
Coding and Control Progression of Skills 
 

 Area of 

Computing 

Prior Knowledge  Key Skills  
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Programming 

 

 
 

 

Program a floor robot with a series of instructions 

Create instructions for a programmable robot 

Create instructions within a piece of software 
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Coding 

 
 

 
 

 
EYFS: Program a floor robot 
with a series of instructions 

Know that for the computer to make something happen, it needs to follow clear instructions.  

Read through combined blocks of code. 

Make a background, add characters and use drop-down menus to do this. 

Design a simple program, write the program that controls how a character moves and move the character when 
clicked. 

Program a character to move given a variety of input events. 

Use collision detection to make objects interact and they can program a sound to play when objects collide. 
 
 

Stop Motion 

 

 Use different tools to create pictures with text, colour and varied sizes of font. 

Add animation to their story. 

Add their own choices of provided music and voices to their story. 

Add their own backgrounds and pasted images to their book. 

Enhance the features of their story book by adding additional pages and animations. 

 
 

Programming 

 
 

 
 

 
EYFS: Create instructions for a 
programmable robot 
Create instructions within a 
piece of software 

 

Work in the context of following picture instructions for building shapes 

Able to say why it is important to be precise when writing their algorithm.  

Work within the context of writing instructions to program a person. 

Program a Bee-Bot to move 

Debug a Bee-Bot. 
Work in the context of programming a Bee-Bot to reach set markers. 
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Coding 

 
 

 

 

 
Y1: Children have learnt the 
basic functions of 
programming. They would 
have used simple block coding 
to program a character in their 
own story. 

Describe the algorithms they created.  

Explain that for the computer to make something happen, it needs to follow clear instructions.  

Beginning to understand that the Repeat and Timer commands both make objects repeat actions but function 
differently and the type of object can affect which is the best command to use. 

Have a clear idea of how to use a design document to start debugging a program. 

Create a computer program using different objects. 

Include a button in their programs. 

Predict what the objects in classmates’ programs will do, based on my knowledge of the objects’ limitations, e.g. 

a turtle can only move in specific ways. 

Explain how they know that certain objects can only move in certain ways. 

Plan and use algorithms in programs successfully to achieve the desired a result. 



Code a program using a variety of objects, actions, events and outputs successfully 

 
 

 
Programming 

 
 

 

 
Y1: Children are able to follow 
basic instructions to construct 
an algorithm. They are able to 
programme an object to follow 
simple instructions. 

Create an algorithm to move or rotate the turtle. 

Create an algorithm and use the repeat command 

Create an algorithm using sound 

Create an algorithm and use the repeat and say command. 

Create an algorithm and use the Green Flag to start. 

Create an algorithm and use the commands to change the background and sprites. 
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Coding 
 

 

 
 

 
Y2: Children have learnt to use 
repeat commands, created 
sound and are able to make 
changes to sprites and 
backgrounds. 

Skills 

Create a design that represents a sequential algorithm. 

Use a flowchart design to create the code. 

Explain what Object, Action, Output, Control and Event are in computer programming. 
Make use of the X and Y properties of objects in coding.  

Use a timer and if statement  

Explain how their programme simulates a physical system. 
Create and make changes to variables 
Use repeat actions for character and explain how they did it. 
Debug programs. 

Have a clear idea of how to use a document to start debugging a program. 

 

 
Animation 

 

 
 

 

Previous Knowledge 
 
Y1: Children are able to add 
images and sounds to a simple 
animation. 

Understand animation frames. 

Use the Onion Skin tool to create an animated image. 

Use backgrounds and sounds to make more complex and imaginative animations 
Know what ‘stop motion’ animation is and how it is created. 
Use ideas from existing ‘stop motion’ films to recreate their own animation. 

Share their animations and comments on each other’s work using display boards and blogs. 
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Coding 
 

 

 
 

Previous Knowledge 
 

Y3: Children are able to use 
sequential algorithms, 
flowcharts to create code and 
Explain the Object, Output, 
Control and Event concept. 
They can use repeat actions, 
debug programs and make 
changes to variables. 
 

