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Arnprior & Croftamie Nurseries Policy On

Technologies
The purpose of this policy is to establish the importance of ‘Technologies’ within the nursery environment and how it is crucial to the holistic development and learning potential of each individual child as reflected within Curriculum for Excellence.

The Curriculum for Excellence states:

“Scotland has a strong tradition of excellence and innovation in technological research. This is especially true in such areas as engineering, electronics, optoelectronics, biomedical research, genomics and cell engineering. Scotland’s people need to be skilled in technologies and to be aware of the impact of technologies on society and the environment, now and in the future. Learning in the technologies provides a strong foundation for the development of skills and knowledge which are, and will continue to be, essential in maintaining Scotland’s economic prosperity.
Within Curriculum for Excellence, the technologies curriculum area relates particularly to contexts that provide scope for developing technological skills, knowledge, understanding and attributes through, creative, practical and work-related activities. For this reason, the framework provides experiences and outcomes, which can be applied in business, computing science, food, textiles, craft, design, engineering, graphics and applied technologies. These experiences and outcomes offer a rich context for the development of all the four capacities and for developing the life skills that are recognised as being important for success in the work of work. They also offer an excellent platform for a range of technology-related careers.”

Learning in the technologies enables children and young people to be informed, skilled, thoughtful, adaptable and enterprising citizens, and to:

· Develop understanding if the role and impact of technologies in changing and influencing societies
· Contribute to building a better world by taking responsible ethical actions to improve their lives, the lives of others and the environment
· Gain the skills and confidence to embrace and use technologies now and in the future, at home, at work and in the wider community
· Become informed consumers and producers who have an appreciation of the merits and impacts of products and services
· Be capable of making reasoned choices relating to the environment, to sustainable development and to ethical, economic and cultural issues
· Broaden their understanding of the role that information and communications technology (ICT) has in Scotland and in the global community
· Broaden their understanding of the applications and concepts behind technological thinking, including the nature of engineering and the links between the technologies and sciences
· Experience work-related learning; establish firm foundations for lifelong learning and, for some, for specialised study and a diverse range of careers.
Well designed practical activities in the technologies offer children and young people opportunities to develop:

· Curiosity and problem solving skills, a capacity to work with others and take initiative
· Planning and organisational skills in a range of contexts

· Creativity and innovation, for example though ICT and computer aided design and manufacturing approaches

· Skills in using tools, equipment, software and materials

· Skills in collaborating, leading and interacting with others

· Critical thinking through exploration and discovery within a range of learning contexts

· Discussion and debate

· Searching and retrieving information to inform thinking within diverse learning contexts

· Making connections between specialist skills developed within learning and skills for work

· Evaluating products, systems and services

· Presentation skills
We will promote technologies at Arnprior and Croftamie Nurseries by offering opportunities for children to - 
· Make simple discoveries about technology through trial and error 

· Be able to anticipate simple cause and effect toys
· Be interested in how things work and what they do

· Explore what items of everyday technology (e.g. a stapler) can do through supported/ independent interactions with them

· Be able to demonstrate/ explain to others what everyday technology can do

· Identify the uses of everyday technology

· Select appropriate everyday technologies for different tasks
· Be able to ask and answer questions about everyday technologies

· Learn the basics of operating ICT equipment through supported/ independent interactions
· Demonstrate/ explain some functions of ICT equipment to others
· Recognise cause and effect and operate a mouse, and other ICT equipment
· Be able to describe some of the uses of ICT equipment
· Identify appropriate ICT equipment for different tasks

· Be able to ask and answer questions about ICT equipment

 Language of Learning –

· (Everyday technologies): glue stick, staples/ stapler, hole punch, sticky tape dispenser, guillotine, paper clips, treasury tags, split pins, elastic bands, string etc.

· (ICT): interactive whiteboard, computer, laptop, CD/ DVD/MP4/i player (etc.), tape recorder, Coomber, television, video camera, Digi blue, digital camera, webcam, printer, photocopier, fax machine, mobile phone, monitor, scanner, microphone, remote control, mouse, cursor, keyboard, keypad, touch pad, buttons, screen, monitor, on/off switch, plug, power, energy, electricity 

· That resources should not be used excessively or wasted

· Understand objects and materials can be reused

· Be able to use resources responsibly in the nursery

· Be able to identify what can go in a compost bin

· Be able to describe what happens in a compost bin

· Be able to describe how compost benefits the garden

· Know which materials can be recycled

· Know where to put materials for recycling so that they can be collected

· Be able to sort and group materials for recycling

· Give a simple explanation of how reducing/ re-using/ recycling resources benefits the environment

Language of Learning –

· reduce, re-use, recycle, cut down, use again, turn off, save, care, sustain, be responsible

· Earth, world, environment, nature, compost, peelings, leftovers, scraps, worms, soil, plant, grow, nutrients

· recycling bags/ bins/ centre, charity shop, paper, cardboard, glass, plastic, cans, foil, material, fabric

· waste, rubbish, litter, landfill, danger, pollution

· Be interested in watching others use software, and can help them interact with it

· Use a mouse/ keyboard/ whiteboard pen to interact with computer software

· Complete a simple software task/challenge using the computer/ interactive whiteboard

· Make choices about which software to use, and can navigate between programmes

· Beginning to use appropriate software to present ideas, thoughts and information in pictorial/ photographic/ aural / written/ graphic form

Language of Learning – 

· Computer, whiteboard/ pen, software, game, programme, CD Rom, mouse, keyboard
· Interact, choose, select, control, navigate
· Drawing, design, plan, photograph, image, slide, sound, recording, words, text, graph, table.
· Know that some technologies (e.g. computer, mobile phone, i pad) can be used to communicate with others

· Be able to make a phone call

· Log onto the Internet to research information for sharing with others

· Send an e mail/ fax message/ text

· Select and run a slide show/PowerPoint presentation and use the computer to record/save/retrieve/print work

Language of Learning – 

(Communicate using) technology, mobile phone, computer, laptop, fax machine, i pod (etc), internet, web cam

(form of communication) message, written information, data, facts and figures, e-mail, text, Skype, Blog, twitter, photographs, slide show, PowerPoint, web page

(Process of communicating) log on/ off, password, send, receive, file, folder, save, retrieve, print, delete. 

