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Activity Eng Maths Sci PE Art & 
Design 

D&T Geog His Music PSHE RE MFL 

Walking with Dinosaurs X    X        

Pictures Tell a Thousand Words X    X     X   

App Attack - Games Design X X   X        

Crazy Creatures X X           

Young Investigators X    X        

We are all Connected X    X  X X  X   
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KS 1 – Yr 1 (Ref: 7) 

 
Apptivity Name: Walking with Dinosaurs  
 
 
Summary: 
 
By breaking down an everyday task, you can 
demonstrate to children the importance of 
sequencing.   Children will also become familiar 
with the term algorithm. 
 
By the end of this project, children will fully 
understand the term algorithm and will be able 
to use a simple app on an iPad to reinforce this 
learning 
 
 

Key Computing Terminology: 
 

Algorithm : An algorithm is a sequence of 
instructions and/or set of rules. 
 
Conditional Language: can also be described as a 
Conditional Expression, they are features of 
coding that perform different computations or 
actions depending on a specified condition being 
either True or False. For example using the if then 
else construct, If the following Condition is True 
Then do the following instructions Else do these 
different instructions.  
 
Sequencing: A set of actions or events that must 
be carried out in the same order every time.  
 
Sprite: a sprite is a 2D image that is integrated 
into a computer game in a layered effect.  

 
 
 
 
 
 
 
 
 
 
 
 

Computing POS Reference: 
 

• CS1 - Understand what algorithms are; how 
they are implemented as programs on digital 
devices; and that programs execute by 
following precise and unambiguous 
instructions 

• CS2 - Create and debug simple programs 
 
 

What is required? 
 
Week 2:  

• Pen and paper 
 

Week 3: 

• iPads - Toca Boca Hair Salon app 
 
Week 4: 

• Access to the school hall or playground 
 

Week 5: 

• iPads – Daisy the Dinosaur app 
 

 

eSafety 
Not applicable 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Let’s get started 
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Weeks 
(1 hour 
lesson) 

Lesson Aim Lesson Summary 
Lesson Outcomes and 

Assessment 
Opportunities 

1 What is an 
algorithm?  
 
Familiarise 
children with 
the meaning of 
algorithms and 
the need for 
them to be 
precise and 
accurate. 
 

Start the lesson by explaining to the children 
that an algorithm is simply a sequence of 
instructions.  Humans and computers follow 
algorithms to complete simple tasks i.e. an 
algorithm is a list of instructions defining how 
to complete a task and includes orders and 
decisions.   
 
Ask children to talk through simple routines 
that they do before school, for example - 
having breakfast.  What is the process of 
making their breakfast?  Start by putting 
bread in the toaster, wait a few minutes for it 
to heat up and start turning golden brown, 
check to see if the toast is brown enough, if 
so, pop the toast, decide whether you would 
like butter or jam, cut in half or quarters on a 
chopping board, put on a plate and eat.  
 
Give other examples of algorithms such as in 
cookbooks, which include step-by-step 
recipes. 

Children able to 
understand and explain 
algorithms and the 
importance of order and 
accuracy. 
 
Children able to identify 
algorithms in everyday life. 
 
Why do we do things in an 
order? 
 
Why is it important that 
tasks are completed in an 
order? 
 
What happens if we 
buttered the bread first? 

2 Instructional 
writing. 

Ask children to draw or write down 
instructions for simple tasks such as making a 
sandwich.  This needs to be step-by-step 
including any decisions that are made in the 
process.  Ask children to highlight decisions 
and show the options that are available for 
each decision. 

Children are able to break 
down tasks into a sequence 
of steps and understand 
the order of sequence. 
 
What do we mean by a 
sequence? 
 
What is a decision? 

3 Create a word 
algorithm. 

Demonstrate the use of an iPad to play a 
simple game such as Toca Boca Hair Salon.  
Show the children how to take a screen shot 
of each step in the process of getting ready.  
This may consist of wetting the hair, using 
shampoo to wash the hair, washing the 
shampoo off, towel drying the hair and then 
blow drying the hair etc.  These screen shots 
could then be printed or even put into 
another program (such as pic collage) which 
the children could annotate with further 
instructions. 
 
The same activity could be repeated with Toca 
Boca kitchen. 

Children are able to use a 
simple app on an iPad to 
create a word algorithm. 
 
Why did you do it in that 
order? 
 
What would happen if you 
changed the order so you 
dried the hair and then 
washed it? 

4 Play ‘Daisy the 
Dino’ style 
game in the hall 

Reiterate to the class that an algorithm is 
simply a sequence of instructions.  Humans 
and computers follow algorithms to complete 

Children are able to follow 
and deliver word 
algorithms.  
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to reinforce 
word 
algorithms. 

simple tasks i.e. an algorithm is a list of 
instructions defining how to complete a task 
and includes orders and decisions.   
 
Either inside the school hall or outside in a 
large open space, instruct the children to 
perform various commands such as taking one 
step forward, backwards, turning left or right.  
Add in commands such as jump, spin and roll.  
See if children are able to grow by putting 
their arms in the air or shrink by crouching 
down small. 
 
Pair children up and see if they can give each 
other simple word algorithms to follow.  
Explain that these word algorithms can be 
shortened by using commands such as repeat.  
Introduce them to conditional language such 
as when & if. 

 
What would happen if we 
change the instructions? 
 
Is there a better way of 
doing that, could you use 
an instruction such as 
‘repeat’? 
 
Why do we follow 
instructions? 
 
