Computing Progression Ladder
Year R
(Computing)
Nursery

Year 1

By the end of Reception:
There are Computing ELG or statements in the EYFS however the computing
we teach in school is supporting children in other areas of the EYFS and
providing skills to access an increasingly digital world.
Copy the actions of others to operate
Help adults operate equipment
simple equipment and toys
around the school, independently
operating simple equipment
Explore simple software to make
Use simple software to make things
things happen
happen
Use buttons on electronic toys and be Press buttons on a floor robot or
able to state what the buttons do.
screen robot and talk about the
movements
Programming

Vocabulary

Mulitmedia

Year 2

Reception

Identify some differences between a
variety of toys.

Explore options and make choices
with toys, software and websites

Press, What happens? Show me.

Choice, program, buttons, up, down,
forward, backwards, turn.

By the end of Reception:
There are Computing ELG or statements in the EYFS however the computing
we teach in school is supporting children in other areas of the EYFS and
providing skills to access an increasingly digital world.

By the end of Year 2: Children understand what algorithms are, how they are
implemented as programs on digital devices, and that programs execute by
following precise and unambiguous instructions. They create, debug and use
logical reasoning to predict the behaviour of simple programs.
Physically follow & give each other
Physically follow and give each other
instructions to move around
forward, backward & turn (rightangle) instructions
Articulate an algorithm to achieve
Explore outcomes when buttons are
a purpose
pressed in sequences on a robot
Plan and enter a sequence of
Begin to use software to create
instructions to achieve an
movement & patterns on a screen
algorithm, with a robot specifying
distance & turn and drawing a
trail
Begin to identify an algorithm to
Explore outcomes when giving
achieve a specific purpose
instructions in a simple Scratch
program
Execute a program on a floor
Watch a simple Scratch program
robot to achieve an algorithm
execute & debug any problems
Use the word debug to correct
any mistakes when
programming a floor robot
Begin to predict what will
Predict what will happen & test
happen for a short sequence of
results
instructions in a program
Talk about similarities &
differences between floor robots
and Scratch on screen
Algorithm, debug, instructions,
Commands, debug,
predict, movement,
programming, sequence,
algorithm.

By the end of KS1:
Children use technology purposefully to create, organise, store, manipulate
and retrieve digital content.

Computing Progression Ladder
Mark make with a touch controlled
device.

Use mouse control and simple
software to create pictures

Create sounds and simple music
phrases using ICT tools

Explore images both physical and
digital and identify if they are
interactive or not. E.g. when you press
on the balloon it starts the makes a
noise.
Identify devices that allow you to take
pictures or capture videos.
Move physical objects around in a
small world scenario and describe to
others the purpose of the movement.
E.g. He’s eating his dinner.
Understand that text on devices or
toys is there to aid understanding.
Identify text and images as separate
things. E.g. that’s my name and that
is a dog.

Recognise text, images and sound
when using ICT

Use a video or stills camera to
record an activity

Use a camera or sound recorder to
collect photos or sound
Use a mouse to rearrange objects and
pictures on a screen

Record their own voices and play
back to an audience
Add text and images to a
template document using an
image & word bank

Copy and Paste images and videos
from online resources.
Create own documents, adding text
and images

Begin to use a keyboard to build
words.

Use index fingers (left and right
hand) on a keyboard to build
words & sentences

Use keyboard to enter text (index
fingers left & right hand)

Enjoy exploring age appropriate
applications.

Develop an interest in ICT by using
age appropriate websites or
programs
Understand that work can be saved
for later use.

Know that devices have different
things on them.
e.g. Mummy has that game on her
phone but Daddy doesn’t.
Be able to tell if a device is on or off.

Game, picture, writing, button, press
Vocabulary

Know when & how to use the
SPACE BAR (thumbs) to make
spaces between words

Know the computer requires a
password. Know not to press the
power button to turn off a computer.
Move, screen, click, drag, mouse,
button, tools

Use an increasing variety of tools
and effects in paint programs
and talk about their choices
Explore the effects of sound and
music in animation and video

Know when and how to use the
RETURN/ ENTER key. Use SHIFT &
CAPS LOCK to enter capital letters.
Use DELETE & BACKSPACE buttons to
correct text. Create sentences, SAVE
& edit later

Save and retrieve work from a
folder the adult has designated.

Save work with a name that aids
retrieval. Access the correct place to
retrieve their own work.

Log on to the computer

Log on and Shut down correctly.

paint, colour, brush, undo, redo, text,
image, size, , window, size, close, log
on, log off, keyboards, keys, double
click, drag,
save, open

launch, application, minimise, poster,
restore, settings, software, present,
save, retrieve, folder, name.

Computing Progression Ladder
By the end of Reception:
There are Computing ELG or statements in the EYFS however the computing
we teach in school is supporting children in other areas of the EYFS and
providing skills to access an increasingly digital world.
Look at pictures and describe what
Collect information as photos or
they show.
sound files
Handling Data

Sort pictures using a simple difference
e.g. food not food.
Put similar things in the same group.
Say what is similar.