· Developing problem solving skills through challenges 

· Discover some functions of electronic, remote control and programmable toys through trial and error

· Follow directions to improve understanding of how electronic, remote control and programmable toys work

· Operate the controls of an electronic game

· Complete tasks and challenges in an electronic game

· Operate a remote control toy  

· Navigate a remote control toy around a course/ obstacles

· Use a directional keypad to issue commands

· Plan and follow a route with a programmable toy 

· Follow and use navigational vocabulary as I operate electronic, remote control and programmable toys

· Describe the effects of my actions when operating electronic, remote control and programmable toys

Language of Learning – 
· (equipment) electronic, remote controlled, programmable, hand held game/ set/ toy; Wii, X box, Play station, Nintendo (etc.), ‘Bee bot’, ‘Big track’ (etc.) 
· (direction/ navigation) start, finish, up, down, forwards, backwards, sideways, diagonally, right, left, turn, turn around, return, path, route, map

· (operation) remote control, key pad, buttons, switches, arrows, press, move, jump, control, send, direct, navigate, start, stop, pause, repeat, clear

· Talk about what is happening during an activity

· Describe techniques and problems

· Plan ideas and review learning

· Record and discuss the steps and processes in creativity

· Ask for advice/ information to develop ideas and solve problems

· Work with a partner to share ideas and problem solve

· Work as part of a group, taking turns to listen to and share ideas, opinions and problem solving strategies

· Use another person’s idea to develop work or solve a problem

Language of Learning – 

· talk, listen, discuss, explain, ask, consult, advise

· idea, thought, opinion, plan 

· problem, difficulty, challenge

· answer, solution, strategy, technique, method

· Develop concentration and perseverance skills through engagement with a variety of materials

· Can meaningfully persevere at a task

· Develop sensory awareness through engagement with a range of materials

· Develop manipulative skills through engagement with tactile materials such as sand, water, collage, fabrics, clay and dough (with adult direction / independently)

· Develop skills to transfer learning from one resource to another

· Control simple equipment (e.g. jugs and sieves) as I explore a variety of materials and methods

· Begin to select appropriate materials and tools (with adult support/ independently)

· Begin to use utensils and tools at snack/ baking/ drawing/ painting/making 

· Develop increasing control of the fine movements of fingers and hands to handle materials, tools and ICT equipment

· Control a variety of design/craft tools e.g. pencil, paintbrush, sculpting tool (with support/ independently)

· Control everyday technological tools such as a glue stick, stapler, sticky tape, hole punch (with help/ independently)

· Control a range of utensils, e.g. knife, peeler, grater

· Control basic woodworking tools under supervision

· Control scissors (with support/ independently)

· Self-select appropriate tools and resources for an activity or task

· Operate a computer mouse/ keypad in a controlled manner
· operate a computer mouse fluidly (e.g. to click, drag and place an object)
Identify and use some of the keys on a computer keyboard
Language of Learning – 

Try, explore, investigate, choose, select, concentrate, focus, persevere, touch, feel, see, observe, watch, smell, and hear, taste, thread, mould, shape, sculpt, and cut
Things, items, resources, materials, tools, utensils, equipment


· Make connections across construction experiences

· Show spatial awareness in play e.g. using large and small blocks

· Demonstrates investigative play with construction materials 

· Control and put together a range of construction materials

· Manipulate challenging construction materials (e.g. small Lego and puzzle pieces) 

· Be aware of the properties, features and component parts of an object, and can use this awareness to reconstruct the item

· Able to select and use different ways of joining when making models (e.g. glue, sticky tape, string, staples, nails)

· Able to select and use different ways of parting when making models (e.g. cutting, tearing, sawing)

· Able to demonstrates evidence of planning and thought during construction activities

·  Use trial and error to solve design problems

· Use thought and reasoning to solve design problems

· Collaborate with others to solve design problems and be able to adapt plans to solve design problems
Language of Learning – 

· Investigate, explore, try, think, (re)build, (re)construct, model, shape, control, handle, move, push, pull, manipulate, fix, join, connect, stack, part, separate, knock down, demolish, design, plan, collaborate, share, take turns

· Part, piece, component, property, feature, material, resource

· Represent ideas using simple/ more detailed design drawings

· Represent graphic ideas using ICT software

· Select software tools and effects to enhance design ideas

· Represent ideas in a simple/ more detailed way by modelling and sculpting malleable materials 

· Construct models which represent ideas using a variety of resources (e.g. heuristic materials, construction sets, wooden blocks, timber and recycled materials)

· Represent ideas using photography/ moving images and sound

· Represent ideas imaginatively in collaboration with others 

Language of Learning – 
· represent, show,  record, display, demonstrate, make, model, sculpt, build, construct

· ideas, thoughts, suggestions, opinions

· new, different, imaginative, unusual, varied

In conclusion we believe that children will become successful learners and responsible citizens through engagement with our holistic approach to learning and the rich opportunities we will provide for children to develop and learn.
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