 

5 Play ‘Daisy the 
Dino’ on the 
iPad. 

Demonstrate how to use Daisy the Dino on 
the iPads.  Explain to the children that it uses 
the same principles as explained in the earlier 
activity.  Start the class on the ‘free-play’ 
mode and then ask them to switch to 
‘challenge’ mode once they feel confident. 

Children understand the 
term algorithm and are 
able to use a simple app on 
the iPad, unaided, to 
reinforce this learning. 
 
Why did Daisy Move? 
 
What did the ‘repeat’ 
instruction do? 
 
What happens if we 
change ‘move’ to spin? 

 

Further challenges and possible home learning activities: 
 
Ask the children to think of the games they play at home and produce a word algorithm for playing them. 

 

Alternative Apps/Software to those recommended 
 
Week 3: 

• Alternative to Toca Boca Hair Salon app – replace with any digital game that has a step-by-step 
approach, for example I Can Cook Game - http://www.bbc.co.uk/cbeebies/i-can-cook/games/i-can-
cook-game/. 

 
Week 5: 

• Alternative to Daisy the Dinosaur app – Scratch Junior (available from September) or 
http://learn.code.org/hoc/1   

http://www.bbc.co.uk/cbeebies/i-can-cook/games/i-can-cook-game/
http://www.bbc.co.uk/cbeebies/i-can-cook/games/i-can-cook-game/
http://learn.code.org/hoc/1
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KS 1 – Yr 1 (Ref: 8) 
 
Apptivity Name: Pictures Tell a Thousand Words  
 
 
Summary: 
 
This project will teach children about the main 
functions and buttons of a digital camera as well 
as about different shots so children can 
confidently capture their own shots using both a 
digital camera and the camera app on an iPad.   
 
Finally, the children will develop an 
understanding of using pictures to tell a story. 
 
 

Key Computing Terminology: 
 
Not applicable 
 

 
Computing POS Reference: 
 

• DL2 - 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 

 
 

 
 
 
 

What is required? 
 
Week 1:  

• Digital Cameras 
 

Week 2:  

• Examples of different styles of photographs 
(not provided) 
 

Week 3: 

• Digital Cameras 
 
Week 4: 

• iPads – camera app  
 

Week 5: 

• Chosen story e.g. The Snowman (not 
provided) 
 

 

eSafety 
• Digital Citizenship & Technology 1.1 - Discuss 

the use of photographs with children, many of 
their parents and elder brothers/ sisters will 
post pictures online discuss with children who 
can see those pictures. 
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Let’s get started 
 

Weeks 
(1 hour 
lesson) 

Lesson Aim Lesson Summary 
Lesson Outcomes and Assessment 

Opportunities 

1 To teach 
children the 
main functions 
and buttons of a 
digital camera. 

Demonstrate the use of a digital 
camera – show children the main 
buttons such as power button, the 
capture button, how to zoom 
in/out etc.  Show children how to 
wrap the strap around their wrist 
when using the camera to avoid 
any damages.   
 
Explain to children that the camera 
needs to be still, steady and level 
before they push the capture 
button.  Also that their finger must 
not cover the lens or the flash. 

Children understand the function of 
the main buttons on a digital camera. 
 
What did we use a camera? 
 
What else would you use a camera 
for? 
 
What happens if we change.....? 

2 To teach 
children about 
the different 
shots that a 
camera can 
capture. 

In order to achieve a good 
photograph, the object that they 
are trying to capture needs to be 
inside the frame.  Explain to 
children that they must try not to 
chop off any part of the 
subject/object they are trying to 
capture i.e. the whole 
subject/object must be inside the 
viewer on the digital camera. 
 
Show examples of different styles 
of photographs such as close ups, 
medium, long and wide angle 
shots.  Explain the meaning of each 
style. 

Children will have an understanding of 
different camera shots. 
 
What is the subject of the 
photograph? 
 
What type of photograph are you 
taking? 
 
 

3 Children to 
experiment with 
cameras. 
 
Display and 
discuss the 
photographs 
taken. 

Provide each child with a camera 
so they can experiment with taking 
different style of photographs. 
 
Display photographs on the board 
and discuss the various pictures.  
Point out any faults such as blurred 
pictures and ask the children what 
they think they could do to make it 
better.  

Children able to take a photograph 
unaided and analyse the difference 
between good and bad pictures. 
 
Why do we take pictures? 
 
What is wrong with this picture? 
 
How could we improve on this 
picture? 
 
What is the object in this picture? 

4 To teach 
children how to 
use the camera 
app on the iPad, 
view and edit 
any unwanted 

Demonstrate to children how to 
take a photograph using an iPad.  
Explain that there is a camera on 
the front and back of an iPad and 
that they need to ensure they 
don’t accidently cover either lens – 

Children able to use an iPad unaided 
to take a photograph and use editing 
options. 
 
What do we mean by editing a 
photograph? 
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pictures. 
 
 

just like when they had to keep 
their finger away from the lens of a 
digital camera. 
 
Explain to the children that any 
photographs they take will be 
saved into the ‘camera roll’ on the 
iPad so the photo can be used in 
other apps.  Show children how to 
view their photographs and how to 
delete any unwanted photographs. 
 
Using the Photobooth app apply a 
filter to the pictures to show you 
can change the appearance of a 
picture. 

 
What are you doing to that 
photograph? 
 
Why are you changing that picture? 
 

5 To familiarise 
children with 
stories that are 
told through 
pictures (no 
words) and 
recognise the 
effect that 
different shots 
have. 

Explain to children that pictures 
can tell a thousand words as they 
capture events that can be put in 
order to tell a story. 
 
