
Marsh Hill Primary School 
Progression of Skills 

Computer Science     Information Technology       Digital Literacy 
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Y
ea

r 
1 

Unit 1.1 
Online Safety & Exploring Purple 

Mash 
Children understand the 
importance of keeping 

information, such as their 
usernames and passwords, 

private and actively 
demonstrate this in lessons. 
Children take ownership of 
their work and save this in 

their own private space 
such as their My Work 
folder on Purple Mash. 

Unit 1.2 Grouping & Sorting 
Children can physically sort, 
collate, edit, present, search 

through, re-order and  
re-structure items using a range 
of given criteria.  Using Purple 

Mash, children can sort items into 
three clearly defined groups  

using given criteria.  children can 
sort physical objects using a range 

of criteria e.g., shape:  
Number of sides, colour, equal 
length sides etc. They can apply 

this skill within  
Purple Mash using the range of 
sorting activities with more than 

one criterion. 

Unit 1.3 Pictograms 
Children can collate and organise 

class data into a physical 
pictogram 

Children can create, store, 
retrieve and share their own 

pictograms 
Children can represent simple 

collected data in an appropriate 
pictogram by 
using 2Count 

They demonstrate that they can 
use 2Count to group collated data 

into pictorial representations 
Unit 1.6 

Animated Story Books 
Use the ‘My Story’ aspect of 
2Create a Story to create an 

interactive story 
They can manipulate the 
properties of their story by 

changing the images, 
adding animations and sound as 

well as 
typing, copying and pasting pages. 

Children demonstrate their 
understanding by discussing e-

books and by sharing 
their own book with others on a 
class display children will be able 
to save their animated story files, 

using a memorable 
file name, to their own personal 

space on Purple Mash and 
understand that this 
can be retrieved later. 

Unit 1.5 Maze Explorers 
Children can use the buttons to 

move their character 
purposefully. 

They can plan their moves several 
steps at a time towards the goal 

rather than 
one step at a time. 

They know that any unexpected 
outcome is due to the code that 

they have 
created and make logical attempts 

to try to fix this code rather 
than attributing it 

to a fault with the computer 
understanding the instructions. 

 
Children can explain the possible 

ways to make their turtle move in 
the different levels of 2Go. 

When looking at a program they 
can ‘read’ the code one line at a 
time and make good attempts to 
envision the bigger picture of the 
overall effect of the program. 

Unit 1.8 Spreadsheets 
Using the 2Calculate spreadsheet, 
children can save and open sheets.  

 Children will be able to save 
their 2Calculate files, using a  
memorable file name, to their 
own personal space on Purple 

Mash and  
understand that this can be 

retrieved later. 
They can enter data into cells , 

manipulate data using the  
‘move cell’ tool and use the image 

toolbox to add clipart  
 
 
 

Unit 1.7 
Coding 

Children can work out what 
is wrong with a simple 

algorithm when the steps 
are out of order 

Children know that an 
unexpected outcome is due 

to the code they have 
created and can make 

logical attempts to fix the 
code 

When looking at a program, 
children can read code one 

line at a time and make good 
attempts to envision the 

bigger picture of the overall 
effect of the program. 

 

Unit 1.4 Lego Builders 
Children can assimilate a set of 
simple Lego model instructions 

and look at the  
outcomes produced from these 

instructions. They can state where 
an error has  

occurred on one of the models 
from the instructions given 

Children know that an algorithm 
is a set of instructions used to 

solve a problem  
or achieve an objective.  

Children know that an algorithm 
written for a computer to follow 

is called a  
program.  

Children can debug a very simple 
set of printed instructions for a 

recipe, the  
approach they use should entail 
breaking the instructions into 

smaller parts to  
support interpretation. 

Unit 1.9 Technology outside school 
 

Children understand what 
is meant by technology and 
can identify a variety of 

examples both in and out of 
school. They can make a 
distinction between objects 

that use modern 
technology and those that 

do not e.g. a microwave vs. 
a chair. 
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Unit 2.2 
Online Safety 

 Use the Purple Mash search bar 
and know the  

implications of inappropriate 
searches.   