Vocabulary

Technology in Our
Lives

Interpret simple data from a picture.
E.g. They have brown hair because I
can see their photo.
I know that pictures can be used to
represent information. E.g. A bear on
the cover of the book tells me the
book is about bears.
Pictures, sort

Take photographs, video and
record sound to record learning
experiences
Look at how data is representing
digitally

Take and save photographs, video
& record sound to capture
learning
Ask questions and consider how
they will collect information

Contribute to and interpret a
pictogram

Collect data, generate graphs
and charts to find answers

Save data for others to view.

Save & retrieve the data to show
to others

I can identify a graph or pictogram
when looking in a book or online.

I can recognize how pictograms
can be used in real life.

I can recognise some ways that
databases can be used in
everyday life

Photo, information, shared

Pictogram, graph, photographs,
video.

Save, retrieve, data, questioning,

Use a simple pictogram or set of
photos to count and organise
information
Identify and Count how many things
meet a criteria. E.g. how many little
blue bears do we have?
Look at and begin to interpret data
that others have shared.

By the end of Reception:
There are Computing ELG or statements in the EYFS however the computing
we teach in school is supporting children in other areas of the EYFS and
providing skills to access an increasingly digital world.
Recognise some of the outcomes of
Recognise purposes for using
technology in the home and Nursery
technology in school and at home
e.g. The camera can take pictures.
That toy plays music.

Understand that some objects belong
to different people and that you may
need their permission to use them.

By the end of KS1:
Children use technology purposefully to create, organise, store, manipulate
and retrieve digital content.

Understand that things they create
belong to them and can be shared
with others using technology

By the end of KS1:
Children recognise common uses of technology beyond school. They use
technology safely and respectfully, keeping personal information private.
Recognise uses of technology in their
homes and in their community

Understand that there are online
tools that can help them create and
communicate

Recognise that some data is stored on
a device and some is stored in online
and can be accessed by many others.
Begin to understand there are a
variety of sources of information and
begin to recognise the differences
I can recognise some ways that
online information can be used in
everyday life
Begin to understand what the
Internet is and the purposes that
it is used for

Computing Progression Ladder

Vocabulary

Online Safety

Recognise that interactive toys can
help us play and learn.

Recognise that they can use the
Internet to play and learn

Recognise that some content on
websites is not suitable for all ages.

learn

Internet, computer, online,

Website, connected, sharing data

By the end of Reception:
There are Computing ELG or statements in the EYFS however the computing
we teach in school is supporting children in other areas of the EYFS and
providing skills to access an increasingly digital world.
Talk about some of the rules at home
Talk about good & bad choices in real
or nursery that are used to keep them life e.g. taking turns, saying kind
safe.
things, helping others, telling an adult
if something upsets you
Talk about how some actions are
Play appropriate games on the
more risky than others. E.g. standing
Internet
on a table.
Talk about good and bad choices
Talk about good and bad choices
when playing with others – being
when using websites – being kind,
kind, telling a grown up if something
telling a grown up if something upsets
upsets us & keeping ourselves safe by us & keeping ourselves safe by
keeping personal information private
keeping information private
from strangers.
Know that people communicate with
Know that computers can share
others to help each other. E.g. I told
information with others.
my sister I am hungry and she got me
an apple.
Identify that some things are true and Know that people sometimes say
some things are made up.
something that they think is true but
it isn’t.
Know that some objects are not
appropriate for children their age to
use/have.
Identify appropriate adults that they
can tell if they are upset or scared.

Know that some things online are not
appropriate for their age.
Identify appropriate adults that they
can talk to if they are concerned
about online contact or content.

Understand the different types of
content on websites and that some
things may not be true or accurate
Access, shared, purpose, technology

By the end of KS1: Children can use technology safely and respectfully,
keeping personal information private; they identify where to go for help and
support when they have concerns about content or contact on the internet or
other online technologies.
Understand they need to follow
Stay safe online by choosing websites
certain rules to remain safe when
that are good for them to visit & not
visiting places online
inappropriate sites
Begin to understand that if you create
something you own it

Explore what cyber-bullying means &
what to do when they encounter it

Learn that many websites ask for
information that is private & discuss
how to responsibly handle such
requests

Know that if they put information
online it leaves a digital footprint or
“trail” & they need to manage it so
it’s not hurtful

Explore how computers can be used
to share information with real people
within their schools, families &
communities
Know that people all know different
things and identify who might be the
best person to ask to get the most
accurate answer.
Know that digital content often has
age ratings and these are important
to keep children safe.
Understand the types of content or
contact that may be of concern and
know to report this to a sensible
adult.

Understand that keyword searching is
an effective way to locate online
information & how to select keywords
to produce the best search results
Discuss criteria for rating
informational websites

Realise that not all websites are
equally good sources of information
To understand that individuals or
websites can be blocked from use
and that reporting disturbing content
is important to keep themselves and
others safe.

Computing Progression Ladder
Vocabulary

Safe, real, not real.

Online safety, true, false, age
appropriate, choice

Private, age rating, safety, accurate,
communicate

Blocked, reporting, rating, keywords,
searching.

