
 

 

EYFS-National Curriculum Computing Curriculum Map 
 

 Development Matters Birth to Five Matters How this is achieved in EYFS - Nursery Computing KS1 
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Nursery: 

PSED 

•  Select and use activities and 
resources, with help when needed. 
This helps them to achieve a goal 
they have chosen, or one which is 
suggested to them. 

•  Develop their sense of 
responsibility and membership of a 
community 

•  Increasingly follow rules, 
understanding why they are 
important. 

•  Remember rules without needing 
an adult to remind them. 

 

Physical Development 

•  Use one-handed tools and 
equipment, •  Show a preference for 
a dominant hand. 

 

Understanding the World 

•  Explore how things work 

 

EAD 

•  Develop their own ideas and then 
decide which materials to use to 
express them. 

Nursery: 

PSED 

•  Shows increasing consideration of other people’s needs and 
gradually more impulse control 

 

Physical Development 

•  Manipulates a range of tools and equipment in one hand 

 

Understanding the World 

The World 

•  Talks about why things happen and how things work 

Technology 

•  Knows how to operate simple equipment (CD player, remote 
control, touch-capable technology) 

•  Shows and interest in technological toys with knobs and 
pulleys and real objects such as cameras and phones 

•  Shows skill in making toys work, pressing parts or lifting 
flaps 

•  Knows information can be retrieved from digital devices 

•  Plays with a range of materials to learn cause and effect 

 

EAD 

•  Experiments with ways to enclose a space, create shapes 
and represent actions, sounds and objects 

•  Uses tools for a purpose 

 

 

Opportunities in provision throughout the year 
 
•  Children will use search engines with adult support and modelling to find 
information on the things they are interested in 
•  Children are involved in discussions about staying safe when using digital 
devices 
•  Regular discussions about being able to tell trusted adults if something 
upsets them when using a digital device 
•  Children are given opportunities to use simple programs such as 
Doodlebuddy, Lego, jigsaws etc. 
•  Children use digital devices to play music, listen to stories, play videos and 
take photos 
•  Children make resources work by pressing buttons, moving switches, 
recognising the cause and effect 
•  Following, discussing and giving instructions, talking about those which 
need to be in a specific order 
•  Planning and programming routes for their friends and robots, or in games 
on the iPads 
 

•  understands that programs 
execute by following precise 
and unambiguous instructions  

•  use logical reasoning to 
predict the behaviour of simple 
programs  

•  use technology purposefully 
to create and manipulate 
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. 

 

  



 

Development Matters Birth to Five How this is achieved in EYFS - Reception Computing KS1 
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Reception: 
PSED 
•  Build constructive and respectful 
relationships. 

•  Express their feelings and 
consider the feelings of others. 

•  Think about the perspectives of 
others 

 

Physical Development 

•  Develop their small motor skills 
so that they can use a range of 
tools competently, safely and 
confidently 

 

Reception: 
PSED 

•  Is proactive in seeking adult support and able to articulate 
their wants and needs 
•  Is aware of behavioural expectations and sensitive to ideas 
of justice and fairness 
 
Physical Development 

•  Handles tools and object with increasing control and 
attention 
•  Shows a preference for a dominant hand 
 
Understanding the World 

The World 

•  Talks about why things happen and how things work 

Technology 

•  Completes a simple programme 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 - 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 

 
Opportunities in provision throughout the year 
 
•  Children will use search engines with adult support and modelling to find 
information on the things they are interested in 
•  Children are involved in discussions about staying safe when using digital 
devices 
•  Regular discussions about being able to tell trusted adults if something 
upsets them when using a digital device 
•  Children are given opportunities to use simple programs such as Purple 
Mash and Doodlebuddy etc. 
•  Children use digital devices to play music, listen to stories, play videos and 
take photos 
•  Children make resources work by pressing buttons, moving switches, 
recognising the cause and effect 
•  Following, discussing and giving instructions, talking about those which 
need to be in a specific order 
•  Planning and programming routes for their friends and robots, or in games 
on the iPads 
 
 
 
 
 

•  understands that programs 
execute by following precise 
and unambiguous instructions  

•  use logical reasoning to 
predict the behaviour of simple 
programs  

•  use technology purposefully 
to create and manipulate 
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. 
 

