Ccmputing

Prngr,@/s/su?n /\/\ap

We hanve selected the most relesant statements from Development Matters age ranges Jor Three and Four-
Year-Olds and Reception as mell as highlighting the statements mithin the ELGs mhich Jeed into the

programme ol study Jor computing.

For more detail about linked subject progression mrithin the EYFS Framemrork, please refer to these
documents.

Camputing

« Remember rules mrithout needing an adult to remind

them.

Three and Four-Year-

Olds

« Match their developing physical skills to tasks and

actisvities in the setling.

M E/)(,P.LOIZQ }’I,O'M/' i:huxgxs NV'IJ'I‘JQ.

« Show resilience and persenerance in the aﬂacz 0} a

challenge.

« Knomw and talk ahout the di_},}zrznt aﬁantnr/s
that support their orerall health.and
wellbeing:

-sensible amounts U} ‘screen time’.

chzpi:

Lon

+ Dervelop their small motor skills so that they can
use a range o) tools competently saflely and

confidently.

« Explore, use and refine a variety o} artistic
eflects to express their ideas and Jeelings.
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in the }apz u{l phailzngz.

° E/xplaxn J:h,e reasons ;D'f fU_LR,/S, JQHD'NV' I‘i.g,hj: }ram

wrong and try to beharve accordingly.

« Sajely use and explore a variety o} materials,
tools and technigues, experimenting w-ith colour,

design, textiure, }nrm and Junction.

m planit
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o Computing Progression Map

Pupilz& should be i:aughi: fo: PLLP_L,L/S. should be i:x:uughi: fto:

« understand what algorithms are; how they are + design, write and debug programs that accomplish
meizmznizd a4 programs on digktnl desmices; and that /S{lzck}kc gﬁﬂl& LnLLudLng JCﬁni:rﬁlang or /&Lmulaixng
programs execute by Jolloming precise and physical systems; solyve problems by decomposing
unambiguous instructions; them into smaller parts;

o creakte and dzbug /sxmplg, programs; © USL AROUENCE, seleckion, and repelilion in progroms;

« use logical reasoning to predict the hehaviouwr o} mw-ork with sariables and variows forms of input and

/simplz Progroams; output;
SR lngical rza/snnkng to zmplain howm some /smelz
algorithms work and to detect and correct errors in

algorithms and programs;

+ use fechnology purposefully to create, organise, store,
mankpuiatz and retriese digiial content;

. rznngni@z Lommon Uuses 0} Ln}nrmaiiun i:zchno-io-g;at

beyond school;

o understand ,cnmpui:u netmworks anluding the internel;
how they can prosvide multiple serrvices, such as the
world mride web, and the opportunities they olfer Jor

communication and collaboration;

Y- tzchnnlng;& /sa%zl% and rm&pzct{luu%, kzszng
pzrz&nnal Ln}nrmaiiun private; Ldznii{lg where to go
}Ur J’uzlp and suppork w-hen i:hz;z; harve concerns ahout
content or contact onthe internet or other online
tzchnnlngkm&.

+ use search fechnologies effectively, appreciate homw
results are selected and rankzd, and bhe diﬁpzrnxng in
zmaluatkng ,dL,gi,tal content;

+ select, use and combine a variety o} soltware
(including internet sersices) on a rangeo} digital
derices to design and create a range o} programs,
systemsa ond content that amcnmpb’ush gliren ,g,u,al/s,
in,clud'uug cullzct'uug, analgx&ing, zvaluanng and
presenting data and Ln}crmanun;

« use technology safely, respectfully and responsibly;
recognise acceplable/unacceptable behanviowr; identify
a range 0% m-ays Lo report concerns about content and
conlact.

m planit @
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Computing Progression Map

This Planlt Deep Dive into Computing: Whole-School Progression Map has been mritten to support
proctitioners mho hawve chosen to adopt the Planlt scheme in part or in Jull. The curriculum progression
map comprehensively shows the progression o} computing skills and concepts Jrom year | to year 6.
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o Computing Progression Map

