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Computing in the EYFS 

 

Computing 

The EYFS framework is organised across seven areas of learning (Literacy, Mathematics, Understanding the World, Expressive Arts 
and Design, Physical Development, Personal, Social and Emotional Development and Communication and Language) This 
document demonstrates which statements from Birth to Five Matters are prerequisite skills for Computing within the National 
Curriculum.  
 
The statements for Computing are taken from the following areas of learning: 

 Physical Development 

 Personal, Social and Emotional Development 

 Understanding the World 
 

Range   

Range 3 
(18-24 Months) 
1½ - 2 Yrs 

Personal, Social 
and Emotional 
Development 

Sense of Self  Shows their growing sense of self through asserting their likes and 
dislikes, choices, decisions, and ideas. These may be different to 
those of the adult or their peers; often saying no, me do it or mine 

Understanding 
Emotions 

 Asserts their own agenda strongly and may display frustration with 
having to comply with others’ agendas and with change and 
boundaries 

Physical 
Development 

Moving and 
Handling 

 Hands start to operate independently during a task that uses both, 
with each hand doing something different at the same time (e.g. 
holding a block in one hand and steadying the other block with the 
other hand. 

 When holding crayons, chalks etc, makes connections between 
their movement and the marks they make 

Understanding 
the World 

Technology  Anticipates repeated sounds, sights and actions, e.g. when an adult 
demonstrates an action toy several times 

 Shows interest in toys with buttons, flaps and simple mechanisms 
and begins to learn to operate them 

Range 4  
 24-36 Months 
2-3 Yrs 

Personal, Social 
and Emotional 
Development 

Understanding 
Emotions 

 Participates more in collective cooperation as their experience of 
routines and understanding of some boundaries grows 

Physical 
Development 

Moving and 
Handling 

• May be beginning to show preference for dominant hand and/or 
leg/foot 

Understanding 
the World 

Technology  Seeks to acquire basic skills in turning on and operating some 
digital equipment  

 Operates mechanical toys, e.g. turns the knob on a wind-up toy or 
pulls back on a friction car  

 Plays with water to investigate “low technology” such as washing 
and cleaning 

 Uses pipes, funnels and other tools to carry/ transport water from 
one place to another 

Range 5  
36-48 Months 
3-4 Yrs 

Personal, Social 
and Emotional 
Development 

Sense of Self  Shows their confidence and self-esteem through being outgoing 
towards people, taking risks and trying new things or new social 
situations and being able to express their needs and ask adults for 
help 

Understanding 
Emotions 

 Understands that expectations vary depending on different events, 
social situations and changes in routine, and becomes more able to 
adapt their behaviour in favourable conditions 



 
 
 

Tonge Moor Academy: Computing Curriculum 
Physical 
Development 

Moving and 
Handling 

• Manipulates a range of tools and equipment in one hand, tools 
include paintbrushes, scissors, hairbrushes, toothbrush, scarves or 
ribbons 

Understanding 
the World 

Technology  Knows how to operate simple equipment, e.g. turns on CD player, 
uses a remote control, can navigate touch-capable technology with 
support  

 Shows an interest in technological toys with knobs or pulleys, real 
objects such as cameras, and touchscreen devices such as mobile 
phones and tablets  

 Shows skill in making toys work by pressing parts or lifting flaps to 
achieve effects such as sound, movements or new images  

 Knows that information can be retrieved from digital devices and 
the internet  

 Plays with a range of materials to learn cause and effect, for 
example, makes a string puppet using dowels and string to suspend 
the puppet 

Range 6 
48-60 Months 
4-5 Yrs351 
(60 – 71 
Months) 
5-6 Yrs 

Personal, Social 
and Emotional 
Development 

Sense of Self  Can describe their competencies, what they can do well and are 
getting better at; describing themselves in positive but realistic 
terms 

 Shows confidence in choosing resources and perseverance in 
carrying out a chosen activity 

Physical 
Development 

Moving and 
Handling 

 Shows increasing control over an object in pushing/patting it 

 Shows a preference for a dominant hand  

Understanding 
the World 

Technology  Completes a simple program on electronic devices 

 Uses ICT hardware to interact with age appropriate computer 
software  

 Can create content such as a video recording, stories, and/or draw 
a picture on screen  

 Develops digital literacy skills by being able to access, understand 
and interact with a range of technologies  

 Can use the internet with adult supervision to find and retrieve 
information of interest to them 

Early Learning Goals 

 
 
 

ELG 

Personal, Social 
and Emotional 
Development 

Self-Regulation  Set and work towards simple goals, being able to wait for what 
they want and control their immediate impulses when appropriate. 

 Give focused attention to what the teacher says, responding 
appropriately even when engaged in activity, and show an ability 
to follow instructions involving several ideas or actions. 

Managing Self  Be confident to try new activities and show independence, 
resilience and perseverance in the face of challenge.  

 Explain the reasons for rules, know right from wrong and try to 
behave accordingly. 