Statutory Educational Programme: Mathematics: 
It is important that the curriculum includes rich opportunities for children to develop their 
spatial reasoning skills across all areas of mathematics.  It is important that children…look 
for patterns and relationships, spot connections, ‘have a go’… 
 
ELG 4 Managing Self 
 Explain reasons for rules, know right from wrong and behave accordingly 
Be confident to try new activities and show independence, resilience and perseverance in 
the face of challenge 
 
ELG 5 Building relationships 
 Show sensitivity to their own and others’ needs 

 

  



 

 

Computing 

Computer Science Information Technology Digital Literacy 

Computer Science is the technical design that 
children need to be successful programmers. The 
design of new software, the solution to computing 
problems and the development of different ways to 
use technology. Children will have regular 
opportunities, using a wide-range of software and 
hardware to write their own algorithms and to solve 
problems. 
 
By the end of KS2, children will be able to 
understand and apply the fundamental principles 
and concepts of computer science, including 
abstraction, logic, algorithms and data 
representation. 

Information technology is the technical knowledge that 
children need to be successful in computing. This includes 
the design, use and understanding of hardware and 
software; computers and electronic systems for storing and 
using information; the development, maintenance, and use 
of computer software, systems, and networks. The Internet, 
for example, comes under the umbrella term IT. So does 
computer hardware, software, and networking 

Digital Literacy is the ability and skill to find, 
evaluate, utilise, share, and create content using 
information technologies and the Internet. 
 
Digital literacy is an ever more important factor in 
education from a young age. Students must 
develop specific digital literacy skills when 
reading and interacting with online content that 
may contain embedded resources such as 
hyperlinks, audio clips, graphs, or charts that 
require students to make choices. A key focus is 
developing children’s skills so that they can 
create, collaborate, and share digital content 
responsibly. 

 

  



 

Computing Strands 
 

 Online Safety  Coding Spreadsheets Art and design Music 

 

Databases and 
graphing 

 

Communications 
and network 

Writing and Presenting 

Year 1 Unit 1.1 Online 
Safety and 
Exploring Purple 
Mash 
 
Digital Literacy: 
To log in and log 
out safely. To 
save and retrieve 
work safely. 
 

Unit 1.2 Grouping and 
Sorting 
 
Computer Science: 
To sort items 
 
Unit 1.4 Lego builder 
 
Computer Science: 
To develop the 
understanding of the 
effectiveness of correct 
instructions and how 
incorrect instructions can 
affect desired results. 
 
Unit 1.5 Maze Explorers 
 
Computer Science: 
To create algorithms 
 
Unit 1.7 Coding 
 
Computer Science: 
To understand and use 
basic code to control 
characters. 
 
 
 
 

Unit 1.8 
Spreadsheets 
 
Information 
Technology: 
To learn how to 
use a simple 
spreadsheet. 

Unit 1.6 
Animated 
Story books 
 
Information 
Technology: 
To understand 
what e-books 
are and create 
their own 
stories using a 
story tool. 

 
 
 
 
 
 
 
 
 
 
 
 

Unit 1.3 
Pictograms 
 
Information 
Technology: 
To understand 
and develop 
knowledge of 
how data can 
be presented 
pictorially. 

Unit 1.9 
Technology 
out of school 
 
Computer 
Science: 
To identify and 
record 
technology 
usage in the 
local 
community. 

 



Year 2 Unit 2.2 Online 
Safety 
 
Digital Literacy: 
To develop an 
understanding of 
communicating 
etiquette (email) 
both locally and 
more globally. To 
search for reliable 
information. To 
understand the 
importance of 
personal data and 
secure hardware 
(GDPR). 
 
