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In Computing, the Key Concepts below should be studied and explored across all areas of Computing. They have been integrated into specific areas below to provide an
opportunity to explore each in depth and to ensure a key understanding is embedded within learning.
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The Computer Science Strand is about using computational thinking to solve problems and make things for a purpose.

It generally, but not always, involves writing programs. You can use computational thinking to solve many worthwhile problems by creating a sequence of
instructions for the context of the problem, which are not programming instructions.

Computer Science is the study of the foundational principles and practices of computation and computational thinking, and their application in the design and
development of computer systems

Information Technology is the study of the foundational principles and practices of computation and computational thinking, and their application in the design
and development of computer systems. The Information Technology Strand is in two parts.

a) Pupils should know how it all works; how information of all kinds becomes accessible to and open to manipulation by technology. The core idea is that of
digitisation and its consequences. b) Pupils need to know how to use technology to work in the other two strands; they need a full range of competences.
Information technology deals with the creative and productive use and application of computer systems, especially in organisations, including considerations of
e-safety, privacy, ethics, and intellectual property.

Digital Literacy is in two parts:

a) The safe and responsible use of technology.

b) Solving problems and making useful things by the use of digital tools, such as spreadsheets, video editing applications and so on.

Just as the ability to read, spell, punctuate, and perform basic arithmetic, are essential life skills, so is the ability to use a computer. Digital Literacy is the ability
to use computer systems confidently and effectively.

Although it falls within the Digital Literacy strand, we consider e-safety to be essential for all our children in an increasing digitalising world. Therefore, we
explicitly split e-safety focuses and dedicate a whole term to this vital topic. The education of pupils in e-safety is essential to ensure children are equipped with
the skills to recognise risks online, to be critically aware of the materials and content they access online, along with guidance on how to accurately validate
information accessed via the internet. This is often embedded throughout all Computing learning.




Whole School Overview 2026-2027
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E Safety Overview 2026-2027
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Comguting: Earlg Years

Early_ YearsFoundation ge Curriculum™Z-5 years
Learning about technology starts from birth because it’s the way the world works today. Technology is an integral part of all young children’s
environment and world. They are surrounded by technology just as they are surrounded by language, print and numbers. In the home, technology
includes remote controls for television, DVDs and sound systems, toys that have buttons and buzzers, mobile phones, washing machines, microwave
ovens and other machines that require programming, and of course, computers and mobile devices such as iPads.

Outside the home, children are also immersed in the technological world: they see automatic doors, cash machines, barcode scanners, digital tills and
weighing machines, and security cameras. Technology is something children are going to grow up with, learn about and master, and use as a tool to
increase their understanding in all areas of learning.

Many activities in the early years revolve around children developing an understanding of their environment. We encourage children to explore,
observe, solve problems, predict, discuss and consider. ICT resources can provide tools for using these skills as well as being examined in their own
right, with computers not the only resources. ICT equipment added to role-play reflects the real world, builds on children’s experiences and allows
them opportunities to understand how, why, when and where different forms of technology are used in everyday life. We introduce new technology
skills in adult led group work and then the children are able to choose these in their pupil led play,

24 - 36 months 3-4 Years Reception
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Computing Pre-School

Autumn 1

Autumn 2

Summer 1

Summer 2
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Assessment and Reflection: Observe children’s engagement and confidence

with digital tools. Document progress in using iPads, making marks, and
storytelling through digital mediaq, linking reflections to EYFS goals.
Evidence Slide Deck - 6 ability children - selected for evidencing over the year



Progression in Computing

: Pre School

Autumn

Spring

Summer

Pre-School Unit

Exploring Technology in Our World

e |dentifying and interacting with everyday
technology (toys, tablets, buttons, remote
controls).

e | earning that technology helps us (e.g., calling
someone, taking pictures).

e Talking about keeping devices safe (not
dropping, not putting in water).

Digital Creativity and Play

e Using mark-making apps (simple drawing and
painting tools).

e Exploring sound and music apps (tapping
keys, making noises).

e Taking simple photos with a tablet/camera.

Early Computational Thinking

e Playing with toys that require cause-and-
effect interactions (e.g., buttons that make
sounds).

o Simple directional play (e.g., "move the toy
forward" or "press this button to make it go").

e Introducing sequencing through everyday
activities (e.g., brushing teeth, getting dressed).

EYFS Framework Area

How it Aligns

Understanding the World Children explore and interact
with technology in their
environment, recognising its
purpose (e.g., buttons, tablets,

remote controls).

Communication & Language Talking about what technology
does and how it helps us in
daily life (e.g., taking photos,

calling someone).

Personal, Social & Emotional Learning to take care of

Development devices (e.g., handling tablets

safely).

Expressive Arts & Design Using digital tools for drawing,
painting, and sound
exploration (e.g., mark-making
apps, simple music apps).
Communication & Language Talking about digital creations,
describing what they have

drawn or recorded.

Physical Development Developing fine motor skills

through touch interactions
(e.g., dragging, tapping,
swiping).

Mathematics Engaging in sequencing
activities (e.g., ordering steps
for an action like brushing

teeth, moving a Beebot).

Understanding the World Exploring cause and effect
through digital interactions
(e.g., pressing buttons on a toy

to make something happen).

Communication & Language Following and giving simple
instructions for movement

(e.g., moving a toy forward or

backward).























