Explain what a digital footprint is. 
 Give reasons for keeping passwords 

safe. 
 Express the good and bad sides of 

digital  
technology.   

Share work to a Display Board. 
Open and respond to simulated 

emails in 2Email. 
Know how to report inappropriate 

content to their 
teacher 

Unit 2.5 Effective Searching 
Retrieve relevant, purposeful digital 

content using a search engine. 
Relate the creation of a digital 

footprint to their search history and 
make contributions to the class 

discussion about this. 
Create their own leaflet within 

Purple Mash which 
shares their learning about safe 

searching. 
find the solutions for answers to a 

problem or quiz using a search 
engine 

Understand that you do not have to 
search for just words, you can also 

ask a search engine a question 
 

Unit 2.6 
Creating Pictures 

Using 2Paint a Picture, 
create an image 

replicating an established  
style. 

Enhance a picture using 
the tools within 2Paint a 

Picture which  
demonstrate their ability 
to manipulate a digital 

image 
Combine and use 
multiple effects & 
features to enhance 

their 
patterns, 

Store and retrieve  
work from their saved 
area on Purple Mash 

Unit 2.4 Questioning 
Create pictograms to represent 

data 
Organise data using a database in 

2Investigate 
and can run simple searches on 

their data set 
Use a binary tree to sort 

information and can manipulate 
their data, answering questions 

relating to this 
Design a physical binary tree to 

sort pictures  
of children 

Design a binary tree using 
2Question to sort pictures 

Use created binary trees to support 
the answering of  

related questions to the data 

Unit 2.3 Spreadsheets 
Open, edit and save sheets 

Enter data into cells, 
allocate a value to an 
image and manipulate 

data using copying, cutting 
and pasting allowing them 

to solve  
Puzzles. 

Create a spreadsheet 
which includes a graph 
based on simple data. 

Add colour and 
appropriate labels to a 
spreadsheet and graph. 
Produce a spreadsheet 

which can help solve simple  
mathematical puzzles 

Unit 2.1 
Coding 

Children can explain that an 
algorithm is a set of 

instructions to complete a task.  
They have turned algorithms 
of more than one step into 

code using free code 
Chimp.   

Children show an awareness 
of the need to be precise in 

their 
designs so that algorithms can 
be successfully translated into 

code.  They confidently 
include objects, actions, events  
and outputs successfully within 

their 2Code programs. 

Unit 2.7 Making Music 
Use the sounds within 
2Sequence to create a 

composition 
manipulate digital content by 

editing and 
amending their composition 

explored different  
sounds to utilise within their 
tune and functions such as 

tempo 
create, upload and use their 
own sounds as part of this 
Unit 2.8 Presenting Ideas 
Use the software 2Quiz 
2Publish+, 2Connect and 
2Create a Story on Purple 

Mash to create and present a 
narrative  

This demonstrates the 
children’s understanding of 

how digital  
content can be represented in 

many forms. 
presenting ideas in different 

formats for different  
audiences 
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Unit 3.2 Online safety 
Understand the importance of a 

secure password and not sharing this 
with anyone else. 
Understand the 

negative implications of failure to 
keep passwords safe and secure and 

can 
suggest examples of good and poor 

passwords 
When using the internet, can 
appraise the accuracy of the 

information 
on a website and make decisions on 

whether it is a trustworthy source of 
information. 

Create a spoof website for other 
children to read and share 
on a class display board 

Unit 3.5 Email 
Can list a range of ways the 
internet can be used to provide 

different  
methods of communication 

Exchange email communications 
using 2Email 

Open and respond to an email, 
altering the size of the  

font, as well as the formatting of 
the text.  

Is able to select a person from  
their address book and compose a 

suitable email to send them 
Add attachments to an email they 

compose and use the CC  
functionality correctly 

email messages illustrate that they 
have taken on board messages  

about appropriate communication 
with a regard for their audience 

 

Unit 3.4Touch Typing 
Develop touch-typing 
skills and understand 

how to touch  
type using the home, 

bottom and top row keys 
using both hands.  

 
 Can  

apply these skills to all 
units 

 
 

Reflect upon how 
successful they have been 

with  
their typing skills. 