Unit 2.5 Effective 
searching 
 
Digital Literacy: 
To develop 
searching skills 
and the 
vocabulary 
associated with 
searching. 
 
 
 
 

Unit 2.1 Coding 
 
Computational Science: 
To introduce pupils to 
block coding, using simple 
functions such as left/right, 
start and stop movements. 
Learn the basics of timer/ 
repeat and debugging. 

Unit 2.3 
Spreadsheets 
 
Information 
Technology: 
An introduction 
to spreadsheets, 
using copying/ 
pasting and 
totalling tools 

Unit 2.6 
Creating 
pictures 
 
Information 
Technology: 
To use 
painting tools 
to recreate 
styles of some 
of the great 
artists. 

Unit 2.7 
Making 
music 
 
Information 
Technology: 
To make 
music 
digitally. 

Unit 2.4 
Questioning 
 
Information 
Technology: 
To develop an 
understanding 
of data 
handling tools 
and to create 
simple binary 
trees to gather 
information to 
questions 
raised. 

 Unit 2.8 Presenting 
ideas 
 
Information 
Technology: 
To present learning 
in different ways. 

  



Year 3 Unit 3.2 Online 
Safety 
 
Digital Literacy: 
Pupils develop a 
greater 
understanding 
about password 
safety and the 
effectiveness of 
the Internet and 
its benefits and 
pitfalls. They 
begin to 
understand how 
a blog can be 
used to 
communicate 
with a wider 
audience. 
 
Unit 3.5 Emailing 
(including email 
safety) 
 
Digital Literacy: 
Pupils develop an 
understanding of 
email safety. They 
learn how to use 
online address 
books and add 
attachments. 

Unit 3.1 Coding 
 
Computational Science: 
To have a greater 
understanding of dropping 
and running code. They 
develop further 
understanding of timers 
and debugging. Pupils are 
introduced to new coding 
terms. 
 
 

Unit 3.3 
Spreadsheets 
 
Information 
Technology: 
PowerPoint 
Children 
develop their 
knowledge 
further of 
spreadsheets 
and how to 
input data 
successfully. 
They progress 
onto more 
complex 
spreadsheet 
tool functions. 

  Unit 3.6 
Branching 
databases 
 
Information 
Technology: 
To create 
branching 
databases using 
the yes/no 
dividing 
technique. 
 
Unit 3.8 
Graphing 
 
Information 
Technology: 
To enter data 
into a graph 
and answer 
questions. 

Unit 3.7 
Simulations 
 
Computational 
Science: 
To consider 
and explore 
simulations 
and to analyse 
and evaluate a 
simulation. 

Unit 3.4 Touch 
typing 
 
Information 
Technology: 
To introduce typing 
terminology and 
learn how to use the 
home, top and 
bottom row keys 
with both hands. 

  



Year 4 Unit 4.2 Online 
Safety 
 
Digital Literacy: 
To understand 
about identity 
fraud and digital 
footprints. They 
learn about the 
risks and benefits 
of software apps. 
Pupils learn about 
balancing game 
and screen time 
with other parts 
of their lives. 
 
Unit 4.7 Effective 
searching 
 
Digital Literacy: 
To search and 
locate 
information 
effectively. To 
assess whether 
an information 
source is true and 
reliable. 
 
 
 

Unit 4.1 Coding 
 
Computational Science: To 
create a coding program 
with advanced functions, 
such as ‘If’ commands and 
variables. They additionally 
up level their 
understanding of the 
repeat function. 
 
Unit 4.5 Logo 
 
Computational Science: To 
learn the structure of the 
coding language of Logo 
and input simple 
instructions in Logo. 

Unit 4.3 
Spreadsheets 
 
Information 
Technology: 
Pupils expand 
on their 
knowledge of 
spreadsheets 
using more 
advanced mode 
of the program 
and start 
experimenting 
with formula 
wizard. 

