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	EYFS
	Within the new EYFS curriculum the ‘Technology’ strand has been removed from ‘Understanding the World’ and has not been replaced with any updated guidance. However, at Heathfields Infant Academy we recognise that the importance of giving children opportunities to develop their understanding of technology and ensuring that children enter Year 1 with a strong foundation of knowledge. 
Information technology: Throughout their time in Reception, children develop good foundations for creating media using technology. They use iPads to take photos of themselves and their friends and to record performances in the stage area.
Children gain experiences using different mark-making and paint programmes on both the iPads and Chrome books.

Digital literacy: Children develop the understanding of technology in the world around them during their time in Reception. Role-play areas reflect the technology found in different aspects of society. For example telephones, televisions and washing machines in the home, or tills, computers, scanners in a supermarket.
Children begin to learn to use technology to find out about the world, for example using google maps to explore different areas, or watching music performances or celebrations.
In the Spring term, children are introduced to the Chrome books and are introduced to use a track pad through online games. 

Computer science: During their time in reception children learn the foundations need to become competent with programming in KS1. They learn to follow simple 1 and 2 step instructions given by an adult and build towards following more complex sets of instructions. They learn to understand and use foundational vocabulary linked to positional and directional language. 
Children develop experience using programming hardware such as, Beebots.


	
	Autumn 1
	Autumn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Year 1
	Technology around us

	Digital painting

	Moving a robot

	Grouping data

	Digital writing

	Programming animations



	Year 2
	Information technology around us

	Digital photography
	Robot algorithm
	Pictograms
	Digital music
	Programming quizzes

	Year 3
	Connecting computers
	Stop-frame animation
	Sequencing sounds
	Branching databases
	Desktop publishing
	Events and actions in programs

	Year 4
	The internet
	Audio production
	Repetition in shapes
	Data logging
	Photo editing
	Repetition in games

	Year 5
	Systems and searching
	Video production
	Selection in physical computing
	Flat-file databases
	Introduction to vector graphics

	Selection in quizzes

	Year 6
	Communication and collaboration
	Webpage creation
	Variables in games
	Introduction to spreadsheets
	3D modelling
	Sensing movement





