TPA Computing Progression Map 2024-2025 (NCCE)

Year
groups

Computing Systems and
Networks

Overview

Creating Media

Overview

Programming A

Overview

Programming B

Overview

Data and Information

Overview

Creating Media

Overview

Reception

Software/

Hardware Vocabulary

Software/
Hardware

Vocabulary

Kapow Computing systems and networks: using a computer

Learning about the main parts of a computer and how to use the keyboard

and mouse. Logging in and out.

Software

/

Hardware

Vocabulary

Kapow Programming 1 - all about

instructions
Thinking about instructions

Software/
Hardware

Vocabulary

Kapow Programming Bee-Bots

Children learn about directions,
experiment with programming a
Bee-bot/Blue-bot and tinker with

Software/
Hardware

Vocabulary

Kapow Exploring hardware
Tinkering and exploring with
different computer hardware and
learning to operate a camera.

Software/

Hardware Vocabulary

Kapow Introduction to data
Children sort and categorise data and
are introduced to branching databases
and pictograms.
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rec

ord

photograph

Technology around us

Digital painti

Choosing appropriate tools in a

Moving a robot
Writing short algorithms and

Programming animations
Designing and programming the
movement of a character on

blu

Grouping data

Exploring object labels, then using
them to sort and group objects by

photographer
still

rred

blurry
crisp
clear

Digital writing
Using a computer to create and
format text, before comparing to
writing non-digitally.

Recognising technology in school and program to create art, and making
S . . . . programs for floor robots, and
using it responsibly. comparisons with working .. . .
I predicting program outcomes. screen to tell stories. properties.
ScratchJr
Paint Program Bee-Bot Object Word Processor
Tool Turn Command Label Keyboard
Technolo Paintbrush Clear Sprite Group Mouse
Year 1 . . &Y Erase Go Program Search Keys
Microsoft paint Computer . . .
S D Mouse Fill Commands Programming Image Microsoft Word
Instructi A P 1
(program for Trackpad Microsoft Paint Qndo Bee-Bots ns' ruc‘ lons Scratchlr rea roperty Microsoft Word Space
mouse and Kevboard Primary Directions Block Data Set Backspace
. v Colours Algorithms Joining More Cursor
keyboard skills) Screen
Tvpin Shape Tools Program Start Block Less Text Cursor
yping Brush Style Route Run Fewer Toolbar
Brush Size Bee-Bot Delete More Font
Pointillism Reset Same Undo
Algorithm
. . . . Programming quizzes . .. .
Information technology around us Digital photography Robot algorithms Desiening aleorithms and Pictograms Digital music
Identifying IT and how its responsible Capturing and changing digital Creating and debugging o ragms %hafuse events to Collecting data in tally charts and Using a computer as a tool to explore
use improves our world in school and photographs for different programs, and using logical tri pergs,e Uuences of code to make using attributes to organise and rhythms and melodies, before creating
beyond. purposes reasoning to make predictions. = q‘ . ) present data on a computer. a musical composition.
an interactive quiz
More Than
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Torches Compose Order Algorithm Pictograms .
Flash Command Desi Compare —
Scan &n Count Tempo
Focus Prediction Actions Explain Instruction
Scanner Background Route Project p
" . Attribute Create
Editing Mat Modify Grou Emotion
Filter Debugging Build Samep
Portrait Compare .
Landscape Debug DhnisIEels
Conclusion
Block Diagram
Sharing




Connecting computers

TPA Computing Progression Map 2024-2025 (NCCE)

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 sequencesin 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 publishin

images, and page layouts for a
specified purpose.

Programming
Animation Blocks
. Commands
Flip Book Code Motion
Event Attribute Text
Technicians Animation Backdrop Sprite : g :
Digital Device oo Algorithm Que§t|ons Communicate
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Studio g g Pictograms .
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Wireless Access Consistency S Debugging Compare Copy
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Delete Selecting Purpose
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Repetition in shap eee . . Fr
. . . . EREHHon In shapes . Repetition in games Data logging Photo editing
The internet Audio production Using a text-based programming . . - . : : .
- T - " . Using a block-based programming Recognising how and why data is Manipulating digital images, and
Recognising the internet as a network of Capturing and editing audio to language to explore . . : .
. . . language to explore collected over time, before using reflecting on the impact of change and
networks including the WWW, and why | produce a podcast, ensuring that count-controlled loops when NP . .
. N . . count-controlled and infinite loops data loggers to carry out an whether the required purpose is
we should evaluate online content. copyright is considered. drawing shapes. . - . .
when creating a game. investigation. fulfilled.
Internet Audio Scratch Image
Network Record Program Edit
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Network Security Microphone Program Blocks Crop
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Creating documents by modifying text,
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Honest Refine Sharpen
Adverts Evaluate Brighten
Systems and searching . . Selection in physical computin
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

