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Development Matters in the Early Years 

Foundation Stage (EYFS) 

Understanding the world: Technology  

Birth-11months – 8-20 months 

The beginnings of understanding technology lie in babies exploring and making sense of objects 

and how they behave. See Characteristics of Effective Learning - Playing and Exploring and 

Creating and Thinking Critically 

16-26 months 

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 beginning 

to learn to operate them. 

22-36 months  

Seeks to acquire basic skills in turning on and operating some ICT equipment. •Operates 

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

30-50 months  

•Knows how to operate simple equipment, e.g. turns on CD player and uses remote control. 

•Shows an interest in technological toys with knobs or pulleys, or real objects such as cameras 

or mobile phones. •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 computers 

40-60 months 

Completes a simple program on a computer. •Uses ICT hardware to interact with age-

appropriate computer software. 

Early Learning Goal 

Children recognise that a range of technology is used in places such as homes and schools. They 

select and use technology for particular purposes.  

England: computing programmes of study 

 

 



National Curriculum 

Purpose of study 

A high-quality computing education equips pupils to use computational thinking and creativity to 

understand and change the world. Computing has deep links with mathematics, science and 

design and technology, and provides insights into both natural and artificial systems. The core 

of computing is computer science, in which pupils are taught the principles of information and 

computation, how digital systems work and how to put this knowledge to use through 

programming. Building on this knowledge and understanding, pupils are equipped to use 

information technology to create programs, systems and a range of content. Computing also 

ensures that pupils become digitally literate – able to use, and express themselves and develop 

their ideas through, information and communication technology – at a level suitable for the 

future workplace and as active participants in a digital world. 

Aims 

The national curriculum for computing aims to ensure that all pupils: 

can understand and apply the fundamental principles and concepts of computer science, including 

abstraction, logic, algorithms and data representation 

can analyse problems in computational terms, and have repeated practical experience of writing 

computer programs in order to solve such problems 

can evaluate and apply information technology, including new or unfamiliar technologies, 

analytically to solve problems 

are responsible, competent, confident and creative users of information and communication 

technology 

Attainment targets 

By the end of each key stage, pupils are expected to know, apply and understand the matters, 

skills and processes specified in the relevant programme of study. 

Schools are not required by law to teach the example content in [square brackets]. 

Subject content 

Key stage 1 

Pupils should be taught to: 

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 

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 



 

EYFS 

Understanding 

Technology 

Programming Digital Literacy E-safety 

ELG 13 People and 

communities: children 

talk about past and 

present events in their 

own lives and in the 

lives of family 

members. They know 

that other children 

don’t always enjoy the 

same things, and are 

sensitive to this. They 

know about similarities 

and differences 

between themselves 

and others, and among 

families, communities 

and traditions. 

 

ELG 02 

Understanding: 

children follow 

instructions 

involving several 

ideas or actions. 

They answer ‘how’ 

and ‘why’ questions 

about their 

experiences and in 

response to 

stories or events. 

 

ELG 16 Exploring and 

using media and 

materials: children 

sing songs, make music 

and dance, and 

experiment with ways 

of changing them. They 

safely use and explore 

a variety of materials, 

tools and techniques, 

experimenting with 

colour, design, texture, 

form and function. 

 

ELG 06 Self-

confidence and 

self-awareness: 

children are 

confident to try new 

activities, and say 

why they like some 

activities more than 

others. They are 

confident to speak in 

a familiar group, will 

talk about their 

ideas, and will choose 

the resources they 

need for their 

chosen activities. 

They say when they 

do or don’t need help. 

 

ELG 15 Technology: 

children recognise that 

a range of technology 

is used in places such 

as homes and schools. 

They select and use 

technology for 

particular purposes. 

 

ELG 04 Moving 

and handling: 

children show good 

control and co-

ordination in large 

and small 

movements. They 

move confidently 

in a range of ways, 

safely negotiating 

space. 

ELG 17 Being 

imaginative: children 

use what they have 

learnt about media and 

materials in original 

ways, thinking about 

uses and purposes. 

They represent their 

own ideas, thoughts 

and feelings through 

design and technology, 

art, music, dance, role-

play and stories. 