Intent

We u{l{lzr a structured seguence U lz/szsan/s thang teachers to ensure that thz% hawre comvered the skills rza,uuw.d to meet the aims u{l
the national curriculum %Hw, conktent allow s chr a broad, dzﬂ.p undzn&iandulg Q} computing and home it Llinks to children's Llives. It
u{l{lzr/s a range cr} opportunities ,!lcrr consolidation, Lhauzngz and nariely. This alloms childrento apph& the Jiundamzniak prux,CLplz/s
and concepts ol compuler science. Thzx& dzvzlup analytical problem-solyving skills oand learn to envaluate and apply informaltion
technology. It also enables them to become responsible, competent, confident and creative users o} information technology. This
progression map supporis computing subject leaders in readiness Jor an O}/stzd 'dzzp dinve’.

v

flzmzniatinn
Each lesson contains revision, analysis and problem-solyving. Through the sequence o} lessons, we intend to inspire pupils to develop a love of the

dxgxtaL world, see its pl.acz intheir Jluturﬁ, and ginv e teachers Lon%idznpz. Cross-curricular links are also important in supporting other areas UJl Lzarni.ng.
Qur lesson pl.an/s and resources hzlp children to build on prl,crr knuwlzdgz at the same time as Lntruducing new- skills and challzngz&. In KS|, the ,}Lu:u/& is
on denveloping the use o} algorithms, programming and how technology con be used salely and purposefully. In KS2, lessons still focus on algorithms,
progranmming and Lcding but in a more camplz/x WAy and }Ur di}}zrznt PUIrpOSLS. Children also envselop their knawbzd,gz 0,; computer networks, internet
sersvices and the ﬁa%z and purpa&z{iul. use U} the internet and tzchnulugg. Data Handlkng is ,}zatun’,d more hzuvi.l.xa; in UKS2. Skills learnt thncn.ugh KSI and LKS2
are used to support data presentation. Adult guidz& are UiHip,rzd, as well as end- 0}—unkt assessments, znahl.kng /staJlJl to lezl LunJlLdznt in the progression
o} skills and knawlzdgz and that outcomes have heen met. An example o} keymwords has bheen included, showing the progression o} specific language
involved in children's learning so that teachers can also assess understanding and progress through vocabulary. We /suggzzst a specific sequence of
lessons Jiar each Year group, U%lerkngﬁtructur,e and narratisve. These are not to be used zbuzlu/surzhé but mill support teachers' plannxng

v

Impact
Lzafnlng in computing will be enjoyed across the school. Teachers will have high expectations and guality esvidence mwill bhe

presented in a variety o) Jorms. Children will use digital and technological vocabulary accurately, alongside a progression in their
technical skills. They mill be confident using a range o} hardware and softmware and will produce high-guality purposeful products.
Children mrill see the digital world as part o} their world, extending beyond school, and understand that they have choices to make.
They will be conlident and respectful digital citizens going on to lead happy and healthy digital lives.

S .
% planit

visit twinkl.com




Multimedia Text and Imagz/s

Children begin to understand the
particular purposes fechnology can
be used Jor and that by adding text
and images you can communicalte
w-ith technology. Children denvelop
their skills in typing, selecting tools
and organising information.

KSI Computing National Curriculum
Children use technology purposefully
to create, organise, store, manipulate
and retriese digital content.

Children can:

add text strings, fext boxes and

show and hide objects and images,

manipulating the Jeatures;

use various tools, such as
brushes, pens, eraser, stamps and
shapes, and set the size, colour

and shape;

use applications and desvices in
order to communicate ideas,
work, messages and
demonstrate control;

AAOAN L, retriese und ,O'I‘,g,OJ’IL/S,Q NV“OTJQ;

use key vocabulary to
demonstrate knchzdgz and
understanding in this strand:
paint, colour, brush, tools,
settings, undo, redo, text, imaoge,
size, poster, Launch, application,
sofltware, window, minimise,
restore, size, mose, screen, close,
click, drag, log on, log o}},
keyboards, keys, mouse, click,

button, double click,
drag, pr,e/s,eni:.

Children desxelop their skills o}
Jormatting using keyboard
commands, organising their work to
demonstrate effect. In LKS2, they m-ill
hare the opportunity to express
themselyves more through digital
technology, art, PomwerPoint and
posters. Children should continue to
demonstrate control when operating
tools as in KSI

KS2 Computing National Curriculum
Children understand computer
netmorks, including the internet; how
they can provide multiple services,
such as the world wide m2eh, and the
opportunities they olfer Jor
communication and collaboration.
They select, use and combhine a variety
o} softmware (including infernet
services) on a range of digital
derices to design and create a range
o} programs, systems and content
that accomplish given goals,
including collecting, analysing,
envaluating and presenting data and
inJormation.

