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Intent

At Old Park School we passionately believe that Computing has the potential to empower pupils with SEND and transform their lives. With the right blend of progressive,
imaginative planning, exposure to a broad range of tools and technologies and comprehensive support it is possible that all pupils can fulfil their potential —in computing and
throughout the curriculum. Technology is part of our everyday lives, and we must teach our students to use this technology to engage with the modern world around them.

Computing and Information Technology are essential tools for inclusion. They enable pupils with SEND, whatever their needs, to use technology purposefully in ways that
make the wider curriculum accessible, empower those with communication difficulties to engage with others and to fully include everyone in activities and learning.

Our Computing curriculum covers elements of the National Curriculum and focuses on a progression of skills in digital literacy, computer science, information technology and
online safety to ensure that children can grow in confidence in safely using, as well as understanding, technology. This includes knowledge, skills, key vocabulary and concepts
adapted from the national curriculum. These strands are revisited repeatedly through a range of themes during pupil’s time in school to ensure the learning is embedded and
skills are successfully developed. The 5 pathways follow units and schemes of work that follow a cycle and coherent sequence of skills and knowledge, which leads to the
expected end of key stage one standards in computing. Our intention is that Computing also supports children’s creativity and cross curricular learning to engage pupils and
enrich their experiences in school. Students should be able to access ICT every day to support the delivery, access and engagement of all other subjects. Students will also be
taught how to use technology appropriately to help them stay safe in the world.

Pupils working in Pathway 1 will have multisensory Computing experiences, Pathway 2 pupils will experience early concepts of computing and Pathways 3, 4 and 5 will have
subject specific computing delivery. For pupils working within pathway 1 and 2, we focus on their developing skills for independence and communication. Primary pupils focus
on equipment that engages them at play level and as we move on through school, we focus more on skills preparing for adulthood, Pupils are assessed using the engagement
model. Old Park developmental scales 5 — 14 provide a coherently sequenced skills and knowledge progression for subject specific learning; Scale 14 includes the expected
outcomes end of key stage one. We are setting expectations for pathway 5 are ensured by including aspects of the key stage 2 computing curriculum within old park scale
15. Pupils are encouraged to develop their communication skills and use and extend their vocabulary for Computing elements that are pertinent to their own learning needs.
Opportunities are provided for pupils to understand how Computing can be used to towards their communication and independence skills which in turn support preparing
our young people for adulthood and life after school. The computing curriculum will evolve and develop in line with modern technology to enable our pupils to have the skills
and knowledge to help them towards independence in the modern world.



Phase Year Autumn Spring Summer
Lower A On the Farm Rainbows Down in the Jungle
“Digital Libraries” “Accessing Modern “Global Chatter”
World”
(Basic computer Skills o
Accessing different r ; Communication and
ecognise common uses
information from a range of . : . ol Data
sources) of information technology Early interactions
beyond school i
yond school. with others
use technology purposefully ) o .
to create, organise, store, Using smart televisions, (Introauacr::ﬁ:ﬂngc)) Dl
manipulate and retrieve cooking, radio.
digital content
B Dinosaurs Fairy Tales In the garden
“Program Proficiency” “Pixels & Palettes” “ICT: Multimedia
Mastery”
create and debug simple o
programs Art and creativity Music, Film
use logical reasoning to (Using a simple online recording and
predict the behaviour of paint tool to create digital LI
simple programs art and interactions
between technology and | Use technology
art) purposefully to create,
organise, store,
manipulate and
retrieve digital content
C Up, Up and Away Magic Carpet On the beach
“ICT for Everyone”
“Average Algorithms” “World Tour”

understand what algorithms
are; how they are
implemented as programs
on digital devices; and that

Travel the world with
technology looking at
traditions

Try new technology.
VR?
How can technology
improve our lives?




programs execute by
following precise and
unambiguous instructions

use technology purposefully
to create, organise, store,
manipulate and retrieve
digital content

Inclusive ICT
recognise common
uses of information
technology beyond

school

(Underpin and use throughout) use technology safely and respectfully, keeping personal information private;
identify where to go for help and support when they have concerns about content or contact on the internet or

other online technologies.

Middle

Carnival of the Animals
“Software Solutions”
Using different software

Using Microsoft office to
record information
learning how to.

use logical reasoning to
explain how some simple
algorithms work and to
detect and correct errors
in algorithms and

Around the World

Save this Planet!

