
 

 

Computing - Early Years to Key Stage 1 Curriculum 

Whole School Computing Goals 

Our goal is for our children to become Computer Scientists.  Computer Scientists must have:   
• Competence in coding for a variety of practical and inventive purposes, including the application of ideas within other subjects. 
• The ability to connect with others safely and respectfully, understanding the need to act within the law and with moral and ethical 
integrity. 
• An understanding of the connected nature of devices. 
• The ability to communicate ideas well by using applications and devices throughout the curriculum. 
• The ability to collect, organise and manipulate data effectively. 

 
Early Years Curriculum  

 
What our Early Years Curriculum Looks Like 
 

 
KS1 Computing Curriculum  
 

 

Early Years Curriculum  

3 and 4-year-olds will be learning to: 

Personal, Social and Emotional Development 

• Increasingly follow rules, understanding why they 
are important. 

Physical Development 
Match their developing physical skills to tasks and 
activities in the setting. 
Understanding the World 
Explore how things work. 

 

• Use of Bee Bots to program 

• Use of everyday life technology and 
understanding that they often use 
computers, for example, a washing 
machine. 

• Using cameras/iPods to take photos and 
videos in the environment. To learn how 
to play, pause, delete and save videos. 
To learn how to delete, zoom in and 
zoom out of photos. 

• To learn how to follow and give 
instructions and that the order in which 
they are given matters (algorithms, 
programming) 

• To watch adults using computers and 
learning that they use computers to 
research information, to draw and be 

By the end of KS1 children must achieve the 
following: 
 

• 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 

Children in Reception will be learning to: 
Personal, Social and Emotional Development 
Show resilience and perseverance in the  
face of a challenge. 
Physical Development 

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

 

Know and talk about the different factors that support  



their overall health and wellbeing, including sensible 
amounts of ‘screen time’. 
 
Expressive Arts and Design 
Explore, use and refine a variety of  
artistic effects to express their ideas and feelings 
 

creative, to write things, to watch videos 
and look at photos.  

• To watch adults using a keyboard and a 
mouse and learn what they are for.  

• To learn that many technologies have 
batteries and these batteries need to be 
charged (camera, laptop, iPod, etc...). 

• To use microphones and headphones to 
record sounds and listen to them. 

• To understand that photos and text can 
be printed and reproduced using the 
printer/photocopier and to use this in 
their own learning. 

 

 

go for help and support when they 
have concerns about content or 
contact on the internet or other online 
technologies 

End point of Reception (Early Learning Goals) 

Personal, Social and Emotional Development-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-Creating with Materials  
Safely use and explore a variety of materials, tools and 
techniques, experimenting with colour, design, texture, 
form and function. 

Early Years Vocabulary & Definitions Key Stage 1 Vocabulary & Definitions 

Explicit vocabulary that will be taught, used and that the children will know by the end of the Early Years 

curriculum. 

Nursery: 
battery – put this in something to make it work. This either needs to be charged or plugged in.  

Bee bot – a robot you can program 

button – something you press on a piece of equipment 

charger – to put electricity into something so it works 

computer – a machine with information on it 

equipment – tools we use for doing something 

Explicit vocabulary that will be taught, used 

and that the children will know by the end of 

the Early Years curriculum. 

algorithm - set of sequenced instructions 

app - an application, downloaded by a user to a 

mobile device 

apparatus - object which can be used for a certain 

function 

attachment - a document sent with an e-mail 



headphones – to listen to sounds not out loud 

information – learn about something or someone 

Internet – connects all the computers in the world together 

keyboard – attached to a computer to write with (type) 

laptop – a computer that doesn’t need plugging in 

microphone – to record sounds 

mouse – the tool we use to move, navigate or click on a computer 

photograph – a picture of real life 

plug in – to put a plug in to make something work or charge 

press – to hold something down like a key or a button 

safe – protected from danger 

screen – the thing you look at on a computer or TV. 

sound – something you hear 

switch off – make something stop working 

switch on – make something start working 

unplug – to take a plug out 

video – moving pictures 

 

Reception:  

delete – to get rid of something on a computer or machine 

image – picture 

audio - sound or noise 

audio file - a sound recording 

background - behind the main object. 

binary - two things 

caption - a comment or title that goes with a 

picture 

classify - sort into groups 

clip - a short part of a programme or recording 

cloud - where files are saved on the internet 

code - a computer language 

collection - a group of similar things, or ideas that 

are in one place 

copy and paste - a way of copying something and 

putting it elsewhere electronically. 

crop - to cut off the sides of an image  

database - organised information 

debug - finding and correcting errors in a program 



instruction – to tell someone/something what to do 

key – letter or symbol on a keyboard 

navigate – to look/move around a space  

pause – to stop something for a short time  

program – to give a computer or machine instructions  

record – to keep sounds so you can listen to them again 

research – find information about something 

rewind – to go backwards on a video or recording 

type – to write on a computer with a keyboard 

unsafe – dangerous 

zoom in – to make an image look closer and bigger 

zoom out – to make an image look smaller and further away 

 

destination - where something ends up 

device - a piece of equipment made for a special 

purpose  

digital - storing, using, or sending information 

electronically 

e-book - an electronic version of a printed book 

edit - to correct, add to, or change   

e-mail - a message sent electronically 

equipment - items needed to make or do 

something 

Excel - a program for using spreadsheets 

faulty - when something doesn't work as it should 

fields - parts of an e-mail that you need to fill 

filename - the name chosen for a file by its author 

filter - size, colours, shading and other 

characteristics of an image are altered 

focus - bring something into clear view 

format - way of presenting information. 



frame - shape or space around an object 

hard disk - where files are saved on the computer 

hardware - a digital device you physically use.  

image - a picture or photo. 

import - bring a file into a program 

ingredients - food items needed to make a recipe 

input - what you put into a computer 

insert - put text or a picture into a document 

instruments - an object that can be used to 

produce music 

Internet - A network of computers linked all over 

the world. 

keyboard - device that enables a user to input text 

into a computer 

location - place where something is 

macro - big/close-up 

multi-step - more than one step or stage 



orientation - the angle the camera is held to take a 

photo 

output - what a computer does 

parameters - numbers in a programme that can be 

changed. 

pixel - one of the tiny dots of light that make up an 

image on a screen. 

precise - clear, exact 

predict - saying what you think might happen 

program - an algorithm entered into a computer 

programmer - a person who creates and tests 

programs for computers. 

random - no clear pattern 

re-shoot - record a video clip again to make it 

better 

restriction - a law or rule that limits 

retrieve - find information (saved on a computer) 

rotate - a feature that allows you to turn an image 

in a clockwise or anti-clockwise direction 



script -  a program or sequence of instructions that 

is carried out by another program 

search engine - a software program that helps 

people find the information they are looking for 

online using keywords or phrases. 

search filter - allows you to limit the results to a 

reduced set 

sequence - a group of ordered numbers or items 

shoot - record a video clip 

software - an app or program on a digital device. 

sound effects - a noise created to add to an audio 

or video file 

spreadsheet -R a document in which data is 

arranged in the rows and columns of a grid 

sprite - character or object that can be 

programmed to move. 

text box - a box that you can type things into  

tools – things that are used to create something 

type - pressing letters on the keyboard 



undo - cancel the last command 

URL – a website address 

variable - a quantity that can change or vary, taking 

on different values 

video camera - device used for recording moving 

people/objects 

zoom - make an image appear closer 

 

 


