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I can name my work so that

I can talk about how to use the internet

as a way of ﬁnding 'mformation online. I can recognise some ways in
which the internet can be used
to communicate.

others know it belongs to me.

I can give examples of I can give some simple
examples of these rules.

how I (might) use
technology to I can identify rules that

communicate with help keep us safe and

people I know. healthy in and beyond
the home when using
technology.

I can identify ways that
I can put information on
the internet

Keep all your

rsonal information
pel T
2) ELL
= Aresponsible adult
5/ if you feel anxious.

R o I can describe who would be trustworthy to
CCEPT ' . . . .
anyiing share this information with; I can explain why

they are trusted.

I can describe ways that some
people can be unkind online.

Digital Citizen
T can..
I can identify some simple examples of my personal I can identify devices I could use to access

information on the internet.

information (e.g. name, address, birthday, age,
location).

I can recognise, online or offline,
that anyone can say ‘no’ / ‘please

stop’ | ‘Tl tell / Il ask’ to I know that work I create belongs

I can offer examples of how to me.

this can make others feel.

somebody who makes them feel sad,
uncomfortable, embarrassed or
upset.




Expressive arts [  Personal

Understanding the World [l Communication B Physical development N ) i
And Languages [ Literacy ve! °p & Design SOCT-I & |
motiona
Math
- e development

Classrooms may have a range of technology, Using voice or video
both functioning and model / broken devices, -
or a variety of electronic toys, such as remote Beginning to explore positional language :;:fo;izrja,-rei;\rc]ooufr‘?ralena
controlled cars, walkie-talkies, as part of own speaking
continuous provision.

Children should be given the opportunity to Beginning to explore positional language oivi
iving

tinker, or play, with a device, in order to instructi

discover how it functions. mstructions or
explaining thinking
throughout their

Sequencing activities, such as retelling Computational Thinking play.

stories or rhymes. EYFS
Despite computing not being explicitly mentioned within the Early Years
Foundation Stage (EYFS) statutory framework, , there are many
opportunities for young children to use technology to solve problems and
produce creative outcomes. Key concepts and approaches are used to
help support and develop thinking needed for their next stage of
learning. (See Appendix 1)

Spotting patterns or repeftition in a story,
rhyme or picture sequence.

The use of painting and graphics applications
can further develop pupils’ keyboard and mouse
skills where appropriate.

Explaining and describing their own creations.
This may include, what, where and why

Children are given access, where
appropriate, fo mouse skills and control
games to develop fine motor skills. explanations.



Appendix 1- Concepts and Approaches Map from BarefootComputing.org

The Computational Thinkers NG

Concepts - -

—iy + Logical Reasoning
. '4--!-; antcipating and explainirg

4

/

Tinkering
playing ard exploring

Abstraction

—r working out what is important
‘ . and igroring what is not inmportant

Creating
rmakirg thirgs,. checking
thirgs arvd Fiking things

1 | Pattern

T coMmparnng. Spotting
-:_ .I= sirmilarities and differences.

Collaboration
- | - Algorithms playing ard working
‘ “ instructions arnd Sequencing coo perathvely

Persevering
not giving up

: Decomposit
.‘.E-E- bBreakirg pt\:bh:rmmninmm

computational
thinkers here!
Wiran you Fenksbou® if, whathesy e parenis, pupia or imsc-ere

e ra all ratural com puier aoert i, capabls of compotabonel Brankang Bal E' nnt

barsfootoomiputing.org L Computing at Schoal