Exploring our world online,
visiting our world. Focus on
the environment and how
we can change this.

Learning about different
Hardware and what it is
used for.

use search technologies
effectively, appreciate
how results are selected

Treasure Island

“Build, Design and
Produce”

use sequence,
selection, and
repetition in
programs; work with
variables and
various forms of
input and output

“Digital Echo”

“The World of Digital Audio”

programs and ranked, and be
discerning in evaluating
digital content
Guess Who | like to move it Water, Water
everywhere

“Reality Adventure”




Communication a wider
community.

understand computer
networks including the
internet; how they can
provide multiple services,
such as the world wide
web; and the
opportunities they offer
for communication and
collaboration

select, use and combine a
variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,
evaluating and presenting
data and information

use search
technologies
effectively,
appreciate how
results are selected
and ranked, and be
discerning in
evaluating digital
content

Home sweet home

“ICT in the 21st
Century: Essential Skills
and Applications"
Continuing the
development of basic
skills.

select, use and combine a
variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,
evaluating and presenting
data and information

We are going to the circus
“Create a Story”

understand computer
networks including the
internet; how they can
provide multiple services,
such as the world wide
web; and the
opportunities they offer
for communication and
collaboration

Who put the colours
in the rainbow

“Artful Bytes”

use sequence,
selection, and
repetition in
programs; work with
variables and
various forms of
input and output




Underpinned: use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour;
identify a range of ways to report concerns about content and contact

Upper+ Form 2

A Into the woods Once Upon a Time We are community
"Leveraging Technology: “Visual Narratives” “The Tech Thread”
How ICT Transforms
Sk Ui Creating stories with Communication
) o images, photo stories. )
Saving and retrieving Creating a blog,
i i . Creating a website.
information use search technologies g
) . understand
. effectively, appreciate ey e
h OV\II can W? use how results are selected R
recne Zgy - Idmpgove andl ranleee, and (o internet; how they
.our ay t(_) ay: discerning in evaluating i’ Itiol
Online shopping, smart L can provide multiple
) digital content .
phones, teams, online services, such as the
lessons, meetings, games. world wide web; and
the opportunities
they offer for
communication and
collaboration
B Blue Planet Mythical Creatures All aboard the magic

“Beyond the Brushstroke”

select, use and combine a
variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and

“Digital Dynamo”
Animation.

design, write and debug
programs that accomplish
specific goals, including
controlling or simulating
physical systems; solve

bus

“Code Talk”

Using and writing
simple codes.

use logical reasoning
to explain how some
simple algorithms
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content that accomplish
given goals, including
collecting, analysing,

problems by
decomposing them into
smaller parts

work and to detect
and correct errors in
algorithms and

evaluating and presenting | use sequence, selection, programs
data and information and repetition in
programs; work with
variables and various
forms of input and output
The world at Night Witches and Wizards Circle of Life

“The international Space
station”

Space, research, climate.
Exploration.

Understanding that data
is used to forecast
weather.

Sharing data collected.
use search technologies
effectively, appreciate
how results are selected
and ranked, and be
discerning in evaluating
digital content

“Tech Wizard”
Perfecting new skills
Technology challenges.

Creating new magical
products and advertising

Exploring spells.

select, use and combine a
variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,
evaluating and presenting
data and information

“Awesome Animals”

Research, recording,
saving, sending.
Using Microsoft
teams.

Producing
documents, videos.

select, use and
combine a variety of
software (including
internet services) on
a range of digital
devices to design
and create a range
of programs,
systems and content
that accomplish
given goals,
including collecting,
analysing, evaluating
and presenting data
and information




Underpinned: use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour;
identify a range of ways to report concerns about content and contact

14-16

A

Misty Mountain winding
river

Basic Skills needed for 14-
16 Curriculum.

Hardware and Software.
“Art Explorer”
Using technology to
research about our
climate and world.

Creating landscapes.

Creating Music and
animations.

Time Traveller
“Science Fiction”

Tech throughout the
ages.

How have things
changed?

What might happen in
the future?

Google Lens, Smart TV,
Google chrome. Casting,
VR, Eye gaze.
Online shopping.

Ticket to ride

“ICT4D”

Enterprise for
Charity.

Charity Websites.
What do they do?
How can we help?
Enterprise project.

Advertising the
project

Starry Night
“Global Chatter”

Sending Emails and
communicating through
teams.