Use a picture story such as ‘The 
Snowman’ by Raymond Briggs as 
an example of a story that can be 
told simply through pictures rather 
than the use of words. 
 
Analyse the pictures in the story 
and see if the children can 
recognise the different shots, for 
example a wide angle shot takes a 
picture of the scenery or setting 
and is also known as the 
‘establishing shot’ – close ups are 
used to show character emotions 
etc. 

Children can recognise the different 
style of shots in a story and can 
explain their purpose or effect. 
 
What is happening in this picture? 
 
Who is in this picture? 
 
Where is this picture? 
 
How can you tell what is happening in 
this picture? 

 

Further challenges and possible home learning activities: 
 
Ask the children to look at some of their own photographs and ask them to critique their own photographs.  
Are they able to use those photographs to tell a story?  For example, if they put ten pictures from their 
birthday party together does it tell the story of the party? 

 
Alternative Apps/Software to those recommended 
 
Week 4: 
If you don’t have iPads you could use a digital camera and then import the pictures to a laptop/ PC. 
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KS 1 - Y1 (Ref: 9) 

 
Apptivity Name: App Attack 
 
 
Summary: 
 
The aim of this apptivity is to introduce children 
to the simple concepts of games design as well as 
notions of sequencing, computational thinking, 
directional language and problem solving. The 
children will write and become comfortable with 
writing simple algorithms and understand the 
need for algorithms to be precise and accurate. 
The children will then storyboard an idea for a 
simple game, using “if” and “when” statements 
to explain what will happen in their game. This 
will be turned into mini video promos for their 
game. 

 
 

Key Computing Terminology: 
 
Algorithm:  An algorithm is a sequence of 
instructions and/or set of rules. 
 
 

Computing POS Reference: 
• DL1 - Recognise common uses of information 

technology beyond the school 
• IT 1 - Use technology purposefully to create, 

organise, store, manipulate and retrieve 
digital content 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

What is required? 
 
Weeks 1-6:  

• Robot Game Introduction - Ref 9.1 

• Directional flash cards - Ref 9.2   
 
Week 2:  

• Robot Mask -  Ref 9.3 

• Simple Maze Diagram - Ref 9.4 

• Chalk or toilet paper to create a maze. 
 
Week 3:  

• Teacher choice - colour pencils/felt tips and 
A3 paper or on an iPad/PC use a simple 
drawing application. 

• Robot worksheet – Ref 9.5 
 
Weeks 4-5:  

• Suggested apps/software: 
o PC - Photostory 3 (Free),  
o iPads - Explain Everything (£1.99)  
o iPads - SonicPic (69p) 

• Teacher tutorials depending on which 
app/software chosen: 
https://www.youtube.com/watch?v=fA9qZf7B
wGs  
https://www.youtube.com/watch?v=b00Zeszv
jP4  
https://www.youtube.com/watch?v=zLIpQlPw
EoA  

 
 

eSafety 
Not applicable 

 
 
 
 
 
 
 
 
 
 
 

https://www.youtube.com/watch?v=fA9qZf7BwGs
https://www.youtube.com/watch?v=fA9qZf7BwGs
https://www.youtube.com/watch?v=b00ZeszvjP4
https://www.youtube.com/watch?v=b00ZeszvjP4
https://www.youtube.com/watch?v=zLIpQlPwEoA
https://www.youtube.com/watch?v=zLIpQlPwEoA
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Let’s get started 
 

Weeks 
(1 

hour 
lesson) 

Lesson Aim Lesson Summary 
Lesson Outcomes 
and Assessment 
Opportunities 

1 Introduce the 
children to 
algorithms. 
 

Introduce to the children the idea of games design. 
Ask the children what games they like? Tell them that 
over the next few sessions they will design their own 
Robot game.  
 
Open “Robot Game Introduction” (Ref 9.1) 
 
Explain to the children that all games are made with 
Algorithms… 
 
An algorithm is a sequence of instructions that 
humans and computers follow to complete tasks.  
 
Emphasise that algorithms need to be accurate as 
computers aren’t very intelligent i.e. they just do 
exactly what they are told! 
 
Ask pupils to shout out examples of words used for 
directions.  Write these on a piece of flip chart paper 
and discuss/clarify the meanings of any words they 
are unsure of e.g. right, left, forward, backward, go 
and stop.  (These words will form the basis of the next 
lesson.) 
 
Ask for a volunteer to pretend to be a robot in a 
game.  Explain we will be creating (orally) algorithms 
using directional language as we give the robot 
instructions to move.  
 
Now, ask the children to move the ‘robot’ to 
somewhere within the classroom by giving directional 
language.   
 
Note – If their understanding of directional language 
is not great then time needs to be spent reinforcing 
this before moving on to the next session. Directional 
flash cards (Ref 9.2)  are also available if required. 

That an algorithm is a 
set of accurate 
instructions. 
 
Understand the use of 
directional language 
to produce oral 
algorithm. 
 
What is an algorithm? 
 
What is meant by 
directional language? 
 

 

2 Children to 
reinforce their 
understanding 
of algorithms 
by giving 
instructions 
using 
directional 
language. 

Note - You will need to have access to a large space. 
For example, this lesson could be done outside with 
chalk or in the hall with toilet roll. 
 
Preparation – Open the Robot Mask (Ref 9.3) and 
print out enough copies for half the class.  Ask the 
children to work in pairs and cut out and attach string 
so the mask can be tied on. Remember do not cut out 
the eyes. 
 

Give and follow 
instructions, including 
turning movements, 
one at a time. 
 
 
What algorithm are 
you using? 
 