 

Unit 3.6 Branching Databases  
 

create a branching database that  
accomplishes a given goal. 

understand how to collect, analyse,  
evaluate, and present their data 
and information throughout the 

unit initially as a  
paper Yes/No game and then as a 

digital version of a  
branching database. 

Can create a branching database 
and are able to successfully  

debug it to improve the quality of 
their digital content creation. 

create a branching database which 
includes  

suitable text, titles and gathering 
of appropriate images from online 

and  
importing them 

make their own branching 
databases, collating and organising 

data  
by sets of questions they have 

considered appropriate 
analyse each other’s branching 

databases and can make further  
suggestions for improvement 

Unit 3.3 Spreadsheets 
Create a table of data on 
a spreadsheet and use this 

to  
automatically create 

charts/graphs from data. 
select  

the most suitable type of 
chart to use for their 
data, edit headers and 

apply  
axis labels. 

 Children can create their 
own number lines  
within 2Calculate 

including ‘more than’, ‘less 
than’ and ‘equal’ tools  

Children can collect and 
enter data within 
2Calcualte, they are able 
to use the graphing tool to 
create suitable graphical 
representations of the data 
they have within a table  

Unit 3.1 Coding 
clear idea of how to design 
and code a program that 

follows a  
simple sequence 

experiment with the use of  
timers to achieve delay effects 

in their programs – they 
understand the difference  
between timer-after and 
timer-every commands. 
explain the choice of 

commands they have included 
in their  

program and what they 
achieve 

use the repeat command to 
program a turtle to draw a  

square 
beginning to understand how 

code is structured and are able 
to  

apply this knowledge when 
debugging 

Unit 3.8 Graphing 
 

use 2Graph to enter data on 
a given number of fields and 

then present  
their data as a graph 

 
can select the most  

appropriate graph format to 
present their data. 

Independently, children can  
apply their graphical knowledge 

to an investigation of an 
everyday event, linked,  
where possible to the 

curriculum 
present their graph by sharing 

it on a class blog 

Unit 3.7 Simulations 
children can analyse and 

evaluate information relating 
to the  

situations in the activities 
 

present their findings  
as part of a discussion and 
give reasons for the choices 

they made 
understand the importance of 

simulations to replicate  
events that could occur in real 

and hypothetical situations 
can effectively assess their 

own and others’ progress and  
achievements through a 

simulation. Additionally, they 
can evaluate the  

effectiveness of the simulation 
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Unit 4.2 Online safety 
Can give some examples of things to look 
out for in an email to ensure that it 

from a valid source and is not a phishing 
scam email. 

Can explain what can be learnt by looking 
at the padlock details for a website 

Can reflect upon positive and negative 
aspects of a digital footprint and can give 

examples of the care they would take 
when sharing online in relation to their 

and others’ digital footprint 
Can give reasons for taking care when 

installing apps or software 
Know what Malware is and the possible 
impact of computer viruses and can give 
recommendations for how best to ensure 

that they only install valid software 
Can give reasons for limiting screen time 
that include the effect on physical and 

mental health 
Can explain how plagiarism is stealing, 
they are beginning to be able to identify 
the aspects of sharing that would be 

classed as plagiarism 
Unit 4.7 Effective Search 

Can use search engines to provide helpful 
information to support learning 

Can search for intended information 
with a degree of accuracy and thus know 

that key words can be more effective 
than sentences when searching. 

locate information from the internet via 
a search engine using effective techniques 
such as truncating a question into just key 

words or concise phrases. 
Analyse the contents of a web page for 
obvious clues about the credibility of the 
information. They will be able to work in 

small groups to decide collectively if a 
website has questionable credibility 

 