 

 

ELG 07 Managing 

feelings and 

behaviour: children 

talk about how they 

and others show 

feelings, talk about 

their own and others’ 

behaviour, and its 

consequences, and 

know that some 

behaviour is 

unacceptable. They 

work as part of a 

group or class, and 

understand and 

follow the rules. 

They adjust their 

behaviour to 

different situations, 

and take changes of 

routine in their 

stride. 

 

 



Year 1 

Multimedia Programming Online E-Safety Data 

Unit 1: Graphics 

Use ICT to generate 

ideas for their work. 

Use various tools 

including brushes, 

pens, lines, fill, spray 

and stamps. - Use 

save, retrieve, amend 

and print. 

Unit 1: Bee Bot 

Give and follow 

instructions, which include 

straight and turning 

commands, one at a time. 

Explore outcomes when 

instructions are given in 

sequence. Give a simple 

sequence of instructions. 

Websites 

Talk about 

websites 

they have 

been on. 

Explore a 

website by 

clicking on 

buttons, 

arrows, 

menus and 

hyperlinks. 

Navigate 

‘back’ by 

clicking on 

the ‘back’ 

button. 

Complete a 

search 

under the 

supervision 

of adults. 

Make 

decisions 

about 

whether or 

not 

statements 

or images 

found on 

the 

internet 

are likely to 

be true. 

Identify 

different 

devices 

that can go 

on the 

internet, 

and 

separate 

those that 

do not. 

Identify 

what things 

count as 

personal 

information. 

Know that 

images give 

information. 

Say what a 

pictogram 

is showing 

them. Put 

data into a 

program 

(pictogram). 

Sort 

objects and 

pictures in 

lists or 

simple 

tables. 

Unit 2: Text (Word 

Processing) 

Use the spacebar, 

back space, enter, 

shift and arrow keys. 

Start to use two 

hands when typing. 

Word process short 

texts, rather than 

copying up written 

work. 

Unit 2: Bee Bot 

Discuss/explore what will 

happen when instructions 

are given in a sequence. 

Give a sequence of 

instructions to complete a 

simple task. Instructions 

use both movement 

commands and additional 

commands. 

 

Year 2 

Multimedia Programming Online E-Safety Data 

Unit 1: Sound 

recording (Audacity 

/ Photostory) Use 

sound recorders, at 

and away from, a 

computer to 

capture and 

playback sound. Use 

software to record 

music and sounds. 

Change sounds they 

have recorded. 

Unit 1: Daisy Dino – iPad App 

Use the ‘repeat’ (loop) and 

‘when’ (conditional 

statement) command within a 

series of instructions. Plan a 

short ‘story’ for a sprite and 

write the commands for this. 

Edit/refine a sequence of 

commands 

Email Recognise 

an email address. 

Find the @ key 

on a keyboard. 

Contribute to a 

class email. Open 

and select to 

reply to an email 

as a class. 

Identify 

obviously 

false 

information in 

a variety of 

contexts. 

Recognise 

that a variety 

of devices 

(XBox, PSP 

etc as well as 

computers 

Place 

objects and 

pictures in a 

list or a 

simple table. 

Make a 

simple Y/N 

tree 

diagram to 

sort 

information. 

Create and 



Save, retrieve and 

edit sounds. 

and phones) 

connect users 

with other 

people. 

Identify 

personal 

information 

that should 

be kept 

private. 

Consider 

other people’s 

feelings on 

the internet. 

Remember 

and use Sidʼs 

Top Tips. 

search a 

branching 

database Unit 2: Video (Movie 

Maker) Capture 

video. Discuss 

whic0h videos to 

keep and why. 

Arrange clips to 

make a short film 

that conveys 

meaning. Add simple 

titles and credits. 

Select text and 

make simple 

changes including 

bold, italic and 

underlined. 

Unit 2: Move the turtle - 

Logo Generate a sequence of 

instructions including ‘right 

angle’ turns. Create a 

sequence of instructions to 

generate simple geometric 

shapes (oblong /square). 

Discuss how to 

improve/change their 

sequence of commands. 

 