How have you made 
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This is a practical lesson whereby children work in 
pairs, one child plays the role of a robot and the other 
has to give a series of instructions (an algorithm), 
using directional language to guide their robot (who 
cannot see through their robot mask) around a maze. 
 
Move to the hall/outside and set the maze up (use Ref 
9.4 for ideas). A cheap way to construct the maze is 
out of a couple of rolls of toilet paper or use chalk to 
map out a maze on the floor. The toilet roll/chalk lines 
represent the walls.  The children have to guide their 
partners to stay within the walls (see Simple Maze 
Diagram provided Ref 9.4) (Make all turns 90 
degrees).  The children can then swap roles. 
 
Note - Construct the maze with the children (as 
opposed to setting up before the lesson) as this offers 
the opportunity to reinforce the language of 
direction.  
 
Video or take photos to record the children’s work. 

your Robot follow the 
maze? 
 
Which part of the 
maze was the most 
difficult for your robot 
to follow? 
 
Why? 
 
How could you 
improve your 
instructions? 

3 Children will 
create their 
robot and 
think about 
what the 
different 
elements of a 
game are. 

Explain to the children that in this session they are 
going to draw a robot character in a scene that they 
will use as part of their game idea in a later session.  
 
Introduce and demonstrate a few games on the board 
as part of a class discussion or use worksheet ref 9.5. 
Ask the following questions: 

• What do you think makes a good game?  

• What sort of things should we include in our 
game?  

• What would be a good title for your game?  

• What does your robot look like?  

• How do the robots behave? 

• What do they do? 
 
You are looking for answers like: Platforms, places 
(where is it set: jungle, outer space, under water), 
obstacles, rewards, enemies? Make a list on a flip 
chart/board of key elements for the children to think 
about including when designing their own game. 
 
Ask them to draw their robot character in a maximum 
of three different scenes i.e. 3 different pictures.  One 
picture could show the robot finding treasure, the 
next picture could show the robot fighting a baddy.  
This can either be done using colour pencils/felt tips 
and A3 paper or on an iPad/PC using a simple drawing 
application. 

Understand that 
digital games are 
made up of different 
elements 
 
If drawing app used: 
 
Use simple drawing 
tool to express ideas. 
 
What makes a good 
game? 
 

4 Children will 
create a short 
video promo. 

Tell the children they are now going to create a video 
promotion of their game.  
 
Ask the children to take pictures of their drawings 

Able to discuss the 
elements of a game, 
the order of events 
(sequence). 
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from the previous session and import them into one 
of the apps suggested below.  Then ask the children 
to add some audio (simply record themselves within 
the app talking about their game) so that they create 
a photo story. This can be done with numerous apps 
and software but here are 3 options: 
 

• PC - Photostory 3 (Free) - adding photos and audio 
tutorial: 
https://www.youtube.com/watch?v=fA9qZf7BwGs  

• iPad - Explain Everything (£1.99) - adding photos 
and audio tutorial: 
https://www.youtube.com/watch?v=b00ZeszvjP4  

• iPad - SonicPic (69p) - adding photos and audio 
tutorial: 

• https://www.youtube.com/watch?v=zLIpQlPwEoA  
 
Encourage the children to include things like the 
following in their audio: 

• What order do things happen? 

• What is the aim of the game? 

• How does the robot move around? 

 
Try to get them to use terms like “if” and “when” 
which are conditional statements used in 
programming e.g. “when” the robot falls he hurts 
himself or “if” the robot gets hit by a baddy then he 
dies! 
 
Save their videos.  

 
Begin to use 
conditional language 
like “if” and “when.” 
 
 
How did you find 
making your videos? 
 
Why would we use 
“if” and “when” in our 
videos? 

5  Continue work from session 4.  Once completed, save 
their videos.  You can share these with parents by 
uploading them to the school website. 

As above 
 

6 Children will 
present their 
own videos. 

Invite the children to stand up in front of the class and 
play their video. Encourage the class to ask questions 
about the game. 

Able to present and 
communicate 
complex ideas. 
 
What did you most 
enjoy? 
 
What would you do 
differently next time? 

 

Further challenges and possible home learning activities: 
 
Ask children to explain their favourite game/ app.  They could make movies or ask them to answer the 
questions detailed in lesson 4 about their favourite game. 

 

Alternative Apps/Software to those recommended 
 
Not applicable

https://www.youtube.com/watch?v=fA9qZf7BwGs
https://www.youtube.com/watch?v=b00ZeszvjP4
https://www.youtube.com/watch?v=zLIpQlPwEoA
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KS 1 - Y1 (Ref: 10) 

 
Apptivity Name: Crazy Creatures 
 
 
Summary: 
 
Throughout this project, children will further 
develop their understanding of control, 
directional language and programming.   
 
The project will reinforce children’s 
understanding that instructions need to be given 
in a correct order and children will be able to give 
instructions using directional language and 
numerical units. 
 
The final lesson will provide children with the 
opportunity to use a computer or tablet device to 
program a character through a series of 
challenges.  Children will use their prior 
knowledge by using the same principles of 
sequential instructions. 
 
 

Key Computing Terminology: 
 
Control: In ICT Terms, this means the commands 
placed in a sequence to perform a desired task.   
 
Directional language: Forwards, backwards, left 
and right. 
 
Sequencing: A set of actions or events that must 
be carried out in the same order every time.  
 
Simple Program: A sequence of instructions to 
perform a task 
 
 
 

Computing POS Reference: 
 

• CS1 - Understand what algorithms are; how 
they are implemented as programs on digital 
devices; and that programs execute by 
following precise and unambiguous 
instructions 

• CS2 - Create and debug simple programs 

• CS3 - Use logical reasoning to predict the 
behaviour of simple programs 
 
 

What is required? 
 