Unit 4.4 Writing for 
different audiences 

 
Create content linked to a 
2Simulate scenario for a 

select audience 
 

Using the variety of software, 
make informed choices about 

the best way to present 
information e.g. appropriate 
font and text formatting 

 
Can alter font types, styles 
and sizes to suit an intended 
audience for digital content 

using 2Publish and 
incorporate, with ease, images 

from clipart banks and 
internet sources 

 
Unit 4.6 Animation 

 
Create an animation using 

2Animate 
 

Know, understand, and use 
the onion skin animation tool 

within 
2Animate to show movement 

across the screen 
 

Select backgrounds and sounds 
to make the animation more 

immersive 
 

Share learning by displaying 
the animation on a display 

board or blog 

Unit 4.8 Hardware 
Investigators 

 
Recognise the main component 

parts of hardware which 
allow computers to join and 

form a network 
 

Can create their own leaflet 
to share their understanding 

of Computer Hardware 
 
 

4.9 Making Music 
 

Can distinguish between 
rhythm and tempo, and are 

able to create a 
simple rhythm, experimenting 

with BPM in ‘Busy Beats 
 

Can utilise the tools within 
Busy Beats to create a melodic 

phrase experimenting with 
pitch 

 
Through experimentation, can 

compose a 
piece of electronic musing 
where pitch, rhythm and 

melody have been considered. 
 

Successfully uses the tools 
within ‘Busy Beats’ 

Unit 4.3 Spreadsheets 
 

Design a graph to solve 
a mathematical 

problem 
 

Present, format and 
analyse data and 
information in a 

variety of ways and 
use spreadsheets to 
solve and check 

mathematical problems 
and concepts 

 
Can add a formula to 
a cell to automatically 
make a calculation in 
that cell using the 
‘formula wizard 

 
Fluent in copying and 

pasting contents 
between cell(s) 

 
Can use spreadsheets to 

collate data and 
extract information 

from it to 
answer questions 

Unit 4.1 Coding 
Can identify an error within a 

program that 
prevents it following the desired 

algorithm and then fix it. 
Apply 

these techniques to their own 
code to fix bugs 

Understand IF and IF/ ELSE 
statements for selection and 

combine these 
with other coding structures 

including variables to achieve the 
effects that they 

design in their programs 
can explain the new command 

‘Repeat Until’ 
understand how variables can be 
used to store information while 

a program is executing 
can ‘read’ others’ 

code and predict what will 
happen in a program which 
helps them to correct errors 

create programs which 
accomplish a specific goal 

utilising a variety of media such 
as images, sounds and animation 

effects 
Can interpret the flowcharts 
used to represent IF/ELSE 

statements and create own when 
planning programs. 

 

Unit 4.5 Logo 
Can ‘read’ 2Logo programs 
with several steps and predict 

the outcome 
accurately 

 
Can think about the 2Logo 
commands that they need 

steps of two or more 
commands at a time before 
executing the code to check 

the result 
 

When the code does not 
execute as expected, can 
sometimes find the error 

independently but as the code 
becomes longer, some support 

might be needed 
 

Understand the repeat 
command and can plan 
simple repeat structures 

before executing rather than 
relying on trial-and-error 

 
Can manipulate instructions 

within 2Logo to create 
common shapes using repeat 

functions 
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Unit 5.2 Online Safety 
Demonstrate an understanding 
of their responsibility to others 

as well as 
to themselves when 

communicating and sharing 
content online. 

Demonstrate a clear 
understanding of what the 

SMART rules are and 
how they should be applied to 
using technology safely and 

respectfully 
apply their knowledge in the 
creation of a comic strip to 

teach other 
children about online safety 
When doing image editing in 

, are able to see both the 
positive and negative 

consequences of 
technological developments 

including altering images both 
in terms of impact 

upon themselves and impact 
upon others 

Can explain why citations must 
be considered when using 

the work of others. They know 
that there is a convention for 

recording citations 
and can put this into practice 

in their work 
Understand what is meant by 
reliable and can build on their 

ability to identify reliable 
content 

Recognise that it is not a 
good idea to rely upon only 1 

source for information 

Unit 5.6 3D Modelling 
Use the ready-made templates 

within 2Design and Make to design 
the recognisable form of a building 

Evaluate, refine, edit, and 
adapt models to suit a design brief 
Can present their work making use 

of screenshots incorporated 
within their template 

Unit 5.5 Game Creator 
Can plan a computer game 
(2DIY3D) using a template. 

