
 

Birchwood Avenue Primary School   

  

Educating Hearts and Minds through History Education        
   

Intent:  

At Birchwood, we aim to prepare our learners for their future by giving them the opportunities to gain knowledge and develop skills that will equip them for an ever 

changing digital world. With technology playing such a significant role in society today, we believe knowledge and understanding of Computing is of increasing 

importance for children’s future both at home and for employment. Computing Science has a deep link with Mathematics, Science and Design and Technology in 

which pupils are introduced to a wide range of technologies, building on this knowledge and understanding, pupils are equipped to use information technology to 

create programs, systems and a range of content. 

Computing Syllabus:  

At Birchwood Avenue, our tailored curriculum meets the requirements of the National Curriculum and provides us with a comprehensive foundation 
to enable us to deliver inspiring and engaging lessons from EYFS to Year 6. In addition, Jigsaw’s Education for a Connected World is a framework 
we use to equip children and young people for digital life. It was written by the UK Council for Internet Safety and enables the development of 
teaching and learning as well as guidance to support children and young people to live knowledgeably, responsibly and safely in a digital world. It 
focuses specifically on eight different aspects of online education:  
 

 

 

                                
 



 
  

 

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  

  
  

Learning in EYFS:  

The EYFS framework is structured very differently to the National Curriculum as it is organised across seven areas of learning rather than subject areas. At 

Birchwood Avenue, we follow the statements from the 2020 Development Matters as prerequisite skills for computing within the National Curriculum. The table 

below outlines the most relevant statements taken from the Early Learning Goals in the EYFS statutory framework and the Development Matters age ranges 

for Reception to match the programme of study for computing.  

The most relevant statements for computing are taken from the following areas of learning:  

  



• Personal, Social and Emotional Development  

• Physical Development  

• Understanding the World  

• Expressive Arts and Design  

Reception  Personal, Social and  
Emotional Development  

• Show resilience and perseverance in the face of a challenge.  

• Know and talk about the different factors that support their overall health and wellbeing:  

- sensible amounts of ‘screen time’.  

Physical Development  
• Develop their small motor skills so that they can use a range of 

tools competently, safely and confidently.  

Expressive Arts and Design  
• Explore, use and refine a variety of artistic effects to express 

their ideas and feelings.  

ELG  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.  

 
 
 
 
 
 
 
 
 
 



Understanding the World  
EYFS Computational Thinking simple definitions  
It is important in the Foundation Stage to give children a broad, play-based experience of Computing in a range of contexts, including outdoor play. 
Computing is not just about computers. Early years learning environments should feature Computing scenarios based on experience in the real 
world; such as role play. ‘Computational Thinking’ is a set of problem solving skills that we can use in everyday life. Children gain confidence, control 
and language skills through opportunities to explore using non-computer based resources such as metal detectors, controllable traffic lights and 
walkie-talkie sets. Recording devices can support children to develop their communication skills. This is particularly useful with children who have 
English as an additional language. Teachers facilitate children’s curiosity with challenge and modelling how to use the equipment carefully and 
safely.  

 

 

  

  



 

 
 

 

 

 



 
 

 

 



 
 



 
 

 

 

 

 

 

 

 

 



 

 

 



 



 

 



 



 

 

 