Flat-file databases

3D modelling
Planning, developing, and evaluating

roeram by using lavers and rogrammine to desien and code Using a database to order data and 3D computer models of physical
internet. prog y g' ¥ microcontroller. prog . & . 8 . create charts to answer questions. objects.
groups of objects. an interactive quiz.
(Yr 6 swap)
Microcontroller SeIec.ti.on
Components CO_’I‘_:J'EO” 3D Object
System Vector LED False Database Workplane
Connection Objects Connect i View
Digital Icons . Count-Controlled Information Resize
Input Toolbar Rep(?tl'tlon Loop Record Lift
Year 5 Process Vector Drawing Infinite Field Rotate
Output Duplicate/Copy Loop Outcomes o Position
Google slides HIL) SREgE Organise Al LG Count-Controlled Scratch i Ll Order Tinkercad sl
& Address Drawings Zoom pcs o6 Conditional Databases ., Duplicate
Packet Alignment Grid P Statement Searcf\ Dimensions
h i it . . Hol
Chat Consistency Condition Algorithm Criteria ol
Explore Modify Input Program Compare Group
Reuse Layers Selection Degbug FiItF:er Ungroup
Remix Group Action . Design
D h/Chart
Collaboration Ungroup Algorithm Ir?sftn S Modify
P Placeholder
Program Implement
Debug Run
S . Video production . . Webpage creation
Communication and collaboration . . . . . Sensing movement Introduction to spreadsheets . .
X ) Planning, capturing, and editing Variables in games . - . - . . Designing and creating webpages,
Exploring how data is transferred by } ) ” ” Designing and coding a project Answering questions by using . . . .
. . . video to produce a short film. Exploring variables when . . giving consideration to copyright,
working collaboratively online. o . that captures inputs from a spreadsheets to organise and . .
(yr5 swap) designing and coding a game. . . aesthetics, and navigation.
physical device. calculate data.
Search Spreadsheet Website
Search Engine Micro:Bit Data Web Page
. MakeCode Data Heading Browser
Sga;cr:i:ﬁg‘ne Input Data Item Media
i Filming Process o et Hypertext Markup
Cells
Refine Tripod Variabl Output L HTML
ke Chroma Key ;!fnbee Flashing Columns anguage ( )
R
Crawler Scene Value USE ows Logo
Year 6 Web Crawler Design Selection Spreadsheet Layout
. Digital Video Condition . d
Bot Microsoft Event Application Header
Ranking coftware Editing Alzorithm If Then Else Purpose
Google Slides Selection Corel Video Software Scratch gCode Micro:bits Varia‘ble Microsoft Excel Format Google Sites Copyright
Communication Suchs . p Sensing Formula Fair Use
Product rogram :
Internet rg\,;r(ialon o Accelerometer Calculation Home Page
Public - v Debug Cor.npa.ss Calculate Preview
One-Way Transition Improve NaV|g:.:\t|on Operation Evaluate
Two-Way e 2velluene Des!gn Duplicate Device
One-To-Many ReFrjmder Algorithm Sigma Google Sites
SMS Step Counter Input Breadcrumb Trail
Email Code Ouptut Navigation
WhatsApp Test Cell Reference Hyperlink
Blog Debug Organised Subpage
Youtube Graph External Link
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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 precise and unambiguous instructions

Create and debug simple programs

Use logical reasoning to predict the behaviour of simple programs

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

Use techmology 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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2.3 Robot algorithms
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2.4 Pictograms

2.5 Digital music

2.6 Programming
quizzes
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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 varous 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 intemet 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 concemns about content and contact

2.1 Systems and
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searching

2.3 Selectionin physical

5.2 Video production
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computing

5.4 Flat-file databases

2.5 Introduction to
vector graphics

2.6 Selectioninquizzes

6.1 Communication and
collaboration

6.2 Webpage creation

6.3 Varables in games
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