Weeks 1 - 2:  

• Flash cards – Ref 10.1 
 

Week 3: 

• Bee-Bots (or other floor robot) 
 

Week 4: 

• PCs – Bee-Bot software 
 

Week 5: 

• iPads - Bee-Bots and Bee-Bot Pyramid apps* 

• *Alternative apps to reinforce this idea could 
be Peppa Pig – Air balloon game for left and 
right or Car game for forwards, backwards, 
left and right. 

 
 

eSafety 
Not applicable 
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Let’s get started 
 

Weeks 
(1 hour 
lesson) 

Lesson Aim Lesson Summary 
Lesson Outcomes and 

Assessment Opportunities 

1 What is 
directional 
language?   
 
Familiarise 
children with 
the terms 
‘forwards, 
backwards, left 
and right’. 

Explain to the class that we 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 the directions 
forwards, backwards, left and right.  Show 
flash cards or point in different directions 
and get the children to shout out the 
correct terminology.  Explain how forwards 
and backwards is different to up and down.     
 
In pairs and using prompt cards (ref 10.1), 
match the direction the child is standing in, 
with the arrow and images on the prompt 
cards.  
 
Can children match the words to the 
images? 

Children able to recognise and 
use directional language.  
 
What is the difference 
between forwards and up? 
 
What is the difference 
between backwards and 
down? 
 
 

2 Reinforce prior 
learning of 
directional 
language, 
encourage the 
use of the 
terminology and 
introduce the 
idea of 
sequencing. 
 
Program a floor 
robot. 
 

Explain that the process of giving directions 
is similar to providing instructions and that 
instructions need to be given in a certain 
order (sequencing).  
 
In pairs, ask the children to direct each 
other using only the terms forwards, 
backwards, left and right.  Flash cards (ref 
10.1) can be placed on walls (with the word 
and symbol). It must be emphasised when 
giving instructions that children must turn 
left or right and then move forwards again 
i.e. rotate their whole body first. 
 
Introduce children to the Bee-Bots (floor 
robot).  Explain how the Bee-Bot will not 
move unless we give it certain instructions 
or commands.  We have to tell the Bee-Bot 
which way to go on the mats.  Children will 
learn to complete a programme of single 
instructions.  Children will also learn the 
importance of ‘clearing’ previous programs 
before starting a new one. 
 
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. 

Children able to recognise, use 
and understand directional 
language and begin to 
sequence instructions. 
 
Can provide a sequence of 
instructions for a floor robot. 
 
Can move a floor robot 
forwards/backwards/specify 
units. 
 
How are you making the Bee-
Bot move? 
 
If you were to change the 
instructions you have given 
the Bee-Bot, what would 
happen? 
 
 

3 To ensure that Recap on prior knowledge of directional Children able to recognise that 
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children 
recognise that a 
set of ‘step by 
step’ 
instructions 
creates a 
program.  
 
To program a 
Bee-Bot 
unaided. 
 

language.  Play a quick game to reinforce 
the use of directional language, encourage 
terminology and highlight the need for 
sequential ordering.    Ask the children to 
predict what will happen next to ensure 
they have understood the previous lessons. 
 
In pairs, ask the children to program the 
Bee-Bots mirroring the sequence you have 
created using the prompt cards. 
 
Extend learning of sequencing by giving 
multiple instructional demands as opposed 
to single, using the Bee-Bots.   

a string of instructions or 
commands placed together 
can create a simple program.  
Without this programme then 
the robot would not move. 
 
Can program a floor robot 
without the help of an adult 
 
Why does the Bee-Bot move 
in that direction? 
 
What would happen if you 
didn’t clear its memory? 
 
What does the Bee-Bot do? 
 
What direction is.....? 

4 To apply the 
same principles 
of sequential 
instruction 
using the Bee-
Bot Software on 
a PC. 
 

Children should now have a sound 
knowledge and understanding of using the 
floor robots. 
 
Demonstrate how to use the Bee-Bot 
software. 
 
Using the Bee-Bot software, children will 
transfer prior knowledge from the hands 
on experience, using the same principles of 
sequential instruction. 

Children should have a basic 
knowledge of how to move 
the robot using the software. 
 
Can you think of any other 
computer characters you can 
control? 
 
What are you programming 
the Bee-Bot to do? 

5 Apply the same 
principles of 
sequential 
instruction 
using an iPad 
application. 

Demonstrate how to use the iPad apps 
Bee-Bots and also Bee-Bot Pyramid.  
 
Ask the children to play both apps. 

Children should have a basic 
knowledge of how to move 
the Bee-Bot using the 
application. 
 
What happens if you change 
the order of your instructions? 
How do you make the Bee-Bot 
go forwards? 

 

Further challenges and possible home learning activities: 
 
See extension activity detailed in Lesson 2 

 

Alternative Apps/Software to those recommended 
 
Week 3: 

• Any floor robot can be used 
Week 4: 

• Alternative to Bee-Bot software - MS Logo (free download) 
Week 5: 

• Alternative to Bee-Bots and Bee-Bot Pyramid apps - Peppa Pig, Air balloon game or Car game. 