Expressive Art 
and Design 

Creating with 
Materials 

•Safely use and explore a variety of materials, tools and techniques, 
experimenting with colour, design, texture, form and function. 
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Computing in Years 1-6 

Curriculum structure 

 

Small step progression towards NC objectives:   

Year 1 

Online safety 

To use technology safely and respectfully.(with support) 

To know what is my personal information is and give an example. 

To know where to go for help when I am worried about something online. 

Digital Literacy 

To begin to use two hands when typing. 

To type simple words.  

To use the Shift key to make capital letters. 

To use the space bar. 

To alter my writing in a number of ways (size, colour). 

To use the ‘undo’ icon to fix a mistake. 

Computer Science 

To know that an algorithm is a set of instructions. 

To create a set of instructions, which include straight and turning commands one at a time with support. 

To plan, make and debug a program using a digital device. 

To talk about what might happen in my algorithm and why. 

Information Technology 

To name the main parts of the computer(keyboard, mouse, monitor, unit, printer) 

To log onto the computers and log off using the shortcut/start icon on the computer (with support). 

To talk about the digital devices I use at home. 

To know that left clicking the mouse moves the cursor and selects things for me. 

To save work to my own folder on the network with support. 

Data Handling 

To create a pictogram by entering data into a simple graphing package. 

To use a pictogram to answer simple questions. 

Digital Creativity  

To use a digital device to take pictures (with support). 

To choose effects for my picture. 

I can explore the features of a paint program and create pictures. 

To put text and images in simple publishing programs.(with support) 

Year 2  

Online safety 

To use technology safely and respectfully. 

To know where to go for help when I am worried about something online. 

C
o

m
p

u
ti

n
g 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Year 1 Information 
Technology 

Digital 
Creativity 

Online Safety Data Handling Digital Literacy Computer 
Science 

Year 2 Information 
Technology 

Digital 
Creativity 

Online Safety Data Handling Digital Literacy Computer 
Science 

Year 3 Information 
Technology 

Digital 
Creativity 

Online Safety Data Handling Digital Literacy Computer 
Science 

Year 4 Information 
Technology 

Digital 
Creativity 

Online Safety Data Handling Digital Literacy Computer 
Science 

Year 5 Information 
Technology 

Digital 
Creativity 

Online Safety Data Handling Digital Literacy Computer 
Science 

Year 6 Information 
Technology 

Digital 
Creativity 

Online Safety Data Handling Digital Literacy Computer 
Science 
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To know who it is safe to share the personal information with. 

To know examples of websites which tell us about online safety. 

Digital Literacy 

To type simple sentences using the Shift key, space bar and full stop keys. 

To move to different places in the text using the arrow keys or mouse. 

To use different strategies to fix a mistake.   

I can use the return/enter key to insert relevant line breaks. 

I can print my work. 

Computer Science 

To understand what algorithms are. 

To sequence instructions, which include direction and turning command – several at a time. 

To make and debug a program that has caused an unexpected outcome. 

To use logical reasoning to predict outcomes in an algorithm. 

Information Technology 

To log on and off the computers independently. 

To know how information technology can be used outside of school. 

To suggest some uses for the internet and what can be found on it. 

To know what a search engine is. 

To use a search engine to make a simple search of the internet. 

To save my work with more independence. 

To open a document I have already saved. 

Data Handling 

To collect, organise and present data and information in digital format. 

To create a simple bar chart on the computer and use it to answer questions about the data. 

Digital Creativity  

To use the flood fill/straight line/spray and shape tools to create pictures and effects purposefully. 

To create a repeating pattern using stamps and/or copy tool. 

To record sound using different devices. 

To use a digital device to capture a film and images. 

Year 3 

Online safety 

To know that online content may be inappropriate and could be upsetting or frightening. 

To recognise the need to keep my personal information and passwords private. 

To know the importance of having strong passwords to keep my personal information safe. 

To know the features of a strong password (UCL, LCL, numbers, symbols). 

To know how to report my concerns about inappropriate content or content whilst online.  

Digital Literacy 

To type a number of sentences accurately on the screen using appropriate keys. 

To change font, size and colour of the text. 

To add a simple picture from internet to a piece of text. (with support) 

To add a page border to a document. 

To copy and paste pictures from the internet into my work. 

To create a simple e book. 

Computer Science 

To programme an algorithm containing more complex commands for a floor robot or software programme. 

To detect and debug errors in algorithms and programs. 

To use logical reasoning to explain how simple algorithms work. 

Information Technology 

To explain the difference between save and save as. 

To give a file a name to my work to identify it. 

To save work to my own folder on the network using save as.  

To load work from my own folder (with support). 

To understand what a computer network is. 

To use a browser address bar not just search box and shortcut. 

To use the search tool or a search engine to find the answers to simple questions. 

To talk about the websites I have used for research purposes. 

Data Handling 

To know what a database looks like. 

To give examples of databases. 
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To add a record to database. 

To enter, sort and store information in a database. 

To use a database to produce a bar chart. 

Digital Creativity  

To create a simple animation. 

To add sound effects to my animation. 

To take and edit digital images. 

Year 4 

Online safety 

To recognise acceptable and unacceptable behaviour online. 

