
 

Holy Spirit Computing across the Curriculum Long Term Planning Map EYFS 
 

This is your long-term overview for Computing. Please add to or amend this plan through the term. (More activities and suggestions can 
be added as new topics are identified.) These plans are to support EYFS practitioners in providing a range of ICT opportunities and 

experiences for children in the Foundation Stage that provide continuity into the KS1 curriculum. The activities are rooted in EYFS 
practise but they are linked to the KS1 Programme of Study. Some of the suggested activities may lend themselves to adult-led group 

activities, but many of them fit into other areas of learning once they have been introduced to the children.  Ideally, computing should 
be integrated throughout the curriculum.   

 
T = Tutorial Available 

 
Underneath each section are the key skills for that area of computing. Refer to the Key Skills to see which areas you are covering, and 

highlight them as you go to show they have been addressed.  
  

 

Technology/ Software  Autumn 1  Autumn 2  Spring 1  Spring 2  Summer 1   Summer 2 

F1 Topics  Fairy Tales 
Different settings 

Gruffalo/ 
Stickman 

Physical features of 
environment + 

changes in 
weather/seasons 

People who help 
us 

People who help 
us 

Mini beasts​ - 
plants and animals 

Spinderella​ - 
locations 

Growing plants + Fruit 
Seaside 

F2 Topics 
All about me 

Mapping, aerial 
views e.g. inside 
house/school 

Autumn Topic 
-exploring the 

natural world ‘going 
on a bear hunt’. 

Toys  Dinosaurs 
People who help 

us; 
lifeboat, RNLI, life 

guards 

Junk Modelling 
-From inside school 

-Reuse  

 
 
 
 
 
 
 
 
 



 

Computer Science 

 
 

Control and 
Programming 

 
 

Explore toys that simulate control devices 
in the home and their local environment 
e.g., scanner, microwave, and cash tills, 
with the intention of finding out how it 
works. 
 
Use Beebot/Bluebot to develop 
directional and instructional language. 
Send Bluebot to different squares on a 
mat to reach various destinations using 
step by step programming. 
 
Unplugged directional activities: 

● Develop Simple algorithms using 
instruction/flashcards in hall or 
classroom. 

● Direct a blindfolded child to 
move around an obstacle course 

Use Bluebot/Beebot floor robot to 
navigate a mat, following a story as told 
by teacher/children. Use basic 
programming level to create short step of 
instructions. 
 
Children give instructions to a teacher 
robot to make porridge or a sandwich. 
See ideas from Jam Sandwich project: 
https://goo.gl/rJSycd  
 
Learn to sequence instructions using 
Code-a-pillar App. Begin to use 
directional language e.g. forwards, turn 
right. 
 

Solve problems using Beebot/Bluebot. Or 
Emulator  
Begin to use sequences of instructions to reach 
a desired destination. Extend by planning 
ahead, executing and evaluating/debugging 
programs in a group. Could also use 
challenges to allow children to work 
independently. 
 
Begin to use ALEX the Robot app to solve 
puzzles and develop directional language and 
understanding. 
 
Use Box Island app to continue control work. 
(Teacher may need to log progress manually 
e.g. on ticklist). 
 
 

Key Skills 

● CSF1.1​    Be made aware and have experience of everyday devices that sense data, e.g. bar codes, metal detectors, 
simple sound recorders, automatic doors, light sensors. 

● CSF1.2​    Control a range of ‘toys’ using remote controls. 
● CSF1.3  ​  Explore the commands needed to control a range of electronic toys. 
● CSF1.4​    Program a floor robot to move, using commands such as forward, backward left and right. 

 
Modelling, 

Simulations and 
Data logging 

 

Play a range of simulations available on 
BBC Science: 
http://goo.gl/QwM6b  
 
Use and have examples of barcodes, 
metal detectors, simple sound recorders, 
automatic doors, light sensors, stick-on 
thermometer strips. 

Use ​https://goo.gl/gGBzE​ to investigate a 
selection of different possible simulations.  
 
Crick Web Traditional tales Labels 
http://www.crickweb.co.uk/ks1literacy.ht
ml#scenemenu2 
 
Use Moose Math app to develop 
counting and ordering. 

