Computing

PROGRESSION OF SKILLS
TILSTOCK C OF E PRIMARY SCHOOL




NYear 1

Computer Science e Kuow which button on a device represents which action e.g. Bee Bot
e Know how to program a robot to follow simple sedquevce of instructions (1- 2 turns)
e Know how to make simple predications about av algorithm and a program. The Bee Bow will

9.,
e Kuow how to change (debug) the program +o improve the route




Vear 2

Computer Science *  Know how to program a robot to achieve set aoal (sedquence of G-7 instructions: maze,
point collecting)

e Begin to use block programming e.g. Scratch Junior (Alex, Paisy Divio) o complete a simple
program.

e Know how to debug more complex problems

e ¢ aroute on a Bee Bot [ Blue Bot [ Alex [ Logo ete... maze.




Year 3

Computer Science e Kuow how +o use a block program (Scratelh Juw, Serateh, Wicrobit Blocks)) to make a
simple programme using sequevcing and timing.

e Tuputs sets of nstructions according to programming langunage and environment (Logo,
Seratelh Jur, Microbit ete..)

e Use a program Logo or Scratch o draw reaular 2D shapes

e Tudependently know how to debug basic mistakes

e PBegin to use conditionals — Tf T click here then this happens... Scratelh Jumior, Serateh,
Microbit




Computer Science

Year 4

Know how to use a program to sequevce, use conditionals and use a variety of inputs and
outputs (Logo/Scratch).

Know how to explain how their program works

Know how +o modify their program and Know how to predict the effects of any changes
Know how to break sets of instructions into short steps to achieve goal. For instance
drawivg repeated sauares to make a patterw,




Vear 5

Computer Science e Use customisation to change a working program to chavge its effect backaromds and
sprite in scratch)

* Uses loops to achieve goals (Serateh — shapes, letters)

e Uses variables, conditional sewtences (whew/then), external triggers and loops to achieve
set goals (creating game v Scratch, an interactive slides in Powerpoint or Keyvote for
instance to create an interactive story)




Computer Science

Vear @

Use conditional sentences (whew/thew) +o program objects (Kodu, Scrateh)
As above but use mathematical expressions whew constructing conditionals eq trigger

winning when (If loops >5 thew...)
Know how +o explain what a program might do and accurately predict the effect of

changes




