
 
 

                                               

PROGRESSION IN COMPUTING - EYFS TO YEAR 2 
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There is no specific ELG for Computing so we use Hi 
Impact’s key skills progression statements to pitch 

learning at an age-appropriate level. 

O-Cadets 
Pic Collage 

Seesaw 
Chatterkids 

 
 

Code Studio 
Seesaw 

Pic Collage 
Now Press Play 

Code Studio 
Chatterpics 

Green Screen 
Book Creator 

Seesaw 
Interactive 
Pictograms 

Google Earth 
 

Code Studio 
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Green Screen 
Growing 
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Graphing 
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I can use a mouse/pad to move and place items on a 
screen, with increasing accuracy.  
I can interact purposefully with icons and buttons in 
software using mouse clicks or taps. 
I can show developing mouse control through simple 
activities on-screen including click-and-drag, drag-and-
drop.      
I can use a variety of electronic toys in play situations, 
with the intention of finding out how it works. 

I can log onto an account on a computer or program with 
support. 
I can enter text using single fingers, beginning to use 
more than one hand. 
I can use a mouse/trackpad to move and place items 
accurately on a screen.  
I can use double click or tap where needed (if 
appropriate). 
I can use a range of methods of interacting with a 
program e.g. right click, drag and drop, long tap etc. 
I can save and retrieve work with support. 
 
 
 

I can log into and out of an account on a computer or 
program independently. 
I can enter text using more than one finger, beginning to 
use both hand 
I can shut down a program or device at the end of a 
session. 
I can use a mouse/trackpad to move and place items 
accurately on a screen.  
I can use double click or tap, pinch to zoom, swipe etc. 
I can save and retrieve work effectively. 
I can navigate a folder system e.g. Shared Drive, iPad 
camera roll or Dropbox. 
I can use basic keyboard keys e.g. backspace, space bar, 
return. 
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g I can control a range of ‘toys’ using remote controls. 
I can explore the commands needed to control a range of 
electronic toys, to achieve a specific outcome. 
I can use step by step commands to program a floor or 
virtual robot to move, using directional language 
including forward, backward, left and right 
I can use basic symbols to represent and record 
directional instruction. 

I can say what an 'algorithm' is. 
I can use the appropriate keys or commands to make a 
virtual or floor robot go forward, backward, left and right. 
I can program a bot or sprite by giving simple sequences 
of commands with an immediate outcome. 
I can use basic symbols to record directional instruction. 
I can use a developing range of language and styles of 
control e.g. tilt and turn/instructional to direct a robot. 

I can give control devices instructions that contain 
numerical data (e.g. move 2 steps etc). 
I can use logical reasoning to predict the outcome of a 
sequence of instructions and test the sequence, 
amending if necessary. 
I can use the repeat command (loops) to program more 
efficiently. 
I can make use of simple events e.g. mouse clicks/tap on 
screen. 
I can find a bug in a simple program. 
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I can use a shortcut such as an icon on the desktop to 
navigate to a specific website, or an icon on a tablet to 
open a specific app. 
I can purposefully navigate a website or app using 
buttons or icons. 
I know I must tell an adult if I feel something I see online 
is inappropriate or hurtful. 
I can explore simple digital simulations and games and 
find out ‘what happens if’. 
 

I can navigate a website using links. 
I can access information on the internet through QR 
codes or links on a device. 
I can use a search engine to search for given information 
or images by using keywords provided by the teacher. 
I can say what information is personal and should not be 
shared online with support. 
I know I must tell an adult if I feel something I see online 
is inappropriate or hurtful. 
I can change options in models/simulations that represent 
real or fantasy situations and scenarios to create different 
outcomes and effects. 
 

I can navigate a website using links or buttons. 
I can use a search engine to search for given information 
to answer questions, sorting by text, pictures, sound and 
video. 
I can say what information is personal and should not be 
shared online. 
I can share pictures or work to an online platform. 
I can follow and understand school rules for staying safe 
online. 
I can make changes in a model/simulation and use them 
to make and test predictions. 
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I can use an interactive whiteboard or tablet for mark-
making and to communicate their ideas. 
I can use a digital camera to capture still and moving 
images. 
I can begin to use a computer keyboard using single 
fingers, developing a familiarity with letters, numbers, 
backspace, arrow keys and spacebar. 
I can record and playback pre-recorded sounds and 
speech using age-appropriate software or other recording 
devices. 
I am aware of everyday devices that sense data, e.g. bar 
codes, metal detectors, automatic doors, light sensors. 
I can sort, sequence or group various objects on a screen 
or interactive whiteboard. 
I can produce simple digital pictograms with adult 
support. 
 