Children can:

create different effects w-ith
diflerent technological tools,

dzmun/si:rai:i.ng control;

use appropriate keyboard
commands to amend text on
a AZA/'LCZ;

el applicatlnnﬁ and derices in
order to communicate ideas,
work, and messages;

o Computing Progression Map

Children begin to look at new
sofimware, creating 3D models and
learning how to orbif, zoom and
desrelop their editing skills Jurther.
They become more confident in
inserting Llinks, images and Jormatting
text to create elfect.

KS2 Computing National Curriculum
Children select, use and combine a
~variety of sofltware (including
internet sersvices) on a range ol
digital desices to design and create

a range o} programs, systems and
content that accomplish given

goals, including collecting,

analysing, exvaluating and

presenting data and information.

Children can:

use the skills already desveloped
to create content using
unfamiliar technology;

select, use and combine the
appropriafe technology tools to

create effect;

resview and improsve their omwn
work and support others to
improsve their work;

sOn2, retriese and
ervaluate their work,
making amendments;

insert a

pL,ctur,e/i:z/xt/graph/hx&pzrkink Jrom

the internet or personal Jile;
use key vocabulary to demonstrate

kncwkzdgz and undzr&tanding in
this strand: window, Layout, text,

S .
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- Computing Progression Map

d  sowne, retriesve and ervaluate work, pont, colour, Jormat, heading,

making amendments; hyperlink, 2D shape, 3D shape, orhit,
pan, zoom, eraser, dimension,
measurement, guide.

¢ insert a
picture/text/graph/hyperlink Jrom

the internet or a personal Jile;

¢ use key vocabulary to demonstrate
knowledge and understanding in
this strand: draw-, object, shape,
line, line colour, Jill colour, group,
ungroup, jont, size, text box,
Jormat, image, wrap ftext, plan, Link,
image, object, link, hyperlink,
minimise, restore, size, mosre,
screen, split, create, organise, Jile,
lolder, close, exit, search, print,
password, screenshot, snipping
tool, shifjt, undo, redo, menuwu,
dictionary, highlight, cursor,
toolbar, spellcheck.

S :
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Computing Progression Map

Multimedia Sound and Motion

Children begin to dervelop their
creatisvity using technology through
recording sound. Children w-ill also
begin to dervelop their editing skills
and control o} the tools.

KSI Computing National Curriculum
Children use technology purposefully
to create, organise, store, maanuLatz
and refriesve digital content.

Children can:
2 use software to record sounds;
v change sounds recorded;
sanve, refrienve and organise work;

0 use key vocabulary to demonstrate
knowledge and understanding in
this strand: commands, add sound.

Children deselop their editing skills
Jurther by cropping, organising and
arranging lilm clips. They are able to
share work and offer Jeedback and
ideas Jor improsvement with
animation and film, giving their
opinion on which software to use. In
LKS2, children also Look at the history
o} animation and reflect upon the
changes onver time.

KS2 Computing National Curriculum
Children select, use and combine a
~variety of software (including
internet services) on a range o}
digital desices to design and create
a range o} programs, systems and
content that accomplish given

goals, including collecting,
analysing, exvaluating and
presenting data and information.

Children can:

4 use software to record, create
and edit sounds and caplure
still images;

v change recorded sounds, volume,
duration and pauses;

¢ use sofiware to caplure video Jor
Q pUrpose;

¢ crop and arronge clip/s to create a
short Lilm;

e plan an animation and more
items mwithin each animation Jor
playback;

T use key vocabulary to demonstrate
knowledge and understanding in
this strand: audio, sound, »ideo,
morie, embed, Link, lile Jormat,
animate, animakion, still imaage,

Children begin to look more into
multimedia broadcasting, learning
new skills including recordin
jingles, podcasts and narration. They
become more confident in post-
roduction mrith editing, trimming and
refining their work bosed on plans
they harve made.
KS2 Computing National Curriculum
Children select, use and combine a
~variety o} sofltware (including
internet services) on a range of
digital desices to design and create
a range o} programs, systems and
content that accomplish given
goals, including collecting,
analysing, exvaluating and
presenting data and information.