Using smart phones.
Ordering information.
Exchanging information

Kings and Queens

“Good evening, and
welcome to the news”

Exploring, Researching

and producing the news.

Planes, Trains and
Automobiles

Technology and
transport.

Choosing and
buying a new car.
Travel and
technology.
Planning a journey.
Designing a car of

the future.




Google Maps

Underpinned: use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour;
identify a range of ways to report concerns about content and contact. Exploring SMART.

Post 16

A Back to the Future My Heroes Just Giving
“The power of “Creating Film” “Digital Echo”
Technology”
Exploring Cinema and Sending Emails and
Technology and the news creating new movies. communicating
through teams.
Social media and how it Trailers. Using smart phones.
can affect us. Ordering online.
Social Networking
Power of media.
Exchanging
Weekly Old Park Blog. information
Create Podcasts. Reaching out to
friends.
Radio
Raise awareness for
a charity
communicate what
it does.
B Space Out and About Healthy Living.

“Art Explorer”

Researching space.
Artwork. Fact files.

Technoloy in space.

Experience space online.

“ICT in the workplace”

CVs,
ICT In different work
Scenarios.

Who uses what ICT?

How can we use
technology to
improve our health?

Monitor health?




Research health?
Life on the space station.
C The story of my life Music through the Ages Wildest Dreams
“Recording and Sharing”
“ICT for Fun” “Comic Strip
Editing tools Presents”
Using ICT for different Experience different
games and trying new genres of music. Famous Art
things. piece of using. Design, Logos,
Graffiti,
Games, choice, Explore Marvel etc.
photography, ipads Create our own
comics.
Underpinned: use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour;
identify a range of ways to report concerns about content and contact. Exploring SMART.

For many of our Pupils Computing/ICT skills are used throughout the day in cross curricular learning but also some pupils use AAC for their communication throughout the
day.

Implementation (Long Term Sequence of Learning)

Computing and Information Communication Technology is an integral part of the provision delivered throughout school daily. Pupils are given ongoing opportunities to
interact with equipment and software as part of planned routines for example, during Good Morning communication and interaction sessions.

The skills of Computing may also be taught cross circularly throughout the week, particularly in English or in communication focused lessons. In addition, Pathway 1 pupils
have Multisensory Computing and Pathway 2 have Early Computing lessons timetabled as part of a Thematic approach to their learning. Pupils will be working towards specific
skills and targets for their ability. In pathway 1 and 2 pupils will be using computing technology including but not limited to; the magic carpet, eye gaze, iPad, interactive
whiteboards, cause and effect toys and using switch operated toys and devices.

Pathway 3,4 and 5 pupils have subject specific discrete Computing sessions which are taught with a particular focus on acquiring, developing, and applying identified
knowledge, skills and concepts.

All pupils will work at the appropriate level; our curriculum is designed to cyclical; pupils may visit units over the cycles with different topics. This enables pupils to revisit
skills and learning, potentially developing their skills, knowledge and embedding prior learning. Skills knowledge and key vocabulary are included in each unit of work to



enable Teachers to plan and focus lessons on the relevant skills to develop for each pupil. *Opportunities to embed unit 1c Key Skills to run throughout. All sessions to be
underpinned by appropriate online safety messages.

For Primary and secondary students at pathway 1 and 2 — Use the themes of each topic to develop the following:

Experiences using computing related to the topic.

Choice making

Cause and effect

Communication

And fun

However, if this is not possible or the student is showing an interest using their own motivator or hobby, then follow their interest to develop engagement and interaction. Use eye gaze and
switch development documents in ICT folder to support pupils in setting realistic targets and motivating/engaging activities in non-subject specific learning.

Always remember the following: Access, Include, Engage, Empower

The focus skills link with units of work from the Sheffield SEND scheme of work taught in pathway 3, 4 & 5; these skills can be used as a focus for activities for the half term and ensure pupils
in pathways 1 & 2 are receiving a broad and balanced curriculum covering all areas within the national curriculum but taught at an appropriate skills level through multisensory learning.
Teachers can also use the switch progression map documents to identify next steps for pupils. Pupils in Pathways 3, 4 & 5 are taught using the Sheffield SEND Schemes of work which
have a coverage up to National curriculum year 1. Pupils who are excelling can also be stretched and challenged by accessing Kapow primary schemes of works which has
coverage including the EYFS, Key stage 1 and Key stage 2.

