RADDLEBARN PRIMARY SCHOOL SUBJECT OVERVIEW IN COMPUTING

Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 Context/
Resources
In the EYFS, Computing comes under the area of learning.: Children’s personal, social and emotional development (PSED) and Understanding the world
Nursery In Nursery & Reception, the children have access to computing equipment and technology to explore their own interests and ideas which supports creativity, independence and
challenge. The provision for creative activities, skills, knowledge and understanding is primarily delivered through Continuous Provision and it is the role of the adult to
observe the child’s creative interests assess their skill level, plan and then facilitate the child’s next step in their learning in order to embed and deepen their artistic skills. This is
Reception done through Planning in the Moment. Children within Nursery, attend for different lengths of time e.g. 15 or 30 hours. It is therefore vital that children have time,
space, appropriate resources that are matched to their level of development; for example, iPad’s to use the camera tool to zoom in and use technology safely and
accurately. Above all plenty of opportunities to repeat activities and skills so that they can begin to embed them.
There may be times when the themes and topics from each year group lend themselves to a particular skill or computing strand.
In the Nursery our curriculum is based on core aspects of computing using Development Matters for 3-4 year olds and is delivered throughout the year and not by terms.
e  Select and use activities and resources, with help when needed. This helps them to achieve a goal they have chosen, or one which is suggested
to them.
o Develop their sense of responsibility and membership of a community.
e Become more outgoing with unfamiliar people, in the safe context of their setting
e  Show more confidence in new social situations.
In Reception our curriculum is based on core aspects of computing using Development Matters for 4-5 year olds and is delivered throughout the year and not by necessarily by
term unless the subject area lends itself to a particular topic or artist. The core themes are
o Increasingly follow rules, understanding why they are important. Remember rules without needing an adult to remind them
e  Show resilience and perseverance in the face of challenge.
e Know and talk about the different factors that support their overall health and wellbeing: i.e. amounts of 'screen time’
e Explore how things work
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