
Progression in Computing Skills, Knowledge and Vocabulary 

 

Coverage 

KS1 Year 3 Year 4 Year 5 Year 6 

Year 1 
Graphics 
E-Safety 
Coding 
Word 

Processing 
Media 
Data 

Handling 

Year 2 
Word 

Processing 
Coding 

 Graphics 
Email 

Animations 
Data and 
Graphs 

Web research 
 

 
Each year group will have an E-Safety lesson/sequence of lessons each half term. 

 

Digital Literacy 
Word Processing (Word) 

 
Desktop Publishing  

(Publisher) 
 

Computer Science 
(Scratch) 

 
E-Safety 

Computer Science 
(Crumble Controller) 

 
Digital Literacy 

(Excel) 
 

E-Safety 

Digital Literacy 
Presentation Software 

(Powerpoint) 
 

Desktop Publishing  
(Publisher) 

 
Information Technology 

(Networks) 
 

Computer Science 
(Scratch) 

 
E-Safety 

Computer Science 
(Crumble Controller) 

 
Digital Literacy 

(Excel) 
 

E-Safety 



Shortcuts for all year groups to use: 

Press this key To do this 

Ctrl + S Save document. 

Ctrl + X Cut the selected item. 

Ctrl + C  Copy the selected item. 

Ctrl + V  Paste the selected item. 

Ctrl + Z Undo an action. 

Ctrl + Y Redo an action. 

Ctrl + A Select all items in a document or window 

Alt + Tab Switch between open apps. 

Alt + F4 Close the active program, or exit the active app. 

F5 Refresh the active window (online). 

Alt + Left arrow Go back. 

Alt + Right arrow Go forward. 

Windows logo key  + E Open File Explorer. 
 

Mouse skills for all year groups to use: 

 Double click (left & quick) = select a single item/open document. 

 Triple click (left & quick) = select a section of text (paragraph/line) 

 With an item already selected, hold Ctrl to select multiple items. 

 Right click = open item menu on text, documents, folders and items. 

General vocabulary for all year groups to use: 

Keyboard, mouse, save, save as, open, data, close, file, download, upload, access, shut down, logon,  restart, desktop, operating system, program, app, 

application, document, browser, URL, tab, window, item, menu, format, maximise, minimise, copy, paste,  textbox, image, sprite, cell, table, column, USB, port, 

row, folder, file explorer,  

General good practise for all year groups to use: 

 Use shortcuts 

 Save document with a suitable file name & with their name. 

 Explain why we save with a suitable file name. 

 Save in the correct area. 

 Use search functions. 

 Type with two hands. 

 Regularly save work to avoid losing (in case of battery dying or a system crash). 

 

Considering the Computing curriculum has been slimmed, use topic and other areas 

of the curriculum to use ICT as a platform for showing the outcome of pieces of 

work. **Find list below** 

Other areas of computing that can be utilised across school: 

 Stop-frame animation (IPad) 

 IMovie (IPad) 

 Garage band (IPad) 

 Prezi (Laptop – online) 

 Using search technologies appropriately (IPad/Laptop - online) 

 Green screen (IPad) 

 Kahoot quiz (IPad/laptop – online) 

 Powerpoint, Word & Excel (Laptop) 

 Tickle (IPad) 

 



 

Vocabulary 
Each year group has key Computing vocabulary linked to the following areas:  

Interface (the position of icons/menus etc. within a program 
Graphics and Multimedia (pictures, images, videos, sounds etc.) 
Layout and Position (were items/pages are located and placed) 

Formatting (customisations, alterations, edits of different items) 
Programming (instructions given to form algorithms and programs) 

Hardware and Networking (physical parts of a computer and network).  
 

This vocabulary must be taught within the year group but reference to previous year group’s vocabulary is essential in order for children to secure their 
understanding of the technical Computing vocabulary and skills. Children should use this vocabulary when they are talking about their work as well as when they 

are annotating finished pieces. 
 

KS1 
 

Currently not able to 
complete this section 

  Year 3 
 
Insert (add items from various 
sources, including the internet 

to a file/document). 
 

