Blakedown CE Primarg Com'puhng

Proq ression
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Year I

Year 2

Year 3

YGOI" 4

Yeo,r 5

Year 6

C

omputer Sgslems and Networl(s

-To idenhpq kechnoloqq

-To idenhpq a compuker and its
main porks

-To use a mouse in dipperenk ways
-To use a keyboard to ype on o
compuler

-To use the keyboard to edit text
-To create rules gor using

kechnolog y responsiblg

Iscl OO[

techno

234

fechno

9y

fechnology

-To recognise the uses and
J:eah)res of inpormation fechnologg
-To ‘Ldeth:H kﬁ

in{‘crmahcn kechnologﬁ in the

e uses O‘F

-To idenkipy inpormalion technolo
beyond sc{iolf ¥
-To exrlain how informohon

l’lElPS us

-To exrlain how o use informahon

SOJ:C[H

-To recognise wa choices are
made when using informahon

-To explain how diqikal devices
punchon

-To iclenhpq ‘mpul’ and oukpul’ devices
-To recognise how diqikal devices can
chanqge the way we work

-To explain how @ computer nelwork
can be used fo share inpurmal'ion

-To explore how diqikal devices can be
connected

OJ'; a nekwurk

-To recognise the phqsical cumpanenks

-To describe how networks Phgsicallg
connect o other nelworks

-To recognise how nelworked devices
make up the inkernel

-To ouﬁine 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 conlent of the
WWW is created bg People

-To evaluale the consequences of
unreliable content

-To explain that computers can be
connected fogether fo porm systems
-To recognise the role of computer
sqskems in our lives

-To experimenl' with search engines
-To describe how search enqines
iselect results

-To explain how search results are
ranked

-To recognise why the order of
resulls is imporl’anl’, and o whom

-To explain the impurkance of

internet addresses

-To recognise how dala is

frunsl:erred across the internet

-To explain how sharin

an;ormahon cvnl'me can %ualp Pecple

to work together

-To evaluale diﬂ:erenk ways op
orking logelher online

-To recognise how we

communicale using technalo

-To evaluale cliﬂ;erenk mel’hcgs of

online communication




Blakedown CE Primorg MATHS Progression

(.reahnq Media

-To describe what clifferenl'
Freehand bools do

-To use the shape fool and the
line fools

-To make careJ:ul choices when
Painhng a digikal Pickure

-To explain whH I chose the
fools T used

-To use a campuker on my own
fo Painf a Picl’ure

-To compare Painhng a Picl’ure
ona compuker and on paper
-To use a campuker fo write
-To add and remove text on a
compuker

-To idenhﬂ that the look of fext
can be changed ona compuker
-To make careful choices when
changing fext

-To exploin whg T used the tools
that T chose

-To compare kﬁping ona

compuker to wrihng on paper

-Touse a digikal device o lake
a Phofcgroph

-To make choices when kal(ing
a Phofcgroph

-To describe what makes o
9ood phologroph

-To decide how phoiogrophs
can be improved

-To use tools to change an
image

-To recognise that Phckos can
be changed

-To sy how music can make
us feel

-To i&enhﬂ that there are
PaHerns in music

-To experimenk with sound
using a compuker

-Touse a compul’er fo create o
musical PaHarn

-To creale music for a purpose
-To review and rafine our

compuker WOI'I(

-To explain that animation is o
sequence of draw'mgs or Phokographs
-To relate animaled movement with o
sequence of images

-To Plan an animaion

-To idenl'ij;g the need o work
ccnsiskenl’lg and carefullg

-To review and improva an animaion
-To evaluate the impack of odding
other media to an animation

-To recognise how fext and images
convey infurmul'icn

-To recognise that fext and lagouk can
be edited

-To choose appruprioke page seHings
-To add confent to o desl&op
Publisl’sing Publicahon

