Medium-term lesson plan 2026 Spring 1 EYFS Computing

	EYFS
Programming Bee Bots 
	Week one – Understanding arrows
	Week two – Introduction to Bee bots 
	Week three – Simple programming 

	Steps
	1. With the set of Activity: Arrow cards discuss what the arrows mean and their names (forwards, back, left and right) with the children. 
2. Ask the children to stand up. Hold up one of your arrow cards to show them. If you hold up the forwards or back arrow, they must move one step in that direction. If you hold up the left or right arrow, they must turn in that direction (not sidestep). Practise this a few times. 
3. Starting in the classroom, follow the route you have set out around the school. Allow the children to lead the way and simply observe. If the children make a mistake, allow this to happen and then when they realise, encourage them to think about why it happened and how to solve the problem

	1. Once you have positioned the Bee-Bots in your learning environment, position yourself (or ensure another adult is present) to provide support or guidance if the children ask for it. 
2. Allow the children to explore and experiment with the Bee-Bots at their own pace, without any direction for the learning

	1. Gather a small group of children and ask them to sit in a circle. 
2. Look again at the Activity: Arrow signs from the previous lesson and recap their meanings.  
3. Show the children the arrows on the Bee-Bot and explain how they work. 
4. Choose some of the more simple cards from the Activity: Bee-Bot sequence cards (one-step or two-step sequence cards) and lay them out on the floor, face down. Put the Bee-Bot in the centre of the circle. 
5. Select a child to come and turn over a sequence card.
6. The child must then program the Bee-Bot to follow the instructions on the card. 
7. If the children encounter a problem, talk them through how to debug the issue by asking: 
a. “What do you think went wrong?” 
b. “How do you think you could fix it?”
c.  “Let’s start again. What can we do differently this time?”
8. Repeat so that each child has at least one turn


	ELG
	ELG: Managing self: Be confident to try new activities and show independence, resilience and perseverance in the face of challenge
	ELG: Managing self: Be confident to try new activities and show independence, resilience and perseverance in the face of challenge.
 
Mathematics 
· Count objects, actions and sounds.

	Personal, social and emotional development
· ELG: Managing self: Be confident to try new activities and show independence, resilience and perseverance in the face of challenge
 
Mathematics
· Count objects, actions and sounds
· Link the number symbol (numeral) with its cardinal number value
· Count beyond ten


	Key Learning
	To follow a simple set of instructions.
To understand the meaning of arrows.
	· To experiment with programming a Bee-bot/Blue-bot
· To explore and tinker with hardware to develop familiarity and introduce relevant vocabulary

	· To experiment with programming a Bee-bot/Blue-bot and to learn how to give simple commands
· To learn to debug instructions, with the help of an adult, when things go wron


	Opportunities for play
	
	Set up bee bot tuff tray in the outside provision
	Set up bee bot tuff tray in the outside provision

	Reading
	

	Spirituality
	

	Vocab
	· forward
· back
· backwards
· right
· left
· arrow
· direction
· turn
· straight on
· directions
· route

	· Directions
· Program
· Forward
· Algorithm
· Instructions
· Back
· Backwards
· Right
· Left
· Circle
· Arrow
· Direction
· Turn
· Straight on

	· Algorithm
· Debug
· Back
· Forward
· Backwards
· Right
· Left
· Arrow
· Circle
· Direction
· Turn
· Straight on
· Directions
· Program
· Instructions
· Sequence






	EYFS
All about instructions
	Week Four – Understanding algorithms
	Week Five – Programming a Bee Bot
	Week Six – 

	Steps
	1. Remind the children that an algorithm is a set of instructions set out in a specific order. Tell them that they are going to use their bodies to follow some algorithms, just like they have been doing with the Bee-Bots. 
2. Hand out a sequence card to each child from the Activity: Bee-Bot sequence cards, tailoring the level of difficulty accordingly (one-step and two-step are the simplest). 
3. Allow the children time to look at their cards and think about the instructions. 
4. Ask the children to stand up one by one, and carry out the instructions on their sequence card, moving their body forwards, back and turning left or right. 
5. Encourage the children to count the number of steps out loud as they move. 
6. When every child has had a turn, swap the cards and repeat

	1. After placing the Bee-Bots and Activity: Bee-Bot sequence cards in your teaching environment, allow the children to explore the Bee-Bots and experiment with pressing the buttons and trying to program a sequence. 
2. Position yourself (or another adult) to provide support or guidance if the children ask for it. Remind the children to look carefully at the arrows on the cards and think about how to program the Bee-Bot to follow the sequence. 
3. If the children encounter problems, encourage them to think critically to try and debug the issue (use the questions and prompts below).
Children that are particularly engaged in the activity may enjoy creating a map or drawing out a route or path for their Bee-Bot to follow, creating their own sequences of instructions in the process.

	

	ELG
	· Personal, social and emotional development
· ELG: Managing self: Be confident to try new activities and show independence, resilience and perseverance in the face of challenge.
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· Count objects, actions and sounds. 
· Link the number symbol (numeral) with its cardinal number value. 
· Count beyond ten. 
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Mathematics
· Count objects, actions and sounds. 
· Link the number symbol (numeral) with its cardinal number value. 
· Count beyond ten.

	

	Key Learning
	· To learn that an algorithm is a set of instructions to carry out a task, in a specific order
· To follow an algorithm as part of an unplugged game
· To learn to debug instructions, with the help of an adult, when things go wrong
	· To experiment with programming a Bee-Bot/Blue-Bot and to learn how to give simple commands
· To learn to debug instructions, with the help of an adult, when things go wrong
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· Left
· Arrow
· Direction
· Turn
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· Sequence
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