Menu & Submenu (areas that 
you navigate to access 

something). 
 

Item (generic word for 
different things such as Word 

Art, Image, video, GIF, 
screenshot, table etc).  

 
Alignment & Position 

(positioning an item/text etc. 
to different margins – left, 

right, centre). 
 

Wrap text (determines the 
behaviour of text relative to 

other items in the document). 
 

Formatting (customisations, 
alterations, edits, additions of 

different items). 

Year 4 
 

Spreadsheet & data (where 
data (types of information) is 

collected, stored and 
organised).   

 
Cell Format (format cells like 

borders, cell colour, cell 
margins, number, currency 

etc.). 
 

Formula (some form of 
calculation/instruction based 

on the contents of cells). 
 

Input and output (input 
device sends information to a 

computer system for 
processing; output device 
reproduces or displays the 
results of that processing). 

 
Logical Reasoning (an 

understanding of the rules, 
restrictions, functionalities, 

abilities etc. of something to 

Year 5  
 

Layout (customise the page 
margins, page orientation and 
access formatting options for 

different items). 
 

Hyperlink (an electronic link -
can be text, shape or image 
etc. - to move directly from 

one place to another.  This can 
be to an online link, a different 

part of a document or a 
separate file).  

 
 Variable (in programming, a 
variable is a value that can 

change, depending on 
conditions or on information 

passed to the program). 
 

Conditional Selection (when a 
decision needs to be made in a 

computer program or an 
algorithm, selection is used. 
This is typically done using 

conditional statements, the 

Year 6  
 

Physical System (Physical 
systems include robotics, 

motors and sensors. Examples 
being streetlights coming on at 
night, remote controls, traffic 

lights, security systems, air 
conditioning systems and 

automatic doors). 
 

Peripheral devices (a computer 
device, such as a keyboard or 
printer that is not part of the 

essential computer such as the 
memory and microprocessor). 

These auxiliary devices are 
intended to be connected to 

the computer and used. 
 

Abstraction (the process of 
simplifying a situation by 

removing - or simply ignoring – 
unimportant information).  

 
 



 
Algorithm (a sequence of 

instructions or a set of rules). 
 

Repetition (repeating a 
sequence of instructions a 

certain number of times, or 
until some specific result is 

achieved). 
 

Sequence (sequence is a basic 
algorithm: A set of logical steps 

carried out in order). 
 

Debug (the process of going 
through an algorithm or 

program to identify and correct 
mistakes). 

 

solve a problem - i.e. if you 
know a BeeBot can only turn 

90 degrees clockwise or 
anticlockwise, you will use 
logical reasoning to predict 

the outcome of the 
algorithms to solve a 

problem).    
 

Control (using computers to 
move or otherwise 

change ‘physical’ systems. 
The computer can be 

hidden inside the system or 
connected to it). 

 
 

most common conditional 
statements are IF, THEN, ELSE. 

These statements allow 
different instructions to be run 
depending on whether or not a 

condition has been met. 
 

Networking (Link to separate 
vocabulary). 

Conditional formatting 
(enables you to apply special 

formatting to cells in a 
spreadsheet that meet certain 
criteria. For example, IF cell D4 

> 5 turn red). 

 
Digital Literacy 

End of KS1 Year 3 Year 4 Year 5 Year 6 

Currently not able to 
complete this section 

Insert items in a document 
including the following: text 
boxes, tables, bullet 
points/numbered lists, images, 
Word Art, shapes and edit 
them appropriately. 
 
Insert graphics and images 
from a variety of sources 
including a designated file 
location (importing from the 
student save drive) and the 
internet; use print 
screen/snipping tool and crop 
images where necessary. 
 
Format items (including 
graphics, texts boxes etc.) and 

Navigate between cells - 
using Ctrl and left click to 
select more - and identify 
cells appropriately e.g. G7. 
 
Record and input numerical 
and textual data in cells to fill 
the spreadsheet. 
 