Kapow:

Pupils who are excelling at computing can also work following Kapow units EYFS and key stage 1 in pathway 4 and the key stage 2 units in pathway 5. Pupils can move onto
the Kapow units of work if it is felt that they are not being stretched or challenged with the Sheffield SEND units of work. If a teacher wants to move a pupil onto the Kapow
Schemes of work this will done in consultation with The Computing Subject Co-ordinator and SLT and a record will be kept of the units covered to ensure that these pupils
reach their full potential.
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Suggested long-term plan: Computing - Overview (EYFS and KS51)

Years 1-6 include an Online Safety unit each. See the: Cuidance How 1o fit in our Online safety units for information about how to

include these in your curriculum time. All units have five lessons unless otherwise stated.

Autumn 2 Summer 1 Summer 2 Online safety
Set up continuous Computing systems Programming 1 Computing systems Programming 2 Data handling
provision in your and networks and networks
classroom:
O
EYFS ! sioe Using a computer All about instructions Exploring hardware Programming Bee-Bots Introduction 10 data
Computing systems Programming 1 Skdills showcase Programming 2 Creating media Data handling Online safety
and
¥ 58 oeid | 4 Rocket 1o the monn Programming Bee-bots ~ Digital imagery nirg 1 } afe
Year 1 Option 1- Bee-Bots Gl nnad Vi)
Option 1: Googie
Bee-bots Ogptaon 2 Micrpeoft
Office 345
Computing systems Programming 1 Computing systems Programming 2 Creating media Data handling Online safety
and networks 1 and networks 2
What is 5 computer? Aporithms and Word processing Prograonming Stop Motion Intermational Space Online safety Y2
debugging Scratchie Option 1 Using tablet Station
Year 2 e fces B
Ytiewns 2 Licing
Camerac

Option 3: Devices
without camerss
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Kapow

Suggested long-term plan: Computing - Overview ((ower and upper KS2)

Online safety
systems Programming Computing systefms. Ciomputing Systems Creating media Data handling Omnline safety
and networks 1 and networks 2 and networks 3
Year 3 Metworks Programming: Scratch Emasling Jewurveey rche 3 Video trailers Comparison cands 3
Coengater f databases (4 lessons)
Opition 2= Microsoft devices other than Option 1: le
Office 365 Pads Option 3: Microsoft
Option - Using iPads Oiffice 365
Computing systems Programming 1 Creating media Skills showcase Programming 2 Data handling Omline safety
and netwiorks
Yeard | Collaborative Further coding with Website design HTML Cinmen tatinnal Lovestieating weather
Lesrning Scratch Opition 1- Goople think g [ lessons)
Option 1: Google Option 1: = Option 2 Microsoft
Option 3: Microsoft Option 2 Microsoft Office 365
Office 355 Office J65
Computing systems Programming 1 Data handling Programiming 2 Creating media Slills showcase Omnline safety
and networks
Year5s Search engines Programming music Mars Bower 1 Microchit Stop motion animation | Mars Bover 2 Online safety Y5
Option 1: Sonde Pi, G—%"ﬁﬁ 1- Stop motion
Option 2- Scrateh —_—
Option 2: Using
LM
Computing systems Programming Data handling Creating media Data handling Shills showcase Omnline safety
and networks
Year6 | pietchiey park Intro to Pythn Bigdata 1 History of Comewiters | Bigdata2 Inventing  peoduct Oniline safety Yé

(5 lessons)




The Computing curriculum is written in consultation with and enhanced by the following -

Pre- Pathway 1 Development Matters Birth to 3-year-olds
Subject
Specific Multi-sensory Reference only: OPS Scales 1-2, OPS Scales 3-4
Foundations for
Learning and Life Willow Dene Assessment Frameworks
Pathway 2 Engagement Model, EHCP Personal Provision Plans
Learning to Play,
Learn and Live
Subject Pathway 3 Skills, Concepts, Knowledge, Vocabulary linked to Computing KS1
Specific Programmes of Study, National Curriculum England
Roots
Development Matters 3-4-year olds
OPS Scales 5-9: Subject roots
Sheffield SEND Scheme of Work
Engagement Model, EHCP Personal Provision Plans
Subject Pathway 4 Skills, Concepts, Knowledge, Vocabulary linked to Computing KS1
Specific Programmes of Study, National Curriculum England
Shoots
Development Matters Reception age children into KS1 expectations
OPS Scales 10-14: Subject shoots
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Sheffield SEND Scheme of Work
Kapow EYFS and key stage one units

Engagement Model, EHCP Personal Provision Plans

Subject Pathway 5 Skills, Concepts, Knowledge, Vocabulary linked to Computing KS2
Specific Programmes of Study, National Curriculum England

Blossom
OPS Scales 15: Subject blossom

Kapow key stage 2 units

Engagement Model, EHCP Personal Provision Plans

These documents can be used a guide for teachers for differentiation when planning for pupils in each pathway.