• Mole in the Maze (free online game) – http://www.iboard.co.uk/iwb/Mole-Maze-663 

http://www.iboard.co.uk/iwb/Mole-Maze-663
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KS 1 - Y1 (Ref: 11) 

 
Apptivity Name: Young Investigators 
 
 
Summary: 
 
In this apptivity, children will learn how to search 
on the internet in relation to a specific topic to 
develop basic web skills.  They will then begiven 
the task of researching an historical famous 
person and producing a script which they will 
then read out whilse being recorded.  These 
individual clips can then be out together to make 
a class video and presented to the children. 
 
 

Key Computing Terminology: 
 
Not applicable 
 
 
 

Computing POS Reference: 
 

• DL2 – 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 

• IT 1 - Use technology purposefully to create, 
organise, store, manipulate and retrieve 
digital content 

 

 

What is required? 
 
Week 1:  

• Access to laptops with internet access 

• http://horrible-histories.co.uk 
 
Week 2: 

• Access to laptops with internet access 

• http://www.bbc.co.uk/cbbc/shows/horrible-
histories 

• http://www.bbc.co.uk/cbbc/watch/by/show/
horrible-histories 

 
Weeks 3 - 6: 

• iPads with Thinglink app 

• Teacher reference 
http://www.youtube.com/watch?v=jA8TIVSSS
WY 

 
Week 4:  

• http://www.bbc.co.uk/cbbc/shows/horrible-
histories 

 
 

eSafety 
n/a

http://horrible-histories.co.uk/
http://www.bbc.co.uk/cbbc/shows/horrible-histories
http://www.bbc.co.uk/cbbc/shows/horrible-histories
http://www.bbc.co.uk/cbbc/watch/by/show/horrible-histories
http://www.bbc.co.uk/cbbc/watch/by/show/horrible-histories
http://www.youtube.com/watch?v=jA8TIVSSSWY
http://www.youtube.com/watch?v=jA8TIVSSSWY
http://www.bbc.co.uk/cbbc/shows/horrible-histories
http://www.bbc.co.uk/cbbc/shows/horrible-histories
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Let’s get started 
 

Weeks 
(1 

hour 
lesson) 

Lesson 
Aim 

Lesson Summary 

Lesson 
Outcomes and 

Assessment 
Opportunities 

1 Children 
will learn 
basic web 
navigation  
skills. 

Start by demonstrating how to open a web browser and tell 
the children that all websites have their own address just like 
where you live has an address. 
 
Skills to cover: 

• How to use a mouse to navigate around a web page.   

• Show the children how the mouse changes from an arrow 
to a pointed hand indicates a link to something else.  

• Clicking on links and getting back to where you started. 

• How do you find what you want on a website.  

• Look at the navigation bar also look at a few different 
sites.  

• Look at Google and show children how to search for 
different websites. 

 
Discuss with the children, different websites that they use and 
how they find what they are looking for.  
 
Recap - ask the children to tell you how you look for a website 
or how they can find what they are looking for? 
 
Lead children through a tour of the Horrible histories website: 
http://horrible-histories.co.uk 
 
Ask the children to work in pairs and visit the Horrible 
histories website.  Ask them to: 
1. Find and play one of the games. 
2. Find out who “The villain of the week is”? 

Demonstrate 
basic web skills.  
 
 
How do you 
search for a site? 
 
How do you 
launch the 
internet? 
 
What does the 
mouse icon 
change to when 
you hover over a 
link? 
 
How do you find 
what you are 
looking for on a 
website? 
 
 
 

2 Content 
and the 
internet. 

Demonstrate the different kinds of content you can find in a 
website i.e. words, pictures, films, animations, games and 
quizzes.  
 
Ask the children to explore this website and look at the 
different content: 
 
 http://www.bbc.co.uk/cbbc/shows/horrible-histories  
 
Children can demonstrate that they can identify different 
kinds of content through teacher Q and A. 
 
Ask the children to watch a Horrible Histories clip. Choose 
from a selection here: 
 
 http://www.bbc.co.uk/cbbc/watch/by/show/horrible-
histories  
 
Ask the children to talk about the key characters and where 

Children can 
identify different 
kinds of content.  
 
 
 
Children can 
demonstrate 
what they have 
learnt. 
 
 
What type of 
content can you 
find in websites? 
 
 
 

http://horrible-histories.co.uk/
http://www.bbc.co.uk/cbbc/shows/horrible-histories
http://www.bbc.co.uk/cbbc/watch/by/show/horrible-histories
http://www.bbc.co.uk/cbbc/watch/by/show/horrible-histories
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they found their information out from.  How would they 
search for more information about these characters? 

3 Research a 
historical 
character. 
 
Start a 
Thinglink 
image. 

Using the internet skills acquired so far, ask the children to 
choose a famous historical character (or you can allocate a 
character based on your current class topic) to research.  For 
example, Queen Victoria, Christopher Columbus, Neil 
Armstrong, Tim Berners-Lee, LS Lowry, Rosa Parks or Florence 
Nightingale. 
 
Ask the children to work in pairs and using an internet search 
engine, find out some facts about the person e.g. date of 
birth, what country they were born in and what did they do?  
Ask them to write down as many facts as they can find  
 
The site below will be useful for this information:  
 
http://www.bbc.co.uk/schools/primaryhistory/famouspeople/  
 

Children can 
search for 
information on 
the internet. 
 
 
Children help 
each other find 
information on 
internet. 
 
 
What internet 
search engine did 
you use? 
 
What information 
have you found? 

4 Children to 
prepare a 
script to 
record. 

Ask the children to write a short script using some of their 
research from the previous session.   They must write the 
script in their own words.  They will be recorded saying their 
script in the next session. 
 
Ask the children to introduce the character, explain who they 
are/ why they are famous and then any other interesting facts 
they have found. 
 