Look at local and global location on Google 
earth. Look at physical features and also look 
at position on the 3d globe. 
 
Use Slate Math app to further develop 
sequencing and addition skills. 
 

Key Skills 
● CSF1.5​    Use a variety of electronic toys in play situations e.g. dance mats, traffic lights, cash tills, BeeBots, remote control 

toys, with the intention of finding out how it works. 
● CSF1.6   ​ Explore simple digital simulations and games and find out ‘what happens if’ 
● CSF1.7 ​   Compare real life and virtual situations 

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
https://goo.gl/rJSycd
https://www.bee-bot.us/emu/beebot.html
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
http://goo.gl/QwM6b
https://goo.gl/gGBzE
http://www.crickweb.co.uk/ks1literacy.html#scenemenu2
http://www.crickweb.co.uk/ks1literacy.html#scenemenu2
http://www.bbc.co.uk/bitesize/ks2/science/living_things/plant_life_cycles/play/


 

 

Digital Literacy 

 
Database / Graphing 

 

Collect and analyse class-based data 
about themselves e.g. eye 
colour/favourite fruit. Use simple tally 
chart software to present data 
http://goo.gl/Gw5pp6  

Use online pictogram maker to record 
different ways of travelling to school 
http://goo.gl/Gw5pp6  
 
 

Use Too Noisy app to measure levels of sound 
around the school.  Record e.g. on 
whiteboard. 

Key Skills 
● DLF.1​    Collect information, e.g. by taking photographs or collecting objects. 
● DLF.2 ​   Begin to sort, classify or group various objects; progressing from practical activities to the use of ICT 
● DLF.3​    Use ICT to sort and sequence objects on a screen or interactive whiteboard. 
● DLF.4 ​   Produce simple digital pictograms with help 

 
Research: Internet 

 

Dress Lecky at:​http://goo.gl/woX2  
 
Use Espresso, CBeebies, ICT games, Top 
Marks 
Create desktop for internet shortcuts only. 
 
Use BBC weather app to find weather 
each day over a period of time. 
 
Use online Infant Encyclopedia as a class 
to find out about relevant topics through 
the internet. E.g. Autumn/Nocturnal 
Animals 
http://infant.parkfieldprimary.com/  

In reading, use an online or multimedia 
book and talk about how it compares to 
a paper-based book - Bug Club Active 
Learn. 
 
Use Initial Sounds activity at: 
http://goo.gl/woX2  
 
Use online Infant Encyclopedia as a class 
to find out about relevant topics through 
the internet. E.g. Plants 
http://infant.parkfieldprimary.com/  
 

Find information in different forms, e.g., video, 
pictures and sound, as well as text on the 
Internet. 
 
 
 
 
 

Key Skills 
● DLF.5​    Use a shortcut such as an icon on the desktop to navigate to a specific website. 
● DLF.6​    Explore a teacher-selected website or apps to find and explore a desired page, using links and navigation 

buttons. 

 
Online Communication 

 

Share number rhymes and phonics songs 
on the Online Platform as part of a home 
learning resource. 

Upload photographs and video to 
learning platform to view again.  

 

Key Skills 
● DLF.7​    Use different forms of electronic ‘online’ communication in free play, e.g., email, mobile phones, hand-held 

devices, walkie-talkies, sound recording devices. 
● DLF.8​    Explore simple web-based communication tools with adult support 

 

http://www.bbc.co.uk/bitesize/ks2/science/living_things/plant_life_cycles/play/
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
http://goo.gl/Gw5pp6
http://www.softschools.com/math/data_analysis/bar_graph/activities/make_your_own_bar_graph/
http://goo.gl/Gw5pp6
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
http://goo.gl/woX2
http://infant.parkfieldprimary.com/
http://goo.gl/woX2
http://infant.parkfieldprimary.com/
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home


 

 

Information Technology 

 
Word Processing/ DTP/ 

Multimedia 

 

Begin to use a keyboard and develop 
familiarity with letters, numbers, 
backspace (to delete), arrow keys and 
spacebar. 
 
Use Little Writer app (free version) to 
develop fine motor skills. 
 
