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At St Margaret’s, we use the Teach Computing curriculum. Below the source year is shown in brackets. Shared topics require different support, independence and depth of explanation across year groups.
Reception objectives below are suggested school adaptations through play, talk and practical exploration. They are not supplied NCCE Reception objectives or formal KS1 expectations.
	Term and shared unit
	Reception objectives and experiences
	KS1 knowledge and practical skills
	Key vocabulary
	Suggested assessment evidence

	Advent
Technology around us 
(Year 1)
	· Recognise familiar technology and talk about how it helps. 
· Explore cause and effect using a button, mouse or touch screen. 
· Practice taking turns and handling devices carefully; tell an adult when something feels wrong.

Experience: Explore role-play devices and a supervised computer; click or tap to make something happen and describe the result.
	· Technology helps people carry out tasks; some technology is non-digital. 
· Identify a computer and its screen, keyboard and mouse or trackpad. 
· Understand that actions using input devices affect what happens on screen. 
· Explain simple rules for safe, careful and healthy use.

Practical skills: Practise logging in with support, clicking and dragging, opening a program and typing a name. Use arrow keys and delete/backspace to edit. Save work with a suitable filename and reopen it.
	Reception: button, screen, mouse, keyboard, click, tap, help

KS1: technology, computer, screen, mouse, keyboard, click, drag, cursor, type, save, file
	Reception: Identify a familiar device, explain its purpose and demonstrate a simple action with support.

KS1: Name parts and explain their use. Demonstrate clicking, typing, saving and reopening; explain a safe-use rule and identify a trusted adult for help.

	Lent
Digital Painting 
(Year 1)
	· Make marks with a digital tool and choose a colour or brush. 
· Describe a picture and begin to explain a choice. 
· Explore changing or undoing a mark, with adult support.

Experience: Create a picture in a supervised painting app, then compare with crayons or paint. Adults model selecting tools and saving.
	· Digital painting tools have different purposes.
·  Lines, shapes, colour, brush size and fill can be chosen to achieve an effect. 
· Explain similarities and differences between creating art digitally and on paper.

Practical skills: Explore freehand, line and shape tools, then make deliberate choices for a picture. Change colours and brush size, correct mistakes with undo and save work. Explain which tools helped and why.
	Reception: paint, colour, brush, line, shape, undo

KS1: paint, tool, brush, line, shape, fill, colour, undo, erase, save
	Reception: Choose a tool, make marks deliberately and talk about the picture or a change made.

KS1: Create a saved picture using chosen tools. Demonstrate one tool, explain a choice and compare the digital process with painting on paper.

	Pentecost
Robot Algorithms
(Year 2)
	· Follow and give simple instructions.
· Begin to understand sequence and direction.
· Explore and predict what a robot will do.

Experience: Follow and give simple instructions through movement games. Create and follow simple routes. Explore Bee-Bots by making predictions about its movements.
	· Understand and create sequences of clear instructions.
· Design and program a route for a floor robot.
· Predict, test and debug programs. 

Practical skills: Develop programming skills by putting commands in the correct order and programming floor robots to follow routes. Predict what will happen, spot mistakes and make changes to improve their programs.

	Reception: instruction, go, stop, move, turn, forwards, backwards, first, next, last, route, robot

KS1: instruction, sequence, command, algorithm, program, route, direction, predict, outcome, test, debug, error, start, finish
	Reception: Capture a chosen subject with support, describe it and explain what they like or would change.

KS1: Plan and programme a route. Predict what will happen. Identify errors and explain how they were fixed.
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The prompts below differentiate the shared units for this class. Check pupils’ practical understanding before moving on; success in using an application does not by itself demonstrate understanding of the computing concept.
	Year group
	Starting points
	Teaching emphasis
	Expected evidence and progression

	Reception
	Start with play, communication, fine-motor control and familiar devices; do not assume access at home.
	Brief adult-supported exploration, real objects, role play and unplugged instructions. Model vocabulary and provide repeated turns.
	Explain a simple purpose, make a deliberate choice and seek adult help. Observe talk and practical actions rather than formal written outcomes.

	Year 1
	Check clicking, dragging, typing and naming device parts. Establish save/open routines before relying on them. Establish familiarity with floor robots and basic commands.
	Model one action at a time, then reduce support. Use selected tools and prompts. Model one command at a time, then build simple sequences. Use floor robots to follow routes, make predictions and identify simple errors.
	Create, save and retrieve content with growing independence; explain a tool choice and apply safe-use routines. Create and test a simple sequence to move a floor robot; predict what will happen, identify mistakes and make simple changes with increasing independence.

	Year 2
	Check prior learning in digital writing, media, algorithms and file handling; extend the shared Year 1 units beyond repeated practice. 
	Choose tools for a purpose, compare alternatives and edit independently. Plan routes with greater precision, choose appropriate commands and debug independently. Encourage children to explain how and why they changed their program.
	Select and combine tools deliberately, organise and retrieve work, explain an improvement. Design, program and test a sequence of commands to achieve a specific goal; predict outcomes, debug errors and explain improvements using appropriate programming vocabulary.


Resources and preparation
Devices with a mouse/trackpad and keyboard for the first two units; a painting application; cameras or tablets; floor robots. Set up a familiar save location and practice retrieving work.  
Online safety and responsible use
Model asking permission, careful handling, taking turns, suitable breaks and telling a trusted adult about anything worrying. Use school-managed devices and selected content. Practise keeping personal information private. Adults manage storage and any sharing.
Inclusive teaching and assessment
Model short steps with visual prompts, worked examples and vocabulary rehearsal. Adapt pointer size, zoom, keyboard access or input devices where needed. Use paired roles but check each pupil’s understanding. Offer movement breaks, adult check-ins, oral explanations and screenshots. Assess the process as well as the final product: ask pupils to predict, demonstrate, explain and improve. Retain a small sample of work and note support given; use the unit assessment materials where available.
Coverage and subject leadership
The 2026–27 curriculum is carefully planned to incorporate the aspects of technology, creating media and coding.  Subject leaders review retained learning and the full programme, including data and online safety. The overview has been carefully planned to enable progression across each year group, as well as ensuring topics have not been repeated due to changing class mixes for this academic year.