Children can:

2 collect audio from a variety of
resources including omwn
recordings and internet clips;

b use a digital demvice to record
sounds and present audio;

¢ trim, arrange and edit audio lesels
to impronve guality;

¢ publish their animation and use a
mownie editing package to

edit/refine and add titles;

¢ use key vocabulary to
demonstrate knom-ledge and
understanding in this strand:
audio, record, edit, play stop, skip,
mwareform, input, output, record,
edit, play podcast, digital content,
downloadable, backing track,
Noiceoier, mute, gain, prcduxzticn,
post-production, documentary,

visit twinkl.com
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Computing Progression Map

i:h,aumai:rnpz, zoelrope, project, ex-aluation, screening,
zoopraxiscope, sterecscope, flip ceremony, upload.

book, frame, onion skinning, Loop,
Jrame rate, record, stop, play, stop
motion, stop frame.
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o Computing Progression Map
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Children begin to explore
expressing information in tables,
/sgrt;ung and arganbsin

information Jor others to bhe able
to understand.

KS2 Computing National Curriculum
Children select, use and combine a
~variety of software (lncluding
internet services)on a range of
digital desices to design and create
a range o} programs, systems and
content that accomplish given
goals, including collecting,
analysing, exvaluating and
presenting data and information.

Children can:

talk about the different ways data

can be organised;

sort and orgonize Ln}crmanan to
use in other ways;

search a ready-made database
to ansmw-er questions;

use key vocabulary to demonstrate
knowledge and understanding in
this strand: Google Docs, insert,

table.

Data Handling in UKS2 Jocuses on
selecting the correct method to
display data and using sofimare such
as spreadsheets. Children also learn
how to check the accuracy of data
and compare data Jor a specific
pPUrpOAL.

KS2 Computing National Curriculum
Children select, use and comhbine a
~variety of sofltware (including
infernef seryvices) on a range of
digital desices to design and create
a range o} programs, systems and
content that accomplish given
goals, including collecting,
analysing, exvaluating and
presenting data and information.

Children can:

construct data on the most
appropriafe application;
know how to interpret data,
including spotting inaccurate
data and comparing data;

use keyboard shorteuts and
Junctions to input data on
spreadsheets and create
Jormulas Jor spreadsheets;

odd data to an existing database;

use key vocabulary to
demonstrate knom-ledge and
understanding in this strand:
Google Docs, insert, table,
spreadsheet, cell, row, column,
Jormula/lormulas, calculate,
Jormat, edit, insert, ascending,
descending.
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Computing Progression Map

T,echnn-ln-gy in Our Lives

Children begin to make Links to
howm- they use technology ocutside
o} the classroom. They begin to
think about the benelits of using
technology in their Llives, making
links to learning about online
safety.

KSI Computing National Curriculum
Children recognise common uses of
technology beyond school. They use
technology salely and respectfully,

keeping personal information private;

they identify mrhere to go Jor help and
support when they have concerns
about content or contact on the
internet or other online technologies.

Children can:

2 recognise ways that technology
is used in the home an
community, e.g. taking photos,
blogs, shopping;

b wse links to websites to Jind
information;

¢ recognise oge-appropriate
websites;

0 use sale search Jilters;

¢ use key vocabulary to demonstrate
knowledge and understanding in
this strand: Jilter, Google, search
engine, image, keyboard, email,
internet, subject, address,
communicate, sender, saje, secure.

Children refer to online safety rules
when discussing technology in their
Lirves. They are able fo narvigate
betmreen webhsites and use saje
search terms on trusted search
engines. They become more confident
in using email for communication,
including attaching and sanving Jiles
Jrom emails.

KS2 Computing National Curriculum
Children understand computer
netmrorks, including the internet; how
they can provide multiple sernvices,
such as the world wide m2eh, and the
opportunities they offer Jor
communication and collaboration.
They use search technologies
eflectively, appreciate how results
are selected and ranked, and are
discerning in exvaluating digital
content.

Children can:

2 explain ways to communicate with
others online;

b describe the world wide meh as
the part o) the internet that

contains webhsites;
¢ add wehsites to a Jarvourites List;

0 wuse search tools to Jind and use
an appropriate website and
content;

c o ouse /si:ratszz/s o improyve results
mwhen searching online;

¢ use key vocabulary to demonstrate
knowledge and understanding in
this strand: Jilter, Google, search
engine, image, keyboard, email,
subject, address, communicote,

Children can use saje search terms
on trusted search engines, and
envaluate websites based on Layout
and information. They become more
confident in understanding Google
rankings, adverts and the reliability
o) websites.

