
 
 

 

Computing National Curriculum and Statutory Framework for the EYFS 

STATUTORY FRAMEWORK FOR THE EYFS NATIONAL CURRICULM 

EYFS  KEY STAGE 1 KEY STAGE 2 
While there is not ELG for technology, Birth to 5 Matters recognise:  
Children require access to a range of technologies, both digital and non-digital in their early lives. 
Exploring with different technologies through play provides opportunities to develop skills that 
children will go on to develop in their lifetimes. Investigations, scientific inquiry and exploration 
are essential components of learning about and with technology both digitally and in the natural 
world. Through technology children have additional opportunities to learn across all areas in 
both formal and informal ways. Technologies should be seen as tools to learn both from and 
with, in order to integrate technology effectively within early years practice.  
  
The most relevant statements for computing are taken from the following areas of learning:  
Personal, Social and Emotional Development  
ELG – 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 Arts and Design 
ELG – Creating with Materials  
Safely use and explore a variety of materials, tools and techniques, experimenting with colour, 
design, texture, form and function  
  
Understanding the World  
Physical Development  
*The ELG is an assessment checkpoint and should not be used as a curriculum – the curriculum 
should be broad and balanced with a range of experiences and opportunities not limited to 
teaching to the ELG.  

• In planning and guiding what children learn, practitioners must reflect on the different 
rates at which children are developing and adjust their practice appropriately. The three 
Characteristics of Effective Teaching and Learning are: playing and exploring - children 
investigate and experience things, and ‘have a go’; active learning - children concentrate 
and keep on trying if they encounter difficulties, and enjoy achievements; creating and 
thinking critically - children have and develop their own ideas, make links between ideas, 
and develop strategies for doing things. In addition, the prime areas of learning (PSE, CL, 
PD) underpin and are an integral part of children’s learning in all areas.  

 
 
 

• 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 

• 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 

 