Unit 4.6 
Animation 
 
Information 
Technology: 
To discuss 
what makes a 
good 
animated film 
or cartoon. To 
learn how 
animations 
can be 
created. 

  Unit 4.8 
Hardware 
investigators 
 
Computational 
Science: To 
explore the 
different parts 
that make up a 
computer. 

Unit 4.4 Writing for 
different audiences 
 
Information 
Technology:  
To explore how font 
size and style can 
affect the impact of a 
text.  

  



Year 5 Unit 5.2 Online 
Safety 
 
Digital Literacy: 
To understand 
the positive and 
negative impact 
that sharing 
digital content 
can have. To 
search the 
Internet with a 
consideration for 
the reliability of 
sources, to check 
validity and 
understand the 
impact of 
incorrect 
information. 

Unit 5.1 Coding 
 
Computational Science: To 
create a program that 
simulates a physical 
system. To create a 
playable game with timers 
and scorepad. 

Unit 5.3 
Spreadsheets 
 
Information 
Technology: 
Add a formula 
to a cell to 
automatically 
make a 
calculation in 
that cell. 

Unit 5.5 Game 
Creator 
 
Information 
Technology: 
Create a game 
environment 
and quest. To 
finish and 
share the 
game. To 
evaluate their 
own and 
peers’ games. 
 
Unit 5.6 3d 
modelling 
 
Information 
Technology: 
To adapt 
simple 
templates to 
create 3D 
models. To 
explore the 
effect of 
moving points 
when 
designing. To 
print and 
make the final 
product. 

 Unit 5.4 
Databases 
 
Information 
Technology: 
Search for 
information in a 
database and 
create 
databases, 
collaboratively 
and 
independently 

 Unit 5.7 Concept 
maps 
 
Information 
Technology: Use 
visual 
representations to 
illustrate complex 
ideas, summarize 
and retell stories and 
present information. 

  



Year 6 Unit 6.2 Online 
Safety 
 
Digital Literacy: 
Understand what 
a ‘digital 
footprint’ is and 
the associated 
risks and benefits, 
eg balancing 
screen time with 
other parts of 
their lives. 
Identify positive 
and negative 
influences of 
technology on 
health and 
environment. 
Have a clear idea 
of appropriate 
online behaviour, 
such as 
recognising 
secure sites and 
how to 
communicate 
appropriately. 

Unit 6.1 Coding 
 
Computational Science: To 
use flowcharts, to develop 
algorithms for more 
complex programs. To 
code, test and debug from 
these designs. 
 
Unit 6.5 Text Adventures 
 
Computational Science: To 
plan and make a mapbased 
text adventure. Code a 
mapbased text adventure 
 
Unit 6.8 Binary 
 
Computational Science: 
Know what binary and 
denary mean and how they 
relate to the number 
system. To relate binary to 
the on and off states of 
electrical switches and use 
binary to represent states 
of object in their own 
program. 
 

Unit 6.3 
Spreadsheets 
 
Information 
Technology: To 
investigate 
probability. Use 
formulae to 
make a 
calculation in a 
cell. To create 
graphs to 
present the 
data. 

   Unit 6.6 
Networks 
 
Information 
Technology: To 
research the 
history of the 
internet, how it 
is accessed in 
school and how 
it may change 
in the future 

Unit 6.4 Blogging 
 
Information 
Technology: To 
design and create a 
blog with a 
consistent theme 
and content. 
Regularly update the 
blog and comment 
on other pupils’ 
blogs. To understand 
how and why blog 
posts are moderated. 
 
Unit 6.7 Quizzing 
 
Information 
Technology: To 
create a picture-
based quiz for young 
children. To learn 
how to use the 
question types within 
2Quiz. To explore the 
grammar quizzes. To 
make a quiz that 
requires the player 
to search a database. 

 

 

 