Format cell(s) in terms of 
their borders, sizes, 
alignment and merging.  
Further format cells in terms 
of their colours, fonts, text 
alignment, text control 
(wrap/shrink) and explore the 
use of category to define the 
data within the cell (switching 

Use editing tools to ensure 
work is free from errors using 
tools such as spell checker, 
thesaurus and find and replace. 
 
Use more advanced formatting 
skills such as borders, fill 
colours and gradient fills.  Use 
more advanced formatting in 
relation to items within a 
document such as wrap text, 
group objects and positioning 
items in front and below each 
other. 
 
Explore saving in different file 
types including PDF and .HTML 

Construct, refine and interpret 
frequency tables; bar charts 
with grouped discrete data; 
line graphs; interpret pie 
charts. 
 
Input data into a spreadsheet 
and independently format this 
to the appropriate category 
(number, currency, decimal 
points etc.) and aesthetic style.    
 
Change data and formulae in a 
spreadsheet to answer 'what 
if...?' questions and make and 
check predictions 
 

Network%20Vocabulary_Skills%20Progression.pptx
Network%20Vocabulary_Skills%20Progression.pptx


pages in terms of their 
appearance and presentation.  
This includes changing fonts, 
sizes, colours, alignment, 
position on the page, 
orientation, cropping, and 
resizing. 
 
Right click on blue underlines 
(grammar errors) and red 
underlines (spelling mistakes) 
to edit a piece of work. 
 
Make comparisons between 
the interfaces of different 
types of software. 

to number/currency/decimal 
points). 
 
Generate and compare 
different charts and graphs 
and understand that different 
graphs are used for different 
purposes e.g. pie charts of 
great for quantifying whereas 
line graphs can show changes 
over time. 
 
Make predictions about what 
will happen when values 
change in cells. 
 
Explore the use of simple 
formula such as addition, 
subtraction and 
=SUM(B2:G2). 

and explain some of the 
reasons why we do this. 
 
Add animations and timings for 
items on a slide and use slide 
effects and transitions. 
 
Insert additional items to a 
slide including hyperlinks, 
sounds. 
 
Explore the use of pre-existing 
templates. 
 
Apply knowledge of different 
types of interfaces and 
functions of pieces of software. 

Identify and enter the correct 
formulae into cells, modify the 
data, make predictions of 
changes and test them 
Use more advanced formulae 
(Sum, average, mode etc) 
 
Use the auto sum function 
Copy formulae to create tables 
of results 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 
 

Computer Science 

End of KS1 Year 3 Year 4 Year 5 Year 6 

Currently not able to 
complete this section 

Recreate programs using 
unplugged resources. 

 
Design and make a simple 

algorithm(s) using sequencing 
to create a program. 

 
Use repetition to repeat a 

sequence of instructions and 
discuss the advantages of this. 

 
Debug created 

algorithms/programs to edit, 
refine, adapt and improve their 

outcome. 
 

Begin to use some logical 
reasoning to make predictions 
on the behaviour/outcome of a 

given program. 
 

Design and make algorithm(s) 
using sequencing and 

selection to create a program 
to control a physical system. 

 
Use some logical reasoning to 

deduce information from a 
given algorithm or program.  

 
Use a range of input and 

output devices (both digital 
and analogue) to control a 

physical system. 
 

Debug algorithms and 
input/output devices to 

accomplish a specific goal. 
 

Begin to explore the use of 
conditional selection such as 

IF & THEN. 
 

Make cross-curricular links to 
science through 

understanding electricity and 
simple wiring. 

 
 

Begin to make some 
mathematical links to 

computer science in terms of 
discussing the X & Y axis and 
their positive and negative 

positions on a 4-quadrant grid 
(Year 6 Maths POS Geometry). 
 

Begin to use variables to 
control values that change 

based on a condition. 
 

Use sequencing, selection 
(including IF, THEN, ELSE) and 
repetition to create a program 

in the form of a simulation 
(computer game). 

 
Use decomposition to break a 
program and or algorithm(s) 

into smaller parts. 
 

Use some logical reasoning to 
adopt a systematic approach to 

solve a problem and or to 
deduce information from a 
given algorithm or program 

Design and make algorithm(s) 
using sequencing, selection and 
repetition to create a program 
to control a complex physical 

system. 
 