Use the ‘Think about’ feature in the 
planning templates to assess their 

progress 
against the tasks and how well they 

have considered key criteria 
Can combine text, sound, and 

graphic components within a 2DIY3D 
game. Their games demonstrate a 

well-planned approach, with 
appropriate use of  text, sound, and 
graphic components. They easily mix 

their approaches for image 
use such as uploading and using the 
drawing tools. Successful application 

of 
animation features to objects is 
applied to enhance their games 

Consider the end user of 
their game by designing appropriate 

settings and characters that 
maintain the 

user’s interest and engagement levels 
Can evaluate their own and others’ 
games with 2DIY3D for content and 
design. Use peer and self-assessment 

opportunity to make 
improvements to their own game 

Unit 5.4 Databases 
Contribute to the 

design of a 
collaborative and 

individual database 
Can design and enter 
information accurately 
into their own database 

and 
create questions about 
their database for 
their classmates to 

answer 
Can use the search 
functionalities to 
answer questions 

Create a database 
within 2Investigate 

which contains 
contextualised 

information relating to 
a topic 

Can add fields which 
are 

appropriate for the 
topic choice and present 
data using graphical 

tools, table views, 
and search for 

appropriate content to 
be displayed to answer 

a question 
Can interrogate a 

database, including the 
different ways the 

data can 
be sorted and displayed 
– Table view, Find, 

Sort, Charts. 

Unit 5.3 
Spreadsheets 

Create a formula 
using 2Calculate 

that converts metres 
into 

centimetres 
Can program 

different variables 
to convert data 

from one format 
and present it in an 

alternative way 
Convert their data 
into a graphical 

format 
Use, manipulate, and 
create spreadsheets 
Can use 2Calculate 
to produce functional 

spreadsheets with 
clear 

purpose and their 
spreadsheets are set 

up so that 
interrogation of data 

is easily 
achieved. 

Can use formulae 
such as converting 

between 
measures and 

incorporating text 
variables to perform 

calculations. 
Automatic 

graph creation from 
data sets is easily 
achieved, including 
appropriate labelling 
and graph type for 

data type 

Unit 5.1 
Coding 

Can create more complex 
programs and are beginning to 

understand 
that there are ways to simplify 
code to make their programming 

more efficient. 
Recall and apply previous coding 

knowledge in their code 
Understand what simulations 
are and can formulate and 

program an 
algorithm for an observed 

traffic light sequence 
Understand the processes of 
decomposition and abstraction 

and can 
apply this knowledge when 
planning algorithms for a 

program. 
Can include sequence, selection 
and repetition into code as well 

as use 
functions to make their 

programming more efficient 
Understand what a physical 

system is and can consider how 
to 

program objects to behave like 
they would in ‘real life’. Test 

and debug 
a program as they go and use 
logical methods to identify the 
approximate cause of any bugs 

but might need support to 
identify the specific 

line of code that is causing the 
problem. 

Begin to understand how 
functions work 

Unit 5.7 Concept Maps 
Can use 2Connect to design and create 

concept maps that collect and 
present a range of linked ideas 

Can use the 
additional features of the software in 
2Connect to present their concept maps 
as a visual whole class presentation and 

as written text. 
Work successfully with others to create 

an online 
collaborative concept map using 2connect 

which has been well 
thought out for layout and content, 

using features such as image and node 
layout choices appropriately 

Unit 5.8. Word Processing (with 
Google Docs) 

Can create a word 
processing document.  Can alter the look 

of the text and navigate around 
Pay attention to the readability of the 

text and its function 
when formatting text.  Know how to 

find icons for the 
functionality that they wish to use. Can 

use bullet points and numbering 
Consider the 

overall structure of the document using 
page breaks, headers and footers to 
increase the usefulness and visual 

appeal of a document 
Can add images and drawings and 

tables to a word document. 
Can resize and reposition objects using 

wrapping options 
Know that word processors have 

template documents that can be used 
to same time, improve visual aspects and 

support writing 
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Unit 6.2 Online safety 
Demonstrate the safe and 

respectful use of a range of 
different technologies and 

online services. 
 Identify more discreet 
inappropriate behaviours 

through developing critical 
thinking, e.g. 2Respond 

activities.  Recognise the value 
in preserving their privacy 

when online for their own and 
other people’s safety 

Unit 6.5 Text Adventures 
Can turn a simple story with 

2 or 3 levels of decision 
making into a logical design 

using 2Connect 
Can create the pages for the 
component parts of the design 

in 2Create a  
Story and make good attempts 
to link these parts in a logical  
way. They might need support 

when debugging the linked 
pages if things do not  
proceed as expected. 

