Computing Year 3
	EYFS - Cedar pathway (one year cycle)
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Assessment classes – Early steps

	Ladybird
Dragonfly
	Autumn
	Spring
	Summer

	
	 A World of Colour  
	 Zoom, zoom! Let’s go! 
(Transport) 
	 My Favourite Stories 
	 Exploring the Garden 
 
	 Hot and Cold Animals 
 
	 At the Seaside  
 

	
	Computing is incorporated across the EYFS curriculum through learning linked to Understanding the World. Our aim is to develop pupils’ curiosity, problem-solving and early technological understanding from a young age, while supporting communication, independence and creativity. Computing is embedded throughout continuous provision and adult-led activities through the use of technology, interactive resources and simple programming experiences. Pupils access a range of practical and cross-curricular opportunities which support digital awareness, cause-and-effect learning and the safe and purposeful use of technology within the world around them.

	Maple pathway
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Engagement Steps (Squirrel + Progression Steps as appropriate)
Engagement focus
Individual SCERTS

	Within the Engagement Pathway, Computing is taught through practical, sensory and interactive experiences which support pupils to explore technology, cause and effect and communication through a range of digital and electronic resources. Learning promotes the five areas of engagement through exploration of technology and interactive equipment, realisation of actions and responses, anticipation through familiar routines and repeated activities, persistence within problem-solving tasks and initiation through choice making, communication and interaction. Activities support the development of attention, communication and preference, interaction, cognitive development, awareness, regulation and sensory processing, alongside fine motor skills through accessing and manipulating technology. Assessment is informed through the school’s assessment areas and BSquared Engagement Steps, particularly Communication, Functional Movement, Making Connections, Self and Emotions and Sensory.

	YEAR 3

	
	Autumn
	Spring
	Summer

	Grasshopper
	Feelings 
Expressing  Technology to Communicate Feelings
	My class 
Using Classroom Technology
	Pets 
Cause and Effect – Animals and Sounds
	Plants 
Exploring Technology Outdoors
	Holidays 
Technology for Memories and Postcards
	Traditional Stories 
Interactive Storytelling

	Rose
Primrose
	Emotions 
Communicating Using Technology
	Buildings 
Exploring Technology Around Us
	My School 
Everyday Technology in School
	Foods we Eat 
Making Choices Using Technology
	What is in the sky? 
Technology for Exploration
	Traditional Tales Through Time 
Creating Stories with Technology

	Hedgehog
	Understanding Our Feelings 
Digital Communication
	Buildings and Places
Capturing and Exploring Places Digitally
	Climate 
Technology to Observe and Record
	Space 
Exploring Technology and Innovation
	Food Around the World 
Using Technology to Find Information
	Journey Through Classic Stories 
Digital Story Creation

	Elm pathway
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Communication / Emotional regulation focus (SCERTS)

	YEAR 3

	
	Autumn
	Spring
	Summer

	Butterfly
Bumblebee
	Using Technology in Our Community
	Technology That Helps People
	Using Maps and Directions
	Everyday Technology
	Recording Animal Information
	Outdoor Photography

	Daisy
Lavender
	Digital Ocean Discovery
	Technology in the Workplace
	Digital Nature Investigation
	Recording and Sorting Food
	Digital Travel Guide
	Creating Digital Castle Pictures

	Dormouse
	Online Relationships and Communication
	Creating Digital Family Stories
	Staying Safe Online
	Technology Used by Helpers
	Creating Digital Job Profiles
	Digital Advertising and Promotion

	Willow pathway
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Creative curriculum (Topic)

	YEAR 3

	
	Autumn
	Spring
	Summer

	Caterpillar
Firefly
	Interactive Nursery Rhymes
	Using Technology Outdoors
	Cause and Effect Technology
	Exploring Dinosaur Apps
	Digital Ocean Exploration
	Technology Around Us

	Bluebell
Buttercup
	Interactive Story Castles
	Space Technology Exploration
	Everyday Technology
	Using Technology to Explore Plants
	Dinosaur Research Skills
	Ocean Discovery Technology

	Poppy
Sunflower
	Technology in the Home
	Sharing Celebrations Digitally
	Animal Discovery Technology
	Technology That Moves
	Digital Photography
	Technology Around the World

	Fox
Otter
Deer
	Technology in Our Community
	Using technology to plan a celebration
	Creating Digital Stories
	Game creation using coding.
	Castle Builders
	Technology for Health

	Sparrow
Robin
Owl
	Developing ICT Skills (4)
Cross curricular delivery

	Oak pathway
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[bookmark: _GoBack]Subject specific curriculum

	YEAR 3

	
	Autumn
	Spring
	Summer

	Daffodil
	Using Digital Devices Safely
	Digital Photography
	Creating and Organising Digital Information
	Programming Beebots and Simple Algorithms
	Creating Digital Media (postcards, presentations)
	Researching Using Technology

	Badger
Rabbit
	Digital Research Skills
	Website Design Basics
	Introduction to Databases
	Video Production
	Coding for Games
	Digital Citizenship

	Hawk
Woodpecker
	Entry Level 2, Unit 1 - Improving Productivity Using IT (2 credits)
Entry Level 2, Unit 5 - Using ICT: Safe Working Practices (1 credit)

	Entry Level 2, Unit 4 -Desktop Publishing Software (2 credits)
	Entry Level 2, Unit 3 - Online Basics (2 credits)
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