 
 
 

I can produce text, adding and making basic edits to text 
in appropriate word processing software. 
I can use my knowledge of where most letters are located 
on the keyboard, using appropriate punctuation. 
I can use a range of simple tools purposefully, to create 
and alter the appearance of an image. 
I can use simple video or animation software. 
I can use a sound recorder or on-screen recorder to 
collect and store information as sound. 
I can use suitable on-screen graphing software to 
represent information. 
 

I can add and edit text, considering style, colour. layout 
and font. 
I can say where letters are located on the keyboard, 
increasingly using appropriate punctuation 
I can use simple tools within suitable software to create 
digital art. 
I can purposefully use different image editing tools, 
including crop, resize, and flip, exploring effects such as 
symmetry and filters. 
I can sequence and arrange pictures or video clips for a 
purpose. 
I can select and record musical phrases, sound-effects or 
voice-overs to enhance multimedia work. 
I can make use of different types of graphs to represent 
data collected.  
I can enter data accurately to provide the answers to 
questions.  
I can search a pre-prepared database (with help) as part 
of a group, constructing questions and suggesting 
plausible answers. 
 

 

 

 

 



 

 
PROGRESSION IN GEOGRAPHICAL VOCABULARY - EYFS TO YEAR 2 
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mouse 
pad 
click and drag 
drag and drop 
electronic 
remote control 
command 
robot 
forwards 

 

backwards 
left  
right 
app 
tablet 
website 
keyboard 
e-safety 

 
 

Revise EYFS vocabulary Revise Y1 vocabulary 

log on  
program 
programming 
track pad 
double click 
right click 
long tap 
save 
 

retrieve 
QR codes 
search engine 
model 
simulation 
animation 
screen recorder  
sensor 
 

shut down  
pinch to zoom 
swipe 
folder  
Seesaw 
camera roll 
backspace 
space bar 
return 

control device 
sequence 
bug 
de-bug 
online platform 
voice over 
multimedia 
database 
 

 
Fiction and Non-fiction books to support learning: 
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The Technology Tail – A Digital Footprint Story by Julia Cook 
Usborne Staying Safe Online for Children by Louie Stowell 
100 things to know about Numbers, Computers and Coding 
Usborne Lift the Flap Computers and Coding by Rosie Dickens 
Chicken Clickin’ by Jeanne Willis  
Smartie The Penguin by Childnet International 
#Goldilocks by Jeanne Willis 
Little Bird’s Internet Security Adventure by Jim Mercado and Siobhan Macdermott 
Monkey cow by Stuart Spendlow 
Penguin Pig by Stuart Spendlow  
Jessie and Friends – Sharing Pictures by ThinkUKnow 
Digi Duck by Childnet International 

 

 



 

 

 

                                              

EXTENDING HIGHER ATTAINING CHILDREN IN FOUNDATION SUBJECTS – COMPUTING 

FOUNDATION 
SUBJECT 

KEY STAGE TWO VOCABULARY TAUGHT IN 
YEAR THREE 

COMPUTING 
 
 

The national curriculum for computing aims to ensure that all pupils:  can understand and apply the fundamental 

principles and concepts of computer science, including abstraction, logic, algorithms and data representation  can 
analyse problems in computational terms, and have repeated practical experience of writing computer programs in 

order to solve such problems  can evaluate and apply information technology, including new or unfamiliar 

technologies, analytically to solve problems  are responsible, competent, confident and creative users of information 
and communication technology. 
 
Computing also ensures that pupils become digitally literate – able to use, and express themselves and develop their 
ideas through, information and communication technology – at a level suitable for the future workplace and as active 
participants in a digital world. 
 
Pupils should be taught to:  

 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 correct 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 discerning in evaluating 
digital content  

 select, use and combine a variety of software (including internet 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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condition 
 
conditionals 
 
cyber-bullying 
 
blog 
 
concept map 
 
spoof website 
 
PEGI rating 
 
top row keys 
 
middle row keys 
 
bottom row keys 
 
 

 


