QOakwood Primary School

C P Skills Progression
Year R Year Year 2 Year 3 Year 4 Year 5 Year 6

Block based 1. Place 1. Create and 1. Design, write | 1. Program inputs | Scratch Scratch

Progrwmnmg nstructions into dp,bu,g slmplz o.ndd.fz,bug w'uthLovps, 1. Program mpubs 1. Progm,m
the correct order programs bg Programzst)rmt selection and fcrr control, lwgboard/touch
(sequzncz) to make selzoting code accomphsh speufuc sensing fm' selection screen inputs
so*mf}dwlg work. blocks, P[acing 90111/5. (|r\dudu19 interactions. (conditions) and selection
2. Use direction them in the correct oubput/s) 2. Work with servsmg ](OT (cond;.iwn/s), |.0crps
arrows to move an sequuwewxd 2.Userejpexinoﬂm variables and interaction and and random
on-screen Ject wwhng a programs. vanowsfm*m/sof data variables ]tOT vuxiub[@sfor
(chuxaotu/spritz) program. 3. Work with mpuiand(mbpui scoring and a unpr\ed,{dubd.liﬂ
to achieve an 2. Use lcrgu:al vwrwwsfomvs of 3 Debu.g game timer. (Uperutms)
OJOJQOU.NQ re,a/somng to inputs; k,rujboard programs that 2. Program 2. Program u'upu,t/s
3. Predict a route Pr‘edic,t the mouse and touch aooomp[i/sh 900,15 distance se,nzs'mg selection, sensing
and sequence behaviour (IJ: screen., (cmwctmg errors) and movement. random variables,
direction simpLe programs. 4. \Write programs 4. Use selection, 3. Program |rupubs, operators fo*r
commands 3. S'Lm,PU.fH a to simulate data variables and outputs, |.ovps, direction and data
(algcmﬂ'un) to program bg u,smg a phstical systems operators. conditions, se,n/s'mg vuriab[&sfo*r
achieve an loop 5. Progmxna and variables. scoﬁng.
objective. Correct virtual robot using | 4. Program list 3. Use inputs
the errors q( Scratch blocks variables that selection, |.ovps
necessary (df,bug) chooses rand.crmhj sems'mg, costume
4. Predict a route dww.ges and
and sequence broadcasts.
distance 4. Work with
commands to rruxltip[e sprites to




send broadcast
messages between

Text based
Prcgrwnming

1. Change the
variables of
text-based
commands.
2. Write
text-based
commands

O.C»U.U'(li‘lhj OJLCI. wse
il ffcts,stamps

1. Use the PRINT
co*m,mund]tor text.
2. Progru,ma
simple calculator
in PHtJn.on.

3. Program Loops
to repeat text.

4. Program




and functions.

3. Write text

rs to program
keyboard inputs in
a game. (Not
compatible with
iPad/tablet unless

with a Logo turtle.
6. Print labels in
Lcrgo.

7. Program a loop
(repetition) and
shu,Pes in Lcrgo
Turtle.

8. Prvgmm colours
in Logo turtle.

0. Progra.m
variables in Logo
turtle.




Ph}jsical denices

U | | |-
Directions

Uses Laﬂct, righi:,
forwards,
backwards with
tles (navigating
s'umplz mazes).
Links directions to
maps and plm:@s
(Mini City lesson)

Planning &

Plans out full
rmmvsonpaper

before building
them with tiles
Predicts where indi
will stcrp based on
distances and
sequences.

Algorithms &

Writes or says
steps in order
(pseudocods).

Uses s'umplz lmtps
(pabto,m,s that
repeatwiﬂrwui end,
e.g.figure w_:]ht)

Debugging &
lorutiin 3

Tejsbs, spo’os errors,

Input and output

Understand that




to ljbrwnd)

Early Patterns
Ccrp'uz/s and
si.mplz r\epeaimg

pwtizrms (blue,
green, blue, 9mn)

creates these with

Debugging

Begi.nfs to recogni/se
when indi does not
behave as e/xpected

distarnces u,s'mg
tiles as
non-standard unit




Understands that
colowr tiles are
“code” that can be