Create code that conforms to their design. 

Show how a character repeats an action and explain how they caused it to do so. 
Make a character respond to user keyboard input. 
Create a timer that prints a new number to the screen every second. 
Explain how they made their program change the number  
every second. 

Create an algorithm modelling the sequence of a simple  

event. 

Manipulate graphics in the design view to achieve the desired look for the program. 
Use an algorithm when making a simulation of an event on  

the computer. 

Make good attempts to break down their aims for a coding task into smaller achievable steps. 



Recognise the need to start coding at a basic level of abstraction to remove superfluous details from their 
program that do not contribute to the aim of the task. 

 
 

Algorithms 

 
 
 
 

 
Y2: Children are able to 
describe their algorithm, use 
different objects, include 
buttons, make predictions, 
plan an algorithm and code 
one successfully. 

Follow simple Logo instructions to create shapes on paper. 
Follow simple instructions to create shapes in Logo. 

Create Logo instructions to draw patterns of increasing complexity. 

Understand the pu and pd commands. 
Write Logo instructions for a word of four letters. 

Follow Logo code to predict the outcome. 

Create shapes using the Repeat function. 

Find the most efficient way to draw shapes. 

Use the Procedure feature. 
Create ‘flowers’ or ‘crystals’ using Logo. 
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Coding 

 
 

 
 

 
Y4: Children can conform their 
designs. They can use 
characters to repeat actions 
and respond to keyboard 
controls. Manipulate graphics 
to show a desired look for 
their program. Children are 
able to use only essential 
coding. 

Key Skills 

Explain how their program simulates a physical system. 

Select the relevant features of a situation to incorporate into their simulation by using decomposition and 

abstraction. 

Reflect upon the effectiveness of their simulation. 

Explain what a variable is in programming. 

Set/change the variable values appropriately. 

Know some ways that text variables can be used in coding. 

Create a game, which has a timer, and score pad. 

Use variables to control the objects in the game. 

Create loops using the timer and If/else statements. 

Code a program that informs others. 

Can include buttons and objects that launch windows to websites and programs 

 

 
Game Creator 

 

 
 

 

 
Elements of coding and 
algorithms can be applied to 
support the children’s 
understanding and application 
within this unit of work. 
 
 
 
 

Children can begin the process of designing their own game. 

Design the setting for their game so that it fits with the selected theme. 

Upload images or use the drawing tools to create the walls, floor and roof. 

Design characters for their game. 
Decide upon, and change, the animations and sounds that the characters make. 

Make their game more unique by selecting the appropriate options to maximise the playability. 

Write informative instructions for their game so that other people can play it. 

Evaluate my their own and peers’ games to help improve their design for the future. 
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Coding 

 

 

 
Y5: Children will have an 
increased knowledge of 
variables and hoe they 
operate. They are able to 
create loops using timers, 

Investigate and evaluate the features of programming software. 

Program Kodu using When and Do instructions. 

Use tools and add features to create an original landscape in Kodu. 

Analyse and deconstruct code to work out its purpose. 

Program a character to be controlled around a custom 



 
 

if/else statements and they 
are able to use buttons to 
launch windows to a website 
or other program. 

track to reach a goal. 

Program a character to follow an automatic path. 
 

 

 

 

 

 

 
 

Animation 

 

 
 
 

 
Y3: Children are able to 
understand animation frames 
and their functions. They will 
be able to use backgrounds 
and sounds to ensure their 
animations are more 
interesting. They will 
understand what stop motion 
is and how to use existing 
material to inspire their own 
animation. 

Create appropriate animations for a story scene. 

structure and control the timing of events. 

control when objects need to be visible. 

sequence events to create a story narrative 

add voice sounds to enhance an animated story. 

add interactive user features to a scene or story. 

 

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 


