databaseto askand answer
real-world questions

Spreadsheets

To identify questions which
canbe answered usingdata
To explainthatobjects can be
described usingdata

To explainthatformulas can
be used to produce
calculated data

To applyformulas to data,
including duplicating

To create a spreadsheet to
plananevent

To choosesuitableways to
present data

Creating Media 2

Digital Writing

To usea computer to write
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 writingon a
computer with writingon
paper

Making Music

To say how music can make
us feel

To identify that there are
patterns inmusic

To describe how music canbe
used in different ways

To showhow musicis made
from a series of notes

To create music for a purpose
To review and refine our
computer work

Desktop Publishing

To recognisehow text and
images convey information
To recognisethat text and
layoutcan be edited

To chooseappropriate page
settings

To add content to a desktop
publishing publication

To consider how different
layouts cansuitdifferent
purposes

To consider the benefits of
desktop publishing

Photo Editing

To explainthatdigital images
canbe changed

To change the composition of
animage

To describe how images can
be changed for different uses
To make good choices when
selecting different tools

To recognisethat not all
images are real

To evaluatehow changes can
improve an image

Video Editing

To explain whatmakes a
video effective

To identify digital devices that
canrecord video

To capturevideo usinga
range of techniques

To create a storyboard

To identify that video can be
improved through reshooting
and editing

To consider the impactof the
choices made when making
andsharingavideo

Web Page creation

To review an existing website
and considerits structure

To planthe features of a web
page

To consider the ownership
and use of images (copyright)
To recognisethe need to
preview pages

To outlinethe need for a
navigation path

To recognisethe implications
of linking to content owned
by other people




