
Reception:         Autumn 1 

Linked curriculum learning objective:    Know what computers and what they do 

Class discussion: What are computers? What can you do with them? What different types are there? 
Stress the use of computers as a tool and not just to run content based, or games, software. e.g. Use a word 
processor to make labels or write a shared note home, use the tools in an art program to create something original, 
use an art program to design something and make it elsewhere e.g. out of junk. 
 
Place a computer or laptop on the carpet with the children and begin to label the computer with post-it notes. Ask 

the children what they think the different parts do. Sometimes it helps children to teach them skills directly e.g. ask 

what the buttons on the computer do and then press them to show them. 

Prior to this task, ask the children to bring in any reclaimed materials such as yogurt pots, cereal and other food 

boxes, plastic cartons, plastic bottles and milk top lids to create your junk area. Introduce the children to the ‘Junk 

Modelling’ area. This area is where the children use various pieces of ‘junk’ to create something exciting and 

original. Tell the children they are going to build their own computer. See example pictures using cardboard, pots, 

pens etc. Record the children giving an oral account of their creations and how they use computers/ICT to do things 

(this could be video or a photo story with pictures and audio). When recording encourage critical thinking and 

creativity by asking e.g. I wonder how I….What happens if….Do you have any ideas how I can….I saw and it gave me 

an idea….Do you remember how you found out this worked, I liked the way you… 

What are inputs? These are simply the means of talking to a computer, the keyboard and mouse are the first that 

need to be mastered. On the IWB model using a keyboard, identify and match numbers using the SMART board 

software keyboard with the class. Explain that keyboards have all the letters of the alphabet – recognise S A T P I N 

However they are capital letters. Show the children how to play the typing games. Set the children the task of 

playing a variety of games that help them to learn keyboard skills and mouse control and techniques. 

 

Open using ‘paint packages’ presentation. Using a paint package on a computer/laptop or iPad, ask the children to 

draw a picture of how computers are used and of themselves. You could also create a classroom display that 

explains the different parts of a computer and some of the terminology. 

 

 

 

 

 

 

 

 

 

 

 



Reception:         Autumn 2 

Linked curriculum learning objective:    Know that computers need instructions to make 

them work 

Explain to the class that they are going to learn about directions and will explore the words we use to describe them. 

Play a game with the children to establish their understanding of directions (forwards, backwards, left and right).   

Show flash cards or point in different directions and ask children to shout out the correct terminology.  Explain how 

forwards and backwards is different to up and down. Discuss with children when we would use instructions, ask 

them as well as instructions they follow what else do we give instructions for? 

What way is  

What way is  

What way is  

What way is  

Set children a task to match the words to the images. In pairs using the flash cards, the child will match the direction 

their partner is standing in with the arrow and images on the cards. 

Recap on prior knowledge of directional language.  Play a quick game to reinforce the use of directional language. 

Explain that the process of giving directions is similar to providing instructions and that instructions need to be in a 

certain order (sequencing). In pairs, ask the children to direct each other using only the terms forwards, backwards, 

left and right.  Prompts can be placed on walls (with the word and symbol). It must be emphasised when giving 

instructions that 

Introduce children to the Bee Bots (floor turtle).  Explain how the Bee-Bot will not move unless we give it certain 

instructions or commands.  Children will learn to complete a programme of single instructions.  Children will also 

master clearing previous programs before starting a new program.  New terminology – ‘clear and go’ 

Extension - Children could make their own pictures to be placed together to create a map.  Then direct each other 

to different areas on their own maps. 

 

 

 

 

 

 

 

 

 

 

 

 



Reception:         Spring 1 

Linked curriculum learning objective:    Know what an algorithm is 

Introduce a story that you would like the children to retell.   

Look at the cover of the book – ask the children what they think it is about and what type of story it could be.  Ask 

children to label the different parts of a narrative book – author, illustrator, text, picture and blurb. 

Read the story of The Very Hungry Caterpillar. Ask children what the story was about in their own words to see if 

they can remember and identify the main events that happen. 

Watch YouTube clip https://youtu.be/75NQK-Sm1YY 

Discuss story in more detail.  Ask children to count the fruit as it appears on screen.  Ask children to say aloud, the 

days of the week together.  Ask the children to tell you which foods that appear are healthy and unhealthy.  Ask the 

children to group all of the red food for example, apple and strawberries. What happens to the caterpillar after he 

has eaten all of the food? 

Discuss with children the basics elements of making a story.  It has to have a beginning, middle and an end.  Ask 

children to retell the story, step-by-step in chronological order.  In what order does the caterpillar eat the food? 

Give children parts and arrange them in a line.  This line will visually represent the sequence of events.  Mix the 

children up and then tell the story to highlight the fact that it doesn’t make any sense, which is why stories are 

structured in a certain order.  For example, the caterpillar has to eat the food to grow and then sleep in the cocoon 

so it will transform into a butterfly. 

Start the lesson by explaining to the children that an algorithm is simply a sequence of instructions and that humans 

and computers follow algorithms to complete tasks. Or in other words, follow a list of instructions in order to do 

something, with orders and decisions.  Highlight the fact that these algorithms needs to be precise, accurate and in 

a step by step order, like a story, or they won’t make sense. Give examples of algorithms in relation to the story of 

The Very Hungry Caterpillar: Starts as a hungry caterpillar, decides he needs food, still hungry so eats more food, 

and again, and again, in this process he is growing, sleeps in the cocoon and then turns into a beautiful butterfly. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://youtu.be/75NQK-Sm1YY


Reception:         Spring  2 

Linked curriculum learning objective:    Know how to use a paint program 

Explain to the class what an artist is and that artists take their inspiration for their art from what is around them and 

the things that they are passionate about. Ask the class what they know about artists and do they know any works 

of art? You could link this to places that the children have visited. 