Next, ask the children to find the ‘Things to do’ section on this 
page and create some headwear that they can wear in the 
filming next session. 

 
http://www.bbc.co.uk/cbbc/shows/horrible-histories  
 
Give the children the opportunity to print there headware and 
then cut it out so that they can use it in the next session 

Children can 
write a script. 
 
Children can 
create 
appropriate 
costumes.  
 
How did you find 
that site? 
 
How did you 
create your 
headware? 
 
How did you print 
your headware? 

5 Children 
practice 
and record 
their script 
to camera.  

If they didn’t have chance to finish either their script or 
headware give the children the opportunity to finish both of 
these off. 
 
Once they have finished ask the children to put their 
headware on and record their scripts.   
 
You could ask the children to do the recorder or do it yourself. 
Use either a flip-cam, video recorder or an iPad record each of 
the children reading their facts. 
 
NB – You could use a green screen for this and if you are we’d 
recommend using the ‘Green Screen’ app on an iPad as this 
allows you to record and edit within the app. 
 

What did you 
learn about being 
recorded? 
 
What do we 
mean by record? 

6 Round up 
and 

Show the class there videos, asking them to introduce 
themselves. 

Show tell – and 
discussion 

http://www.bbc.co.uk/schools/primaryhistory/famouspeople/
http://www.bbc.co.uk/cbbc/shows/horrible-histories
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evaluation.  
Ask the children to write down all of the facts about the 
famous people they have learned.  

 
What have you 
learnt? 
 
How can you 
improve next 
time? 

 

Further challenges and possible home learning activities: 
 
Using the app photospeak ask the children to download a picture of their famous character and 
then record their script as if they were the person.   
 

Alternative Apps/Software to those recommended 
Not applicable 
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KS 1 - Y1 (Ref: 12) 

 
Apptivity Name: We are all Connected 
 
 
Summary: 
 
The aim of this apptivity is to help young children 
come to terms with how the web works and that 
we are all connected and contactable via access 
to the Internet. It will build on previous sessions 
and knowledge allowing the children to develop a 
better understanding of the Internet, by using a 
selection of different websites. The children will 
produce a simple eBook or presentation 
incorporating the key terminology from the 
sessions. 
 

Key Computing Terminology: 
 
eBook: an electronic version of a printed book 
which can be read on a computer or a specifically 
designed handheld device. 
 
Sequencing: A set of actions or events that must 
be carried out in the same order every time. 
 

Computing POS Reference: 
 

• DL1 - Recognise common uses of information 
technology beyond school 

• IT 1 - Use technology purposefully to create, 
organise, store, manipulate and retrieve 
digital content 
 

What is required? 
 
Weeks 1-2:  

• Watch My Neighbourhood video - Ref 
12.1 

• http://www.teachingideas.co.uk/welc
ome/internet/page1.htm 

• Laptops/tablets with internet access if 
you choose to complete the tasks. 

 
Week 3: 

• Laptops/Tablets with internet access 

• Modelling the WWW - Ref 12.2 

• http://www.bbc.co.uk/cbeebies/show
s/ 

 

Week 4: 

• Laptops/Tablets with internet access 

• Safe search engines based on Google 
http://primaryschoolict.com  
http://www.swiggle.org.uk/  
http://www.kidsmart.org.uk/safesear
ching/  
 

Week 5:  

• iPads with Google Earth app OR PCs with 
Google Earth application preloaded.  

• Teacher Reference site: 
http://sitescontent.google.com/google-earth-
for-educators/   

• http://www.bbc.co.uk/cbeebies/shows/ 

• http://www.kidsmart.org.uk/teachers/ks1/rea
dsmartie.aspx  

• http://www.kidsmart.org.uk/teachers/ks1/dig
iduck.aspx  

• http://www.netsmartzkids.org/NetSmartzKids
/controls/RBS-Play/pdfs/educators_guide.pdf  

• http://www.netsmartzkids.org/RoutersBirthd
aySurprise/RBSPlay  

• http://www.netsmartzkids.org/LearnWithClic
ky/KnowTheRules  

• http://www.netsmartzkids.org/LearnWithClic
ky/WayToGo  

• http://www.netsmartzkids.org/eBooks/Delive
ryForWebster 

 
Week 6:  

• Connected eBook presentation - Ref 12.3 

• iPads/PCs 

• iPad apps: Story Buddy and Book Creator OR 
PowerPoint OR Keynote 

• Teacher Reference links: 
(https://www.youtube.com/watch?v=epmfaCi
Xxqo)  
(https://www.youtube.com/watch?v=znrlTHD
zr6s)  
 

eSafety: 
• Digital Citizenship and Technology 1.1 & 1.3 

 