Can make a design map with 
a sequence of rooms  

including rooms in which the 
player needs to make a choice 

to complete the game  
and collect items. 

Can use the example code to 
turn their own designs into 
code. Children will debug as 
they code and might need 

some support in identifying the 
cause of some bugs. 

Apply their knowledge of 
coding and the fundamental 

order of  
instructions through creating 

their own story-based 
adventure game. They can  
identify errors in their code 
and specifically errors that 
could impact on the order  

of events and specific actions 
when buttons are pressed 

Demonstrate how algorithms 
are useful for representing a 

solution  
to a problem 

Unit 6.4 Blogging 
Can identify the key features of 

a blog and share these using 
2Write 

Can create a blog for a specific 
purpose and can post comments on 

an existing class blog 
Recognise the approval process that 

their posts go through and 
demonstrate an awareness of the 
issues surrounding inappropriate 

posts and cyberbullying 
understand the features of a blog 
and the differences between a blog  

page and a blog post 
plan, design and create a blog 
Become active contributors to a 
blog, carefully considering their 
responses to blog posts to ensure 
that they are always respectful 

Unit 6.3 Spreadsheets 
Can create a spreadsheet 
and collect data using 

2Calculate that answers a 
mathematical problem 
relating to probability 

Can use a spreadsheet to 
model a real-life situation 
Create spreadsheets which 
contain visual elements  
such as suitable graphs 

which represent their data 
Can select an appropriate 
graphical representation of 

their data from the  
available choice. 
Can create a 

computational model which 
successfully solves a given 
problem. Their use of tools 
and features to maximise  

spreadsheet content is 
secure such as: ‘How 
many’, ‘function’, 

‘format’ and ‘image 
toolbar’ 

Utilise advanced features 
such as the ‘formula 

wizard’ for efficiency and 
know the best  

layouts to use to support 
easier interrogations of 

data 

Unit 6.1 Coding 
Can turn a more complex 
programming task into an 

algorithm by identifying the 
important aspects of the task 

(abstraction) and then 
decomposing them in a logical 
way using their knowledge of 
possible coding structures and 
applying skills from previous 

programs. Can test and debug 
their program as they go and 
use logical methods to identify 

the cause of bugs, 
demonstrating a systematic 

approach to try to identify a 
particular line of code causing 
a problem. Children translate 

algorithms that include 
sequence, selection and 

repetition into code and their 
own designs show that they are 
thinking of how to accomplish 
the set task in code utilising 
such structures, including 

nesting structures within each 
other. Coding displays an 

improving understanding of 
variables in coding, outputs 

such as sound and movement, 
inputs from the user of the 
program such as button clicks 
and the value of Functions 

Children are able to interpret 
a program in parts and can 
make logical attempts to put 

the separate parts of a 
complex algorithm together to 

explain the program as a 
whole. 

Unit 6.6 Networks 
Understand 

and can explain in some 
depth the difference 
between the internet 
and the World Wide 

Web.  Know 
what a WAN and LAN 
are and can describe 
how they access the 
internet in school. 
Unit 6.7 Quizzing 

 
Can plan, design and create 

various quizzes using a variety 
of software 

Choose appropriate software 
for the questions that they 

want to ask 
Give and respond to feedback; 

they edit and redesign  
their quizzes accordingly 

Can create purposeful online 
quizzes for an intended 

audience  
using the 2DIY suite of 

applications 
Combine text with images  

and audio to enhance their 
quizzes. The question types 
used are fit for audience  

and serve to add additional 
enhancements for the intended 

user. Extra features  
such as using the instruction 
window and time limit are 

applied aptly 