Demonstrate a PC art application with the class. Tell them to draw their favourite food and the place where they 

would eat it. When they have done this, make them play a game together by guessing what or whom they have 

drawn. This helps their drawing and colouring skills develop. 

Demonstrate an iPad art application with the class. Tell them to draw their favourite toy and themselves playing 

with it. When they have done this, make them play a game together by guessing what or whom they have drawn. 

This helps their drawing and colouring skills develop. 

Demonstrate an iPad art application with the class. Tell them to draw their favourite friend, explain this is called a 

portrait. 

Tell them to draw their favourite colour. They must use 4 different shapes and 4 different shades of their favourite 

colour. When they have done this, make them play a game together by guessing what or whom they have drawn. 

This helps their drawing and colouring skills develop. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Reception:         Summer  1 

Linked curriculum learning objective:    Know how to use IT to record images and sounds 

Begin the lesson by introducing the story or fantastic tale that you would like the children to retell.  Look at the cover 

of the book – ask the children what they think it is about and what type of story it could be.  Ask children to label the 

different parts of a narrative book – author, illustrator, text, picture and blurb. Next read the chosen story, for 

example, The 3 Little Pigs. Ask children what the story was about in their own words to see if they can remember 

and identify the main events that happen. 

Ask children to list the characters that appear in the story. For example: 3 pigs, wolf, mummy pig, man with straw, 

man with sticks or man with bricks. Use puppets or photos and ask children to describe these characters.  Write 

down all describing words that are used.  Talk about different materials, colours, shapes – e.g. bricks are strong. 

Children can act out different characters and use different voices when pretending to be them. 

Discuss with the children the basic elements of making a story.  It has to have a beginning, middle and an end.  Ask 

children to retell the story, step-by-step in chronological order.  Where do the characters appear in the story? 

Give children parts and arrange them in a line.  This line will visually represent the sequence of events.  Mix the 

children up and then tell the story to highlight the fact that the story now does not make any sense. 

Before children can start to begin to record their story they need to design any settings or characters.  This can 

simply be a photograph taken on the iPads. Children can draw or paint different backgrounds as part of an Art and 

Design activity prior to this lesson then use the iPad to photograph their work.  In the same way, they could draw or 

paint characters. Another option could be to make masks.  Then children could wear masks while others take a 

photograph.  This way the children will be part of their own stories.  Similarly, puppets or stuffed toys could be used. 

Demonstrate Puppet Pals on the whiteboard.  Explain to the children that any components they need to include in 

the story must be saved in the camera roll so they have access to them. Select the character they need and cut 

around it to remove the background.  This will test the child’s fine motor skills and needs to be done in one 

continuous motion without their finger leaving the iPad until the cut is complete.  Repeat this process with any other 

characters that are needed. 

Import the background they have designed for the setting of the story. Select any backgrounds and characters that 

are needed for the specific points in the story and experiment with resizing of different characters.  For example: 

Mummy pig will appear bigger than the 3 little pigs.   

Begin to plan and practice the retelling of the story. 

Encourage children to move their characters as they are recording audio to make it seem more lifelike. Encourage 

the use of clear, animated voices for the different characters and use sounds effects.  For example: knocking on the 

table when the wolf is trying to enter the little pig’s house will imitate knocking on the door. When recording is 

complete, save their project and export from Puppet Pals into the camera role to then be viewed and used 

elsewhere, such as on the school website. 

 

 

 

 

 

 



Reception:   Summer 2 – the world 

Link 1:  know how to take and display digital images onto the interactive whiteboard 

Share read a story about summer  

Long-term memory quizzes, games and revision: screen, keyboard, mouse/ algorithm 

Learn how to centralise the camera onto an image. 

Learn what to press to record an image. 

Take digital pictures on a nature walk and display them on the IWB.  

Provide digital cameras and ask the children to take pictures of different objects with the same criteria (e.g. smooth, 
fluffy, striped etc.) 

Learn how to enlarge the digital images so that children can look in more detail at objects. 

 

Link 2:  know to zoom into an object too see it more closely  

Share read a story about summer  

Long-term memory quizzes, games and revision: screen, keyboard, mouse/ algorithm 

Use magnifying glasses to look at summer plants in detail. 

Provide digital / video cameras and microscopes in exploratory activities for the children to take pictures of what 
they see. Compare this to a hand-held magnifying glass 

Take daily pictures of e.g. a growing seedling, the weather), and observe how the pictures change over time. 

Attach a digital microscope to the IWB to observe different objects. 

Use an Easi-scope to take close up pictures, and look at them closely on the IWB. 

 

Link 3:  know to draw a ‘summer’ picture, save and retrieve it 

Share read a story about summer  

Long-term memory quizzes, games and revision: screen, keyboard, mouse/ algorithm 

Learn how to create a picture e.g. petals of a flower. 
Support and extend the skills children develop as they create a ‘summer’ picture online. 
Know how to save the picture. 
Know that information can be retrieved from computers – re-open their saved picture and add some more/less to it.  

 
 

Link 4:  know to follow a program 

Share read a story about summer  

Long-term memory quizzes, games and revision: screen, keyboard, mouse/ algorithm 



Load and use a CD ROM, (e.g. At the Garden Centre.)  

Visit a garden centre and identify where technology is used e.g. automatic door, the electronic till, bar codes on 
flowers.  
Follow the instructions as the game/activities continue 
Revise how to use the mouse and keyboard to make things move. 

 
 
 

Linked curriculum learning objective:      know how to take close-up digital pictures of plants 

Share read a story about summer  

Long-term memory quizzes, games and revision: screen, keyboard, mouse/ algorithm 

Revise how to take a close-up digital image on a camera 

Take an image, save it, retrieve it and print it off. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