KS2 Computing National Curriculum
Children understand computer
nektmorks, including the internet; how
they can prosvide multiple sernvices,
such as the world wide m2eh, and the
opportunities they offer Jor
communication and collaboration.
They use search technologies
ef}lectively, appreciate how results
are selected and ranked, and are
discerning in exvaluating digital
content.

Children can:

2 search Jor injormation using
appropriate websites and
adyvanced search Junctions

mwithin Google;

b use sfrafegies to check the
reliability o} information
(cross-check m-ith another
source such as books);

¢ talk about the way search results
are selected and ranked;

0 check the reliability o} a website,
including the photos
on sile;

¢ tell you about copyright and
acknowledge the sources o
injormation;

T use key vocabulary to
demonsirate knomwledge and

visit twinkl.com
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Computing Progression Map

sender, sale, secure, inkernet, world understanding in this strand:
wide mreh, social media. world wride w-eh, search, search
engine, adyvanced search, results,
Google, browser, terms o} use,
bias, authority, citation,
plagiari/sm, source, webhsite,
secure, hitps, site, domain,
website, browser, address bar.

m planit @’
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Children begin to understand their
influence on technology by
desreloping their programming skills
to determine output. They begin to
understand that an algorithm is a
series of steps Jor solrving problems
and a code is a series o) steps that
machines can execute. They begin to
explore debugging, predicting w-hen
codes may not work and changing
them.

KSI Computing National Curriculum
Children understand m-hat
algorithms are, how they are
implemented as programs on digital
derices, and that programs execute
by follomwing precise and
unambiguous instructions. They
crenfe, debug and use Logical
reasoning to predict the behariour
o} simple programs.

Children can:

irve commands one at a time Lo
control direction and morement,
including straight, formwards,
backwards, turn;

control the nature o} ervents:
repeat, loops, single exvents and

odd and delete Jeatures;

irve a set ol instructions to
bollow and przd'u:i: w-hat
mwill happen;
improsvelchange their
seguence of commands
by debugging;
use key vocabulary to demonstrate
kncwizdgz and undzr&tanding Ln
this strand: algorithm, instruction,

Children build on their programming
skills by solrving problems and
programming commands to achiere a
specific outcome. They begin to write
programs, explain algorithms and
identify errors in their work.

KS2 Computing National Curriculum
Children design, write and debug
programs that accomplish specilic
goals, including controlling or
simulating physical systems; they
solve problems by decomposing
them into smaller parts. They use
sequence, selection, and repetition in
programs and work with variahles
and various Jorms o} input and
output. They use logical reasoning
to explain how some simple
algorithms mwork and to defect and
correct errors in algorithms and
progroms.

Children can:

use Llogical thinking to solyve an
open-ended problem by breaking
ik up into smaller parts;

mw-rite a progrom, putting
commands into a sequence to
achieve a specilic oufcome;

Girve o sel 0,} insfructions to
ollow and predict w-hat m-ill
appen;

keep testing a program and

recognise when it needs to be

dzbuggzd;

use variobles to create an e}lect,
2.4. repetition, L{l,

when, Loop;

use key vocobulary to demonstrate

Children build on their programming
skills by using nemw systems such as
a Jlomw-chart. They continue to break
domwn problems and create algorithms
to solve them. They are able to
explain the outcome o) an algorithm
mw-ith confidence and accuracy.

KS2 Computing National Curriculum
Children design, write and debug
programs that accomplish specific
goals, including controlling or
simulating physical systems; they
solve problems by decomposin

them into smaller parts. They use
sequence, selection, and repetition in
programs and work with variahles
and various Jorms o} input and
output. They use logical reasoning
to explain how some simple
algorithms mwork and to detect and
correck errors in algorithms and
progroms.