-To consider how differenk laHouks
can suik diﬂ:erenl’ purposes

-To consider the benefil's of deskl’op
Publishing

-To idenhfg that sound can be
recorded

-To explain that audio recordings can
be edited

-To recognise the differenl' Parks of
creahng a Podcasl’ Prcjeck

-To OPPIH audio edihng skills
independenHH

-To combine audio fo enhance my
Podcosk Prcjecf

-To evaluale the eﬂ;echve use of
audio

-To explain that the compcsihon of
digikal images can be changed

-To axplain that colours can be
chonged in digil'a[ images

-To explain how cloning can be used
in Phoko edihng

-To explain that images can be
combined

-To combine images for a purpose
-To evaluate how changes can

improva an image

-To explain what makes a video
eﬁechve

-To icleth:H cligil'al devices thak
can record video

-To capl’ure video using a range of
kechniclues

-To creale o skorgboard

-To idenhﬂj that video can be
impruved l'hruugh reshaol’ing and
edihng

-To consider the impocl’ of the
choices made when making and
shoring a video

-To idenhﬂj that drowing fools can
be used fo Pruduce diﬂ:erenk
loutcomes

-To creale a vector drowing [)3
combining shapes

-To use tools to achieve o desired
eJ:J:ed

-To recognise that vector drowings
lconsisk of laHers

-To group objecls fo make them
leasier to work with

-To oPPlH what T have learned

obouk VZC[’G r drawings

-To review an exishng website and
consider its structure

-To Plan the J:ealfures o a web
page

-To consider the ownership and
use of images (coPHrighD

-To recognise the need fo Preview
pages

-To oulline the need fora
navigal’ion Pakh

-To recognise the imPlicahons of
linking fo conkent owned bH other
People

-To recognise that you can work in
three dimensions on a compufer
-To idenhfg that digil'al 3D cbjecl’s
can be mcdified

-To recognise that objecks can be
combined in a 3D model

-To create a 3D model for @ given
purpose

-To Plon my own 3D model

-To creale my own digifal 3D

model

Proqramminq

-To exPlain what a 9iven command
ill do

-To ack out a given word

-To combine porwards and

backwards commands to make o

sequence

-To combine four direchion

commands to make sequences

-To Plon a simple program

-To f‘md moare than one solution lo o

Problem

—TO choose a command fOl‘ a given

PUFPGSe

-To describe o series of
instructions as o sequence

-To exPlain what happens when we
chonge the order of instructions
-To use loﬂical reasoning to Predicf
the outcome of a program

-To explain that Progromming
Projeds can have code and artwork
-To design an algurﬂ:hm

-To creale and debug a program

that T have written

—TU exP[oin khak a sequence OJ:

commonds hQS a skar|:

-To explore a new programming
lenvironmenk

-To ideth:H that commands have an
loutcome

-To explain that o program has a
start

-To recognise that o sequence of
commands can have an order

-To chonge the appearance of my
projeck

-To create o Projeck from a fask

descriphon

-To explain how a sprite moves in an

-To idanhfg that accuracy in
Programming is imporhmf

-To create o program in a text-based
languoge

-To expla‘m what 'rePeoV means

-To modiJ;H a count-controlled loop fo
Produce a given oulcome

-To decompose a task into small steps
-To create o program that uses count-
controlled loops fo Produce a given
oukcome

—TO develop H’;e use OJ: counf—

conkro“ed [OUPS ina diﬂ:erenk

-To conlrol o simp[e circuit
connected lo o compuker

-To write a program that includes
lcount-controlled loops

-To exploin that o looP can sl’op
when a condition is mek

-To design a Phﬁsical Projed: that
includes selection

-To creale o program that conlrols
a Phgsical compuhng Projeck

-To exploin how selection is used

in comPuhar Prcgrams

-To relale that a conditional

-To define a variable’ as
someHwing that is changeable

-To explain WhH a variable is used
in a program

-To choose how to improve o game
bg using variables

-To design a Project that builds on
a 9iven example

-To use my design fo creale o
projeck

-To evaluate my Projed

—TO creaha a Progrum |50 run on a

conkro“oble device




-To show that a series of commands
can be jcined togeHwer

-To idenl’iﬂj the effeck of changlng a
alue

-To explain that each spril'e has its
own instruchions

-To design the Parks ofa Projecl’
-To use my algorikhm fo creale o

Prcg ram

-To axplain that o sequence of
commands has an oulcome

-To create o program u.sing a given
design

-To change a given design

-To creale o program using my
own, design

-To decide how my Projecf can be

imprcved

exishng project

-To create o program fo move a spril'e
in four directions

-To adapl’ a program fo a new conbext
-To develop my program bH adding
Fea&ures

-To ideth:H and _Fix bugs ina
program

-To design and create a maze-based

cha”enge

Progrcmming environment

-To explain that in Progrumming there
are in];‘mike loops and count controlled
[oops

