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By the end of the Foundation Stage most children will:

e Show an interest in ICT

e Know how to operate simple equipment

e Complete a simple program on the computer and / or perform simple functions on ICT equipment

experiences form a foundation upon which KS1 and KS2 can build and the current early learning goals have specific objectives relating to ICT.

¢ Find out about and identify the uses of everyday technology and use information and communication toys to support their learning.

Learning about technology starts from birth because it’s the way the world works today. Technology is an integral part of all young children’s environment and world. They are surrounded by technology just as they are surrounded by language, print
and numbers. In the home, technology includes remote controls for television, DVDs and sound systems, toys that have buttons and buzzers, mobile phones, washing machines, microwave ovens and other machines that require programming, and
of course, computers and mobile devices such as iPads. Outside the home, children are also immersed in the technological world: they see automatic doors, cash machines, bar code scanners, digital tills and weighing machines, and security
cameras. Technology is something children are going to grow up with, learn about and master, and use as a tool to increase their understanding in all areas of learning. Many activities in the early years revolve around children developing an
understanding of their environment. Settings encourage children to explore, observe, solve problems, predict, discuss and consider. ICT resources can provide tools for using these skills as well as being examined in their own right, with computers

not the only resources. ICT equipment added to role-play reflects the real world, builds on children’s experiences and allows them opportunities to understand how, why, when and where different forms of technology are used in everyday life. Early
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whichincludestext, graphicandsound. combining text, graphics and sound. media combining text and graphics in appropriate text formatting, line rather thanimpress.
Saveandretrieveandedittheirwork. printable form and sound and video for spacing etc appropriately to create
on-screen presentationswhichinclude gualitypresentationsappropriatefora
hyperlinks.Begintoshowanawareness known audience.
of the intended audience and seek
feed-back.
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Sound and music

e Chosesuitablesoundsfromabankto
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Electronic e Contributeideastoaclassemailto Workcollaboratively byemailtoshare Begin to understand the need to abide SharelCTworktheyhavedone Abide by schoolrules for e-safety.
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e Asaclass exercise children explore
information from a variety of sources
(electronic, paperbased, observations
of the world around them, etc.).

e Theyshowanawarenessofdifferent

forms ofinformation

Children use a search engine to find
specificrelevantinformationtouseina
presentation for atopic.

They save andretrieve their work.

Using another curriculum area as a
starting point, children ask their own
guestionsthenuselCTsourcestofind
answers,makinguseofsearchengines,
an index, menu, hyperlinks as
appropriate. Children use the
information or resources they have
found.

Children talk about using ICT to find
information / resources noting any
frustrationsandshowinganemerging

understandingofinternet safety.

Make use of copy and paste, beginning
tounderstand the purpose of copyright
regulations and the need to repurpose
information for a particularaudience.
Theyshowanunderstandingthatnotall
informationontheinternetisaccurate.
Develop a growing awareness of how
tostaysafewhenusingtheinternet(in
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Independently and with due regard for
safety, search the internet using a
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Control (algorithms)

e Controlsimpleeverydaydevicesto
make them produce different

outcomes.

Control a device, on and off screen,
making predictions about the effect
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ahead when programming deviceson
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and modify.

Use control software to control devices
(usingoutputcommands)ortosimulate
this on screen. Predict, test and refine

their programming.

Independently create sequences of
commands to control devices in
responsetosensing (i.e. useinputs as
well asoutputs).

Design, build, test, evaluateand modify
the system; ensuring that it is fit for

purpose.
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Independently solve a problem by
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collection, by organisingand analysing

graphs) graphical awareness / one to one and answerquestions. information on a given subject. to answerquestions. datainvolvingcomplexsearchesusing
correspondence. e Enter information into a simple Theyfollowstraightforwardlinesof Enterinformationandinterrogateit(by a database, and by drawing
branching database, database or word enquirytosearchtheirdatafortheir searching, sorting, graphing etc). conclusionsand presentingfindings.
processor and use it to answer OowWn purposes. Begin to reflect on how useful the e Theneedforaccuracyisdemonstrated
guestions. Theytalkabouttheirexperiencesof collected data and their interrogation andstrategiesforspottingimplausible
e Theysave,retrieveandedittheirwork. using ICT to process data compared wasandwhetherornottheirquestions data areevident.
with othermethods. were answered. e Children should be able to talk about
issues relating to data protection and
the needfor datasecurity inthe world
atlarge (eg health, police databases).
Modelling and e Makesimplechoicestocontrolasimple | « Childrenare ableto playanadventure Use models and simulations to find Set up and use a spreadsheet model to e Setupandusetheirownspreadsheet,
simulations simulation program. game and use a simple simulation, things out and solve problems. explore patterns and relationships. whichcontainsformulaetoinvestigate
(spreadsheets, making choices and observing the Recognisethatsimulationsareusefulin Make predictions. mathematical models. Ask "whatif ..."
adventure results. widening experience beyond the Knowhowtoentersimpleformulaeto qguestionsand changevariable in their
games and e Their conversation shows they classroom. assist thisprocess. model.
simulations) understand that computers are good at Make simple use of aspreadsheetto e Understand the need for accuracy
replicatingreal life eventsand allowing store data and produce graphs. when creating formulae and check
them to explore contexts that are regularly for mistakes, by questioning
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Data logging Begin to use a dataloggerto sense Use a data logger confidently, e Children are able to identify their own
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intermittent datareadings. e Theycheckandquestionresultsandare
Interpret the results and use these in abletospot trendsin data and identify
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collect data that might otherwise be
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Understanding e Show an awareness of the range of e Showanawarenessofarange ofinputs Begintoshowdiscernmentintheiruse Make choices about the devices and e Evaluate the tools available to them

Technologies
(individual

technologies)

devices and tools they encounterin

everyday life

to a computer (IWB, mouse touch

screen, microphone, keyboard, etc)

of computing devices and tools for a
particularpurposeandexplainwhytheir

choice wasmade.

toolstheyuseforspecificpurposesand
explaintheminrelationtothe context.
Beginto show an awareness of specific

tools used in working life.

includinganythatareunfamiliarornew
and use themto solve problems.
Demonstrate an awareness of the
appropriateness of outcomes

depending on choices regardingtools




and devices.

Understanding

Technologies

Show an awareness that what they

create on a computer or tablet device

Begintoshowanawarenessthat

computerscan be linked to share

Show an understanding that their

password is the key to accessing a

Show an understanding of the school

networkand howit links computersto

Showanunderstandingofhowfiltering

andmonitoringtoolsaffecttheir use of

(networks) can be shown to others via another resources personalisedsetofresourcesandfiles resources in school and beyond. the school network and Internet and
device(e.g.printer,projector,AppleTV) (e.g. MyDocuments). Comparethiswithothernetworksthey compare this with their experience of
Show an awareness of where passwords may encounter athome orin the wider access outside school.
are critical in everyday use (e.g. parents world (e.g.banks)
accessing bankdetails)
Understanding Use websites and demonstrate an Show an awareness that not all the Performasearchusingdifferentsearch Use collaborative tools and e-mail

Technologies (the

internet)

awareness of how to manage their
journeyaroundthem(e.g.usingthe

back/forward button, hyperlinks)

resources/toolstheyuseareresidenton
the device they are using.

Begintoshowanunderstandingof URLs.

engines and checkthe results against
eachother, explainingwhythey might
be different.

Show an awareness of the need for
accuracy in spelling and syntax to

search effectively.

showing a sensitivity for this type of
remote collaboration and

communication