Children can:

use external triggers and
infinite loops to demonstrate
control;

Jollow a sequence of
instructions, 2.g. in a }lcwchart
and madi}% a Jlow-chart using

/s%mb,clfs;

use conditional statements and edit
rvariobles;

decompose a problem into
smaller parts to design an
algorithm Jor a specific outcome
and use this to mrite a progroms;

keep testing a program and
recognise when if needs to
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- Computing Progression Map

order, debug, program, turn, left,

right, clockmwise, anticlockmwise,

blocks, sequence, project, repeat,
repeat Joreser, invisibhle, grom,

shrink.

knowledge and understanding in
this strand: decompose,
decomposing, logical sequence,
Jowchart, sprite, block, command,
abgarii:hm, ansmw-er, correct, errors,
progrom, algnriihm, insfructions,
commands, formward (Jd) Left (L)
right (rt), mosre, turn, clear screen
(cs) »ariable.

be debugged;

use key vocabulary to
demonstrate knowledge and
understanding in this strand:
Mowchart, algorithm, control,

output, symbol, start, stop, delay,

process, decision, loop, backdrop,

script, block, repeat, commentary,
s2Quence, conseduence, debug,
program, Kodu, world, object, tool

alette, program ensironment,
smooth, Jlatten, raise.
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o Computing Progression Map

Children begin to consider their
activity on the internet and learn
about mrays to keep themselves
safe and w-hy it is important to do
s0. They also compare appropriate
and inappropriafe activity on the
internet and decide w-hat to

do next.

KSI Computing National Curriculum
Children can use technology safely
and respectfully, keeping personal
information private; they identily
where to go Jor help and support
mwhen they have concerns about
content or contact on the internet or
other online technologies.

Children can:
identify mw-hat things count as

P,,QJ‘/S,.O'D.,CLJ. Ln}armatkun;

identify w-hat is appropriate and
inappropriate behaviour on the
internet;

agree and Jollow sensible online
sofety rules, 2.g. taking pictures,
sharing information, storing
passmwords;

seek help Jrom an adult when

they see something that is

un,e/xp,er,tz,d or Wﬂrr%Lng;

demonstrate how to salely open
and close applications and log
on and Log o)} from wehsites;

us L2 kz% Amo,cabulau& to demonstrate
knowledge and understanding in
this strand: /sa}z, meelf, accept,
reliable, tell, online, trusted, adult,
information, sajety, personal, key,
guestion, tell, sale, share, stronger,

Children become more amware o their
digital Jootprint by reflecting on
their experience on the infernet. They
are able to understand more about
age-appropriate webhsites and
adierts and how adaerts are used
by companies. Children are also
introduced to the concept o}
lagiarism and citation.
KS2 Computing National Curriculum
Children use technology salely,
respectfully and responsibly. They
recognise occepfable/unacceptable
beharviour and identify a range o}
ways to report concerns abouk
content
and contact.

Children can:

reflect on their omn digital
Jootprint and behanviour online;

identify w-hat is appropriate and
inappropriate behaviour on the
internet, recognising the term
cyberbullying;

agree and Jollow sensible online
safety rules, 2.g. taking pictures,
/shuung Ln}urmntiun, sloring
poassmwords;

seek help Jrom an adult mhen
thz% ARR /&er,ath'uug that is

LLD.ZI)(P.Z,CtZ,d or M/’,O'l‘!'ld.iﬂgi

demonstrate understanding o}
age-appropriate wehsites and
odserts;

use key vocabulary to demonstrate
knowledge and understanding in
this strand: saje, meet, accept,
reliable, tell, online, trusted, adult,

Children are encouraged to identily
online risks and share their
know-ledge o} the risks and
conseguences for people online. The
begin to think more critically about
mhat they see online and look at the
concept o} Jake nems and Jalse
photographs. KS2 Computing National
Curriculum

Children use technology salely,
respectfully and responsibly. They
recognise occepfable/unacceptable
beharviour and identify a range o}
mw-ays to report concerns about
content

and contact.

Children can:

protect their password and other
personal information;

be a good online citizen and friend;

judge what sort o} privacy
settings mifht be relesant to

reducing different risks;
seek help Jrom an adult mhen

they see something that is

unexpected or worrying;

Adiscuss Scenarios analving
online risk;

use key vocabulary to
demonstrate knomw-ledge and
undzrﬁtandxng in this strand:
Aspaom, Link, pr'uwo.x:;g, NLT A, ALCAM,
phishing, inbox, junk, sender,
/subgz,ct, ARCMI2, /sale, account,
online, private, social media,
adwverts, eyberbullying, reporting,
anonymous, victim,
Lroud/brauvdulent, policy,
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Computing Progression Map

danger, internet. injormation, safety, personal, private/personal.
internet, world wide m2h,
commuanicale, message, social
media, email, password,
cyberbullying/bullying, plagiarism,

profiles, account, private, public.

S :
B, planit @’

visit twinkl.com Hoproved




