
  

  

 

Powerful Knowledge 
3-4 years Reception ELG 

- Use all their senses in 
hands-on exploration of 
natural materials. 
- Talk about what they 
see, using a wide 
vocabulary. 
- Explore how things 
work. 
 

- Explore the natural 
world about them. 
- Describe what they see, 
hear and feel whilst 
outside (with use of 
technological 
equipment). 

- Know some similarities 
and differences between 
things in the past and 
now, drawing on their 
experiences and what 
has been read in class. 
- Explore the natural 
world around them, 
making observations and 
drawing pictures of 
animals and plants. 
 
 
 

EYFS Computing @ Tranmere Park Primary School 

This draws upon guidance from Development 
Matters (2021) – specifically the ‘Understanding the 
World’ area of learning. 

Characteristics of Effective Teaching and Learning: 
Children in EYFS develop their ‘Characteristics of Effective Teaching and Learning’ through their 
independent learning and adult guided activities.  
 
The characteristics which show subject specific skills and are documented through observations and 
photographs in work books and learning journeys. 
 
The following can be seen as complementing future Computing learning: 
- Realise that their actions have an effect on the world, so they want to keep on repeating them. 
- Plan and think ahead about how they will explore or play with objects (including technological toys 
and i-pad apps etc.). 
- Make independent choices. 
- Bring their own interest and fascinations into early years settings.  This helps them to develop their 
learning. 
- Respond to new experiences that you bring to their attention. 
- Show goal-directed behaviour. 
- Begin to correct their mistakes themselves (e.g. re-programming). 
- Keep on trying when things are difficult. 
- Concentrate on achieving something that’s important to them.  They are increasingly able to 
control their attention and ignore distractions. 

• These include teacher led sessions in either 
whole class, small group or individual sessions.  
Including i-Pad apps, computer access, use of 
remote control items, battery powered items, 
electrical items, IWB and slides, interactive 
games, CD players etc. 

• Whole class/group/individual sessions include 
demonstrating, getting the children to 
experiment, watch videos, listen to CDs, look at 
photographs and/or PowerPoints/IWB slides as a 
stimulus for what technology used to look like. 

• Children will learn how to use apps, 
technological toys and computer programmes 
and have the opportunity to practice and apply 
them in their learning through the subsequent 
tasks set by the teacher or provision. 

• A fun activity is to have a Beebot map on the 
carpet and see if the children can send the 
Beebot from one ‘house’ to another. 

Teacher led inputs Enhanced Provision 

These are unplanned and arise 
from children’s comments and 
observations e.g. a computer 
game which matches a maths 

topic. 

All of the above are developed 
through children’s talk and adult 

interaction with them. 

Small world and role play with props encourages 
children to talk about what they are learning.  It gives 
them the opportunity to revisit their learning and apply 
it in different situations.  It also extends their learning 
and allows them the chance to teach their peers.  

Provision (both indoor and outdoor) is regularly 
enhanced with new items so that children continue to 
be engaged (e.g. tills in a shop, computers and 
phones at a reception desk etc.).  These are linked to 
topic, or are child led based on the children’s interests. 

Evidence of the children using enhanced provision in 
their own way can be found in the children’s ‘Learning 
Journeys’. 

 

Continuous provision 
(indoor and outdoor) examples 

  

Water 
Area 

Computer 
Area 

Age appropriate 
games 

Music 
Area 

Snug 

Small 
World 

Creative 
Area 

Role Play 

Thermomet
ers 

Sound 
clouds 

I-Pads 

Keyboards 

 
Music apps 

 

Song books 
and CDs 

 

Interactive 
stories 

Cameras 

 
Sound 
clouds 

Use of a printer 

 
Research 

on a comp 

Microwaves 
and ovens 

 

X-Ray 
machines 

 

How we achieve ‘high quality computing’ outcomes for our EYFS children: 

Spontaneous Opportunities 

Sand Area Electric scales 

 
Data loggers 