Links to KS4/KS5 Projects

Pupils following the 14-19 curriculum will develop their computing knowledge and understanding through a cycle of termly projects. In 14-19 the subject is
referred to as ICT; because of the links to ASDAN. Skills are taught using a primarily functional approach which is directly linked to preparation for adulthood.
Computing skills are taught across the curriculum, but we have focused lesson to work on ICT — which is project based.

When studying computing or ICT at key stage 4, all pupils should be taught to:
o develop their capability, creativity and knowledge in computer science, digital media and information technology

o develop and apply their analytic, problem-solving, design, and computational thinking skills

14



e understand how changes in technology affect safety, including new ways to protect their online privacy and identity, and how to identify and report a
range of concerns

This will be adapted to pupils’ abilities with a focus on functional skills that will be used to develop their communication, life skills, independent living skills and
possibly skills for college or work-related learning.

ASDAN is used for accreditation for pupils based in 14-19. These units are adapted by the class teacher to meet the needs of pupils in their class.

Students will have the opportunity to research, design and make using ICT Skills. They will be supported to research and plan a project, carry it out and then
evaluate it.

Links have also been made between individual Long-Term sequences of Learning in Computing and Preparing for Adulthood and Key Stage 4 pupils also engage
in Accredited learning specific to ICT through ASDAN transition challenges each term.

We use the Equals Essentials 14+ Curriculum and the units from which guide our ICT sessions, 14-19 teachers on the skills for each project. Differentiation
guides can be found using the Old Park Scales in the Computing folder — these also show links with the National Curriculum.

Online safety

Online safety is a crucial element of our computing work and is taught to pupils at the appropriate level throughout the year. Pupils working within pathway 1
and 2 will be supported to identify potential risks and a taught about online safety through multisensory learning.

Pupils working at pathway 3 and beyond will learn all aspects of online safety and be encouraged to risk assess whether things are safe l.e. opening attachments
and taught skills to help safeguard themselves.

The school uses filter and monitoring systems and pupils are taught that what they do online can be monitored within and out of school. The school website
also has links for families about online safety and social media.

For more able students we will also introduce teaching them to question Al and deep fake; to check if content real/trustworthy.

Impact
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Computing/ICT skills has strong cross curricular links to other subjects including Art using programs to create images, mathematics — data input and coding,
English skills for writing and other communication methods including AAC and emails etc.

Education Health Care Plans
There are clear links that impact across all four areas of the EHCP within Computing.

= Communication: Computing as a subject is directly linked with communication, as the many of the technology-based resources used for computing
can also be used for communication —such as iPad’s, switches, eye gaze for our pathway 1 and 2 learners and thinks like emails and instant messaging
for pathway 3 and 4.

= Cognition and Learning: Computing also lends itself to cross curricular learning and can be a motivating tool for pupils to develop their skills and
learning across all other subjects.

= Social, Emotional and Mental Health: Computing also has strong links with PSHE and there are many resources available that support pupils with
their understanding of emotions and their own mental health available online.

= Sensory and Physical: Computing at old park is designed to develop pupils' physical skills both with gross and fine motor learning with equipment
like the magic carpet and Interactive touch screens. Also, we use computing equipment and skills as part of our sensory diet

Pre-Subject Specific Learners

Pre—subject specific learners can engage with a sensory curriculum in which computing plays a major role. Pupils working at this level, benefit from a range of
experiences and stimuli which supports to maximise their engagement and transfer learned skills over time, following the long-term structured sequence. This
maximises the opportunity of these learners to respond, engage and communicate with the world around them and using technology to enhance their lives.
This supports them to be active participants within the world that they are living. In line with their cognitive and physical development, pupils develop emergent
communication of their awareness of an interaction, responding consistently to the same familiar people or resources around them, and moving towards or
away from others to indicate basic wishes to interact, seek comfort, or reject touch from another. They begin to respond consistently to preferred stimuli and
interact and use technology for learning, communication and fun. The long-term aims are to prepare are students for adulthood and how to incorporate
technology into their lives.