Begin to use abstraction to 
filter and cipher out 

unimportant stages in 
algorithmic design to focus 

only on key information. 
 
Use logical reasoning to explain 

how a program will function. 
 

Use variables to control 
changeable values linked to an 

analogue input device: for 
example, if a tilt switch moves 

> 45 <90 on the X axis, flash 
sparkle red; if > 90 < 120 on the 

X axis sound buzzer. 
 

Make links between programs 
and their programming 

languages.  For example, 
repetition in Scratch and 

Crumble as well as Selection in 
Excel. 

 

 

 



 

 

 

Information Communication Technology 

End of KS1 Lower KS2  Upper KS2 (Yr5) 

Currently not able to 
complete this section 

Use the internet and search technologies safely and for a given 
purpose. 

 
Understand how search technologies work and appreciate how 

results are selected and ranked. 
 

Understand that there are different devices that can connect to 
one, larger network. 

Understand and be able to explain the role of a server in a 
network. 

 
Identify and describe the functions of other key devices that make 

up a network including, WAPs, printers, Tablets etc. 
 

Design/recreate a network that can be used for a school. 

 

E-Safety 

End of KS1 Year 3  Year 4 Year 5 Year 6 



Currently not able to 
complete this section 

Explain the role of being a 
good digital citizen and what it 

means to be safe and 
responsible online. 

 
Recognise the ways in which 

digital devices can be 
distracting to others and 
identify ideal device-free 

moments for themselves and 
others. 

 
Understand that certain types 
of information should be kept 

private and that private 
information should never be 

shared online. 
 

Explain what a digital footprint 
is and explore what 

information is OK to be shared 
online. 

 
Compare and contrast how 

people are connected in 
different ways via the internet 

and demonstrate an 
understanding of how people 
can connect on the internet. 

 
Understand and be able to 

explain what online 
‘meanness’ looks like and how 

it can make people feel. 
 

Explain how - and why it is 
important – to give credit for 
using someone else’s work. 

 
Understand the need to be 

discerning when using search 
technologies and understand 

Examine, and give examples 
of, our responsibilities online 

and how our behaviour affects 
others and ourselves. 

 
Define what a password is, 

explain their importance and 
explore ways in which to 

strengthen them. 
 

Critically reflect on the online 
identities that people create 
and identify strategies to use 
to post things appropriately 

about themselves. 
 

Define what a community is, 
both in person and online and 

explain how having shared 
rules helps people in a 

community achieve their 
goals. 

 
Understand the importance of 

being conscientious of the 
words we use online and 
decide what things are 

appropriate to say, and what is 
not. 

 
Recognise that online media 
can be digitally altered and 

explore the rationale of why 
people may do this using 

examples. 

Explore the concept of healthy 
media balance and evaluate 
different types of media and 

how ‘healthy’ they are. 
 

Explain the difference between 
private and personal 

information and identify why 
peoples share information 

about themselves online and 
the risks of doing so. 

 
Explore how we are/are not in 
control of our digital footprints 

and understand what 
responsibilities we have when 

making our own. 
 

Explore ways in which we can 
socially interact through online 

games and describe the 
positives and negatives of this. 

 
Recognise the characteristics of 

an upstanding digital citizen 
and recognise what 

cyberbullying is. 
 

 Define "copyright" explaining 
how it applies to creative work 

and describe the rights and 
responsibilities of creators. 

Reflect on the importance of 
having a media balance. 

 
Explain how clickbait uses the 

curiosity gap to get your 
attention and explore strategies 

for avoiding clickbait. 
 

Explore the concept of ‘gender 
stereotypes’ and ow these 

being present online can lead 
to unfairness or bias. 

 
Explain the benefits and risks 
associated with having online 

friendships and identify 
strategies on how to respond to 
uncomfortable situations that 

may arise. 
 

Make links to bullying in-person 
and online and identify 

strategies for supporting those 
being bullied. 

 
Identify the structure of online 

news articles and explain 
strategies for spotting 

unreliable news sources. 
 



how search technologies rank 
results. 

 