To understand that forwarding a malicious message or taking part in cyber-bullying in any way is wrong. 

To recognise that looking for information online (surfing or searching) can be a threat to online safety.  

To recognise that online content may not be by an expert, or may be wrong, biased or out of date. 

To select appropriate tools to add emphasis and effect to my work for a particular audience. 

To understand that information put online leaves a digital print. 

Digital Literacy 

To cut, copy and paste text and images. 

To create a simple multimedia presentation including images, text and animations (Microsoft PowerPoint) 

To format images – resize, move, and rotate. 

To add bullet points. 

To use simple keyboard shortcuts( ctrl+c, v, x) 

To select a suitable software program to use for my work. 

To combine text, images and sound using different devices. 

Computer Science 

To plan and write a simple algorithm into a programme that accomplishes a specific goal. 

To use repetition and sequences in programs. 

To debug a simple program that accomplishes a specific goal. 

To use logical reasoning to detect and correct programs. 

Information Technology 

To load work from my own folder independently. 

To know the difference between the internet and worldwide web. 

To understand that there are multiple platforms and the differences between these. 

To explain ways in which the internet is useful. 

To use specific keywords when searching the internet. 

Data Handling 

To use yes and no questions to separate a group of objects. 

To create a simple branching database. 

To search and use a branching database to identify objects 

Digital Creativity  

To create a stop motion animation and share it. 

To create a document combining images and text. 

Year 5 

Online safety 

To recognise acceptable and unacceptable behaviour. 

To protect myself from cyberbullying or causing hurt to others, especially when using social networking 

To find report and flag buttons in commonly used sites and name sources of help. 

To understand that information put online leaves a digital print and why it is important. Look in the history section of your 

website browser and you can see the websites you have visited in the past. 

Digital Literacy 

To use multimedia to write a story using text, images, transitions and animations. (publisher, PowerPoint, iMovie, book 

creator, purple mash-2 create a story) 

To be aware of the audience for my work. 

To redraft a piece of work by deleting, inserting and replacing text to improve clarity and create mood. 

Computer Science 

To plan and write a complex algorithm into a programme that accomplishes a specific goal.   

To plan and write an algorithm using the following: commands, sequence, selection ‘if…then’  

(Conditional statement) and repetition.   

To break up problems into smaller parts in order to solve the problem. 

To create a program and explain to the audience verbally what will be the outcome of my program (2code).   
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Information Technology 

To explain the difference between my school network set up to my home computer set up. 

To create a folder to save my work in. 

To know the difference between physical, wireless and mobile networks. 

To explain how I decide whether to believe information from different websites.   

To cross reference information between two websites to establish validity. 

Data Handling 

To know the main features of a spreadsheet. 

To enter data into a spreadsheet. 

To use simple formatting features in a spreadsheet 

Digital Creativity  

To create and manipulate shapes in an object-based graphics package. 

Year 6 

Online safety 

To recognise acceptable and unacceptable behaviour. 

To find report and flag buttons in commonly used sites and name sources of help.  

To use social networking websites appropriately, keeping an adult informed of my online activity and make good choices 

when presenting myself online. 

To judge what sort of privacy settings might be relevant to reducing different risks. 

To understand that if I use material that is not my own, often I need to credit the source. 

To understand how to create a positive digital footprint e.g.: Do not share your password with anyone. Always remember to 

logoff when you have finished with an online service. 

Digital Literacy 

To use multimedia to present information using text, images, transitions, animations, videos and audio 

(publisher, PowerPoint, iMovie, book creator, purple mash-2 create a story) 

To use skills I have learnt across multiple application programs and on different platforms.   

To draft and redraft a piece of work showing a greater awareness of the audience and purpose. 

Computer Science 

To detect and debug errors in more complex algorithms and programs. 

To design, plan and code a game including a variable and various form of input and output. (2Code, Scratch) 

To test, modify and debug my computer game. 

To evaluate the effectiveness of their game and debug if required. 

Information Technology 

To appreciate how internet search results are selected and prioritised. 

To use advanced search features to limit search results using an internet search engine. 

To export / embed media to an online environment. 

Data Handling 

To use simple formulae in a spreadsheet. 

To decide on the most appropriate form of graph for a data set giving reasons for my choice. 

To interpret graphs of data collected from a variety of sources. 

To understand how a formula set out does auto change when some data input is changed. 

Digital Creativity  

To design a 3D model using ICT to meet a specific goal, e.g. 2Design & Make  

To evaluate and improve my finished designs. 

 

End of key stage objectives: 

Computing  

At the end of Key Stage 1 children can:  

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 technology purposefully to create, organise, store, manipulate and retrieve digital content.  

Recognise common uses of information technology beyond school.  
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Use technology safely and respectfully, keeping personal information private; identify where to go for help and support 

when they have concerns about content or contact on the internet or other online technologies. 
 

At the end of Key Stage 2 children can:  

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 various forms of input and output.  

Use logical reasoning to explain how some simple algorithms work and to detect and correct 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 discerning in evaluating 

digital content. 
 

Select, use and combine a variety of software (including internet 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 concerns about content and contact. 
 

 

 

 

 