Use iPad camera to take photos. 
Combine pictures and words using Pic 
Collage. 
 

Use Pic Collage app to make a collage 
using photographs taken during a school 
activity/visit. Annotate with their name.  
 
Use Hairy Letters, Pocket Phonics lite app 
and Phonics vowels app to learn sounds 
and improve letter recognition. 

Explore changing text size, style and colour. 
Use a combination of images, sound and text. 
Use Pic Collage app. 
 
Use Buncee app or web app to make a class 
e-book linked to their topic work. Each child/ 
group add a page with pictures and sound 
button where they speak about their theme. 
Read as a whole class.  
http://www.buncee.co.uk/  

Key Skills 

● ITF.1    ​Develop mouse control through simple activities on-screen including click-and-drag, drag-and-drop. 
● ITF.2    ​Use an interactive whiteboard or tablet for mark-making and to communicate their ideas. 
● ITF.3    ​Interact and respond to a range of ICT stimuli, including media and ICT texts. 
● ITF.4    ​Begin to use a computer keyboard, developing a familiarity with letters, numbers, backspace, arrow keys and 

space bar. 
● ITF.5    ​Explore using a combination of images, sound and text. 

 

 
Paint / Draw / Photo 

editing 
Animation / Video 

 
 

Use drawing app/software to draw and 
make marks e.g. Nursery rhyme 
character. E.g. Doodle Buddy/Brushes 
app 
 
With help, begin to take photographs of 
their local/school area  
 
Use built-in puppets in Puppet Pals app to 
begin to act out and tell stories using 
built-in fairytale characters. Share as a 
class and review together. 
 

Use Chatterpix app to animate a still 
image/photograph and record the 
children's voices. Teachers could find and 
save a range of pictures of dinosaurs (or 
children could take photos) to animate. 
 
Use Draw and Tell app to create an 
image to represent characters from a 
story or learning and record their voices to 
describe their image and create a video 
that can be shared online on e.g. Twitter. 
 

Use Shadow Puppets Edu app to make a video 
slideshow linked to minibeasts. Children can 
either take their own photos (use 
models/books/outdoor area) or teacher can 
help find/save images from the internet to use. 
 
Use PuppetPals app to tell stories set in 
imaginary worlds. Can extend by retelling a 
story that they have read in class by adding in 
their own characters/puppets and 
backgrounds. Paid app needed. 

Key Skills 
● ITF.6    ​Interact with and explore their environment using multimedia equipment; including digital cameras, video 

cameras, microscopes, webcams and visualisers to capture still and moving images. 
● ITF.7     ​With help, view still images or video, becoming familiar with the control buttons, e.g., using play, stop and pause. 
● ITF.8    ​Use a program that allows children to select objects and animate them. 

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
http://www.buncee.co.uk/
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home


 

 
 
 

 
Sound / Podcast / 

composition 

 

Explore ways of making and listening to 
sounds using simple programs and 
devices, e.g., karaoke machines, music 
mats and piano keyboards. 
Apps include: 
Soundrop 
Jellyband 
 
Experiment recording in role play using 
easi-speak microphones. Use easi-speak 
microphones to record children speaking 
about Christmas. 
 

Use Sock Puppets app to create 
animations. Experiment with using 
different characters to alter the children's 
voices 
 
Use Easispeak microphones/Makewaves 
app to make simple podcasts of class 
rhymes and songs to share online as a 
home learning resource. 
 
 

Explore Baby DJ app to teach musical timing 
 
Use Sock Puppets app to explore different 
effects and voices when recording stories.  

Key Skills 

● ITF.9    ​Explore ways of making and listening to sounds using simple programs and devices, e.g., karaoke machines, 
music mats and piano keyboards. 

● ITF.10    ​With help, use buttons to play back sounds on a computer and a sound player. 
● ITF.11    ​Record sounds and speech using a microphone and computer or a recording device, e.g., talking tins, 

recording pens, and talking postcards. 
● ITF.12    ​Choose pre-recorded sounds within a piece of software. 
● ITF.13    ​Experiment with pitch and sound using simple programs and tools. 

 

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home