Subject Specific Learners
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Subject specific learners develop their use of technology and computing which plays a major role in communication and the skills can then be used cross
circularly to help further develop their learning in other subjects. Pupils will develop skills during computing which will have an impact on their daily lives and
can transfer to other subjects and skills for learning for life and beyond school. Computing skills also opens opportunities for hobbies and life beyond Old Park
School.

Preparation for Adulthood

During an Old Park School stakeholder consultation on Post 19 hopes and aspirations across all pathways, a variety of responses were received. The following
are addressed through the Computing curriculum.

= To be able to express my wants, needs, likes and dislikes using technology.

= To be able to use technology to have fun.

= To use technology to help me interact and engage with my wider community.

= To be able to access technology to further an interest or hobby or for enjoyment.

= To be able to use a device to support their choice making, whether daily or bigger decisions.
= To be able to use the internet and social media safely.

= To be able to access online banking and bills and money management.

= To be able to use technology to support independence (i.e. washing machine)

= To be able to stay safe online.

Pupils will be able to engage with lessons using ICT, they will develop communication and interaction skills and develop skills in computing that will help them towards their
independence or personal goals. Staff will continue to adapt the curriculum and skills taught as technology develops as this may enable more pupils to gain access to
supported employment. Work related skills I.e. emailed work from teacher and work experience with ICT technician and work in school office —pupils supporting technology
used in school l.e. power app for transport routes.

Teacher will have high expectations and quality evidence will be presented in a variety of forms, based on the age and individual’s needs. Pupils will gain confidence in using
a variety of ICT equipment, with an emphasis on using it to help them communicate, interact and engage. We offer a broad curriculum following different focuses to help
pupils use ICT to their fullest abilities, to enhance their learning, communication skills including choice making and interaction skills. Our overall aim is for pupils to be able
to use ICT to help them make steps towards independence and lifelong learning. We aim for all pupils to use ICT to its full ability to support their communication,
opportunities for work, independence and to enjoy safely.
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Pupils in pathway 1 will be working towards their own personal goals and focusing on skills which may require lots of reinforcement, these pupils may make more linear
progress or could be focusing on maintaining a skill, this will be evidenced on the evidence for learning app. Their progress will be recorded using the engagement model
and referencing the Willow Dene Foots steps (based on routes for learning), this will also link in with areas of their EHCP targets

Pupils in pathway 2 will also be working towards more personalised goals and they may also need the reinforcement of skills, again progress can be linear or pupils could be
working on very small steps, this will again be evidenced through the evidence for learning app. Their progress will be recorded using the engagement model and
referencing Willow Dene stepping out, this will also link with their EHCP Targets.

Pupils Pathway 3, 4 and 5 will be focusing on amore subject specific route to their learning and will be assessed using OPS and focusing on schemes of work and units
identified in the Long-Term plan document. This plan includes the 3-year cycle and gives pupils the coverage at this level of learning they need in all areas of Computing.
Pupils working at these subject specific pathways will still be working at their own pace and focusing on their individual needs to prepare them for the next stages and for
adult life. Pupils in these pathways will be working through a set of skills at each scale, using the schemes of work and topic to deliver lessons that will help pupils master
these skills and make their own best personal progress. This will also link with their EHCP Targets.

Cultural Capital

Culture is all around us and so, therefore, are opportunities to help pupils to develop their cultural capital. Within our school and the local community. Within School we
make sure every pupil has access to the range of resources we have in school, we plan a broad and balanced curriculum, and our aim is for pupils to develop and gain skills
that improve their lives. We plan for all pupils to have opportunities to use their skills in the community or have enhanced experiences in school. This could range from
using a tablet or device to order food and drinks. Using familiar equipment out in the community like an interactive floor in a museum. Using familiar equipment out in the
community like iPads to communicate or cameras to take photos. Or inviting in specialist services to use specialist equipment or create immersive experiences. In school we
can create experiences through the magic carpet and sensory room for pathway 1 and 2 pupils l.e. bring the beach sounds, smells and textures. The sensory could be set up
to create experiences for pupils who find it more difficult to access technology and first-hand experiences in the community.
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