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Technology around us
Recognising technology in school and
using it responsibly.

- ____________________________________________ __________|
Digital painting
Choosing appropriate tools in a
program to create art, and making
comparisons with working non-

Moving a robot
Writing short algorithms and

programs for floor robots, and

image
gallery
record
photograph
photographer
still
blurred
blurry
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clear

Programming animations
Designing and programming the
movement of a character on

Grouping data
Exploring object labels, then using

them to sort and group objects by

Digital writing
Using a computer to create and
format text, before comparing to

digltally predicting program outcomes. screen to tell stories. properties. writing non-digitally.
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Block Diagram
Sharing

Connecting computers
Identifying that digital devices have
inputs, processes, and outputs, and

how devices can be connected
to make networks.

Stop-frame animation
Capturing and editing digital still
images to produce a stop-frame

animation that tells a story.

Sequencing sounds
Creating sequences in a block-
based programming language to
make music.

Events and actions in programs
Writing algorithms and programs
that use a range of events to
trigger sequences of actions.

Branching databases
Building and using branching
databases to group objects using
yes/no questions.

Desktop publishing

Creating documents by modifying text,

images, and page layouts for a
specified purpose.

Programming
. . Blocks
Animation
. Commands
Flip Book Motion
Code .
s Event Attribute Text
Technicians iMotion (ipads) Animation Backdrop Sprite : g :
Digital Device Corel Video Go To Algorithm Questions Communicate
i . f Objects Font
Year 3 Input Studio Frame Glide R§S|ze Template
Output Sequence Event Extension Block S
Process https://creative Image A The Esils Pen Up >data Database Canva.com (NCCE Placeholder
Program cloud.adobe.co Enetenh Bu Pen Down 1o rec.) Layout
) . grap Scratch g Scratch Branching and Content
Connection m/cc/discover/a Setting Debug Setup Pictoarams T Adobe
Network rticle/how-to- Character Pen g Equal/Even Publisher Deskto
Network Switch make-a-stop- Event Point In Direction Design Separate PuinshirF:g
Server motion- Onion Skinning . Action Structure
Wireless Access | animation?local | consistency Sprite Debugging Compare Copy
Point (WAP) e=en Evaluation Jt;zge Errors Order Paste
Delete otion Code Selecting Purpose
Sequence/Order
Import ) Test
. Algorithm
Transition
Note
Chord
R tition in sh
. . . . EpEtion I Shapes . Repetition in games Data logging Photo editing
The internet Audio production Using a text-based programming . . . . . ) .
- . ; " . Using a block-based programming Recognising how and why data is Manipulating digital images, and
Recognising the internet as a network Capturing and editing audio to language to explore count- . . . .
. . . . language to explore count- collected over time, before using reflecting on the impact of change and
of networks including the WWW, and produce a podcast, ensuring that controlled loops when drawing . . .
. N . controlled and infinite loops when data loggers to carry out an whether the required purpose is
why we should evaluate online content. copyright is considered. shapes. . ) . .
creating a game. investigation. fulfilled.
Internet Audio Scratch Image
Network Record Program Edit
Router Playback Program Sprite Arrange
Network Security Microphone Turtle Blocks Crop
Network Switch Speaker Commands Code Data Uile
Wireless A Headphones Code Snippet Loop Da;a Llogger Save
Output Debug Value i P Composition
Website Sound FMSLogo Pattern Iforever Data logger Interval Paint.net Adjustments/Alte
Various websites Web Page Audacity Open (NCCE rec.) Repeat Scratch Infinite Loop associated S Microsfot paint r
Repetiti i i
Web Address SFa;lvee epetition Count-Controlled software Import pixlr.com/e Hue/zzttij;atlon
Web Browser Count-Controlled Loop Export !
World Wide Web Start Loop Collection Ver5|o.n
Content Pause Costume Review Illustration
Files Stop Trace Animate Conclusion Retouch
Download Podc.ast Decompose Event Block Clone
Sharing Edit Procedure Duplicate Recolour
Ownership Selgc.tion Modify Magic Wand
Permission Mixing Design Background




TPA Computing Progression Map 2025-2026 (NCCE)

Information Time Shift Algorithm Foreground

Accurate Export Debug Original
Honest MP3 Refine Orientation

Adverts Evaluate Sharpen
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Systems and searching . . Selection in physical computing
- - Introduction to vector graphics
Recognising IT systems in the world and

how some can enable searching on the

Creating images in a drawing

Exploring conditions and
selection using a programmable

Selection in quizzes

Exploring selection in
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National Curriculum Coverage — Years 1 and 2

Understand what algorithms are, how they are implemented as programs on digital devices,
and that programs execute by following precize and unambiguous instructions

Create and debug simple programs

Use logical reasoning to predict the behaviour of simple programs

Use technology purposefully to create, organise, store, manipulate, and retrieve digital content
Recognise commeon uses of information technology beyond school

Use technology safely and respectfully, keeping personal information private; identify

where to go for help and support when they have concems about content or contact
on the internet or other online technologies
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National curriculum coverage - Years 5and 6

Design, write and debug programs that accomplish specific goals, including controlling or
simulating physical systems; solve problems by decomposing them into smaller parts

Use sequence, selection, and repetition in programs;
work with variables and various forms of input and output

Use logical reasoning to explain how some simple algorithms work
and to detect and comect errors in algorithms and programs

Understand computer networks, including the internet; how they can provide multiple services,
such as the World Wide Web, and the opportunities they offer for communication and collaboration

Use search technologies effectively, appreciate how results are selected
and ranked, and be disceming in evaluating digital content

Select, use and combine a variety of software (including intermet services) on a range of digital
devices to design and create a range of programs, systems and content that accomplish given
goals, including collecting, analysing, evaluating and presenting data and information

Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable
behaviour; identify a range of ways to report concerns about content and contact
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