-To deve[op a design that includes twol
or more loops which run ot the same
hime

-To modiﬂj an infinil'e locp ina 9iven
progrom

-To design a Projeck that includes
repehhon

-To creale a Projeck that includes

repehhon

statement connecks a condition ko
lan outcome

-To explain how selection direcks
the J:low of a program

-To design @ program which uses
iselection

-To creale o program which uses
iselection

-TO CVGIUQ}Z mH PFOSFOm

-To explain that selection can
control the J;low of a program

-To upduke a variable with a user
lnpuk

-To use a conditional statement to
compare o variable to a value
-To design a Prcjeck that uses
inpuks and cukpul’s ona
controllable device

-To develop a program fo use
inpuks and cukpul’s ona

controllable device

Dol’a ond Inpormalion

-To label objeds

-To idenl'ifg that objecl’s can be

counted

-To describe objecks in diJ:ferenk
ays

-To count objecfs with the same

Properl’ies

-To compare groups of objects

-To answer queshons aboul groups

of objeds

-To recognise that we can count
land compare objed:s using fullg
charts

-To recognise that objed:s can be
represenhad as Picfures

-To create o Picfcgram

-To select objeds bg altribute and
make comparisons

-To recognise that People can be
described bﬂ altributes

-To explain that we can Presenk

informohon using a cumpuker

-To create quesl’ions with qas/nu
answers

-To idanhpq the allribules needed to
collect data about an object

-To create a branching database
-To explain why it is helpgul por a
dalabase to be well structured
-To plan the structure of o
branchinq database

-To independen“q creale an
idanl’ificahun bool

-To expla‘m that dala gukhered over
lime can be used to answer questions
-To use o cligiko[ device to collect dalal
automahcau

-To explain Ehal' a dala logger collects
dala Poinks' from sensors over time
-To recognise how a ccmpuker can
help us OI‘LG[ se daka

-To idenhﬂj q}me dala needed to
answer clueshons

-To use dala from sensors to answer
quesl’ions

—TO use uform t(l recard

inJ:urmahon

—TO compare POPCF ond compuker—

based databases

-To oulline how you can answer
queshons bH grouping and then
surl’ing dala

-To exploin that tools can be used
bo select specific data

-To exploin that comPulfar
programs can be used fo compare
data visuallg

-To use a real-world dalabase o

answer queshons

-To create o data setin a
spreadsheel'

-To build o data set in o
spreadsheel'

-To explain that formulas can be
used o Prcduce calculated dala
-To applg formulas fo data

-To create o spreadsheek fo Plan
an event

-To choose suitable ways to

Presenf dafo

EYFS

Recephon

Personal, Social and Emotional Deve[opmenk

Show resilience and perseverance in the face of o challenge.

Know cmcl kull( Obcuk H’&Z diff?.r?.nk fQCkOFS chﬁ SUPPOF& Hw.ir OVEFGH hEGlH\ and we”being: —sensible amounks 0}3 'SCFECD hmE‘A

Phgsical Developmenl

DGVGLOP H’Leir small mokcr sl(ills SO H’lak H’LEH can use a range Of kOOlS compekenHH, SOfElH and COﬂfidEHHHA




Expressive Arls and Design

ExPlore, use and reJ:ine a variekﬂ of arbistic eﬂ:ecks fo express their ideas and feelings,

ELG

Personal, Social and Emohono[ Deve[opmenk

Be conficlenl' to krg new achivities and show independence, resilience and perseverance in the face of challenge.

Explain Hle reasons J:OF rules, I(HOW Figl’lk from wrong and tFH tO behave acccrdinglg.

Expressive Arts and Design

SaJ:elH use and explore a variel’H of malerials, lools and techniques, experimenhng with colour, design, fexture, form and J;unchon.



