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In the Early Years Foundation Stage (EYFS), technology is used to enhance learning  and give children a strong foundation of the computing curriculum through age-
appropriate digital tools such as tablets, interactive whiteboards and talking tins within the different continuous provision areas. In EYFS, we ensure that we tailor our 
computing curriculum to the needs and interests of our children whether that be taking photographs on tablets, scanning QR codes to listen to audiobooks or recording 
themselves on iPads to showcase work they are proud of.  Our children use a range of media such as keyboards, typewriters and styluses to develop their fine motor skills 
so that they can use computers effectively in Year One. 
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Technology around us 
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Digital painting 
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Information technology 

around us 

(2.1) 

Digital photography 
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Robot algorithms 
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Pictograms 
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Making music 
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Programming quizzes 
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Connecting computers 
(3.1) 

Stop-frame 
animation (3.2) 

Sequencing sounds 
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Events and actions in 
programs 
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The internet (4.1) Audio editing 
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Repetition in 

shapes (4.3) 

Data logging (4.4) Photo editing 
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Repetition in games 
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Sharing information 
(5.1) 

Video editing 

(5.2) 

Selection in physical 

computing (5.3) 

Flat-file databases 
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Vector drawing 
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Selection in quizzes 
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Internet communication 
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Webpage 

creation (6.2) 

Variables in games 
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Introduction to 

spreadsheets (6.4) 

3D 
modelling (6.5) 

 
Sensing (6.6) 

 