http://www.teachingideas.co.uk/welcome/internet/page1.htm
http://www.teachingideas.co.uk/welcome/internet/page1.htm
http://www.bbc.co.uk/cbeebies/shows/
http://www.bbc.co.uk/cbeebies/shows/
http://primaryschoolict.com/
http://www.swiggle.org.uk/
http://www.kidsmart.org.uk/safesearching/
http://www.kidsmart.org.uk/safesearching/
http://sitescontent.google.com/google-earth-for-educators/
http://sitescontent.google.com/google-earth-for-educators/
http://www.bbc.co.uk/cbeebies/shows/
http://www.kidsmart.org.uk/teachers/ks1/readsmartie.aspx
http://www.kidsmart.org.uk/teachers/ks1/readsmartie.aspx
http://www.kidsmart.org.uk/teachers/ks1/digiduck.aspx
http://www.kidsmart.org.uk/teachers/ks1/digiduck.aspx
http://www.netsmartzkids.org/NetSmartzKids/controls/RBS-Play/pdfs/educators_guide.pdf
http://www.netsmartzkids.org/NetSmartzKids/controls/RBS-Play/pdfs/educators_guide.pdf
http://www.netsmartzkids.org/RoutersBirthdaySurprise/RBSPlay
http://www.netsmartzkids.org/RoutersBirthdaySurprise/RBSPlay
http://www.netsmartzkids.org/LearnWithClicky/KnowTheRules
http://www.netsmartzkids.org/LearnWithClicky/KnowTheRules
http://www.netsmartzkids.org/LearnWithClicky/WayToGo
http://www.netsmartzkids.org/LearnWithClicky/WayToGo
http://www.netsmartzkids.org/eBooks/DeliveryForWebster
http://www.netsmartzkids.org/eBooks/DeliveryForWebster
https://www.youtube.com/watch?v=epmfaCiXxqo
https://www.youtube.com/watch?v=epmfaCiXxqo
https://www.youtube.com/watch?v=znrlTHDzr6s
https://www.youtube.com/watch?v=znrlTHDzr6s
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Let’s get started 
 

Weeks 
(1 hour 
lesson) 

Lesson Aim Lesson Summary 

Lesson 
Outcomes 

and 
Assessment 

Opportunitie
s 

1 Children are 
able to 
navigate the 
web with 
confidence 
and 
understand 
basic language 
like “hyper 
link". 
 

Explain to the class what the internet is by watching ‘Watch 
My Neighbourhood’ video (Ref 12.1).  Ask the children how 
they use the internet.  
 
Next, as part of a carpet time discussion, work through the 
website below asking the children the questions as they 
appear.  The site will demonstrate some basic web skills. 
 
http://www.teachingideas.co.uk/welcome/start.htm   
 
Ask the children to complete the tasks and challenge (where 
appropriate) from this website. 
 
These tasks may take longer than the assigned period 
depending on children’s ability. The site does involve quite a 
bit of reading but does offer audio support to help. 

What is a 
hyper link?  
 
What colour 
are links 
normally? 
 
What is a 
browser? 
 
What does it 
mean to be 
safe on-line? 
 
What is a web 
address? 

2  Use this session to complete the tasks and challenge from 
the previous session if appropriate. 
 
Additional idea: Take the class on a short technology safari 
around the school or local area identifying street 
technology: network boxes, traffic lights, street lighting 
controls, alarms, phone lines etc emphasising that 
everything is connected. 
 
Alternatively, use this spare session complete more of the 
ideas outlined in sessions 3 and 4. 

 

3 How search 
engines work 
 
Children 
understand 
that search 
engines help 
us find things. 
 
Children can 
identify that 
databases are 
the means of 
arranging 
things to make 
them easier to 
find. 
 

Search engines bring order and help us find things on the 
web. Choose one of the options below (unless you have time 
to complete them all): 
 
Option 1: Open the presentation ‘Modelling the WWW’ (Ref 
12.2) and show the children how to play the ‘Search Engine 
Game’ which demonstrates how they work.  

 
Option 2: One way of searching is using ABC… 
Use the CBeebies website 
(http://www.bbc.co.uk/cbeebies/shows/) to show the 
children how information (games) can be stored in a 
database and displayed in alphabetical order. Explain how 
databases store information and should make things easier 
to find. 
 
Option 3: Websites will often order databases of resources 
using the alphabet, as shown in the example above. You 

 
How does a 
search engine 
work? 
 
What is a 
database? 

http://www.teachingideas.co.uk/welcome/start.htm
http://www.bbc.co.uk/cbeebies/shows/
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could ask the children to order objects in the classroom in 
alphabetical order in order to create a role play area called 
‘Alphabetical toy shop’.   
 
Alternatively ask  the children to line up/group themselves 
in alphabetical order, or by hair colour, height order, age 
order etc . 

4 Searching for 
what is around 
us. 
 
Children are 
able to search 
online and 
develop a 
better 
understanding 
of the 
Internet, by 
using a 
selection of 
different 
websites. 
  
 

Demonstrate to the children how to search and explain what 
keywords are (the words we type in to find images, people 
or places). 
 
There are safe search engines to use with young children if 
you have issues with using Google such as: 

• Swiggle - http://www.swiggle.org.uk/  
    Education search engine and resource site for children 

from UK South West Grid for Learning 

• Safe Search - http://primaryschoolict.com/  
    This is a filtered search engine based on Google 

• KidSmart 
http://www.kidsmart.org.uk/safesearching/ 

    A website full of advice and resources about safe 
surfing 

 
Ask the children to search online for local places and local 
people.  
 
Create with the children a list of places and famous people 
they know from the local area. Then ask the children to find 
pictures of the places/people identified. 

What is a 
search engine? 
 
What can you 
find using 
search 
engines? 
 
What makes a 
good search? 
(very 
descriptive 
keywords) 
 
How do you 
find images? 

5 Going places 
safely: Using 
Google Earth 
to travel 
around the 
World. 
 
Children can 
use Google 
Earth to 
virtually travel 
to faraway 
places and 
explore. 
 

Explain to the children we can go to exciting places online.  
Ask the children to talk about their holidays and where they 
have been, places they would like to go or places they have 
heard of that are far away. Create a list of destinations and 
ask the children to virtually visit each one using Google 
Earth. 
 
Use Google Earth either on desktop PC or iPad to search for 
faraway places. Google Earth is a separate app/application 
that will have to be installed and is very easy to use. Tips and 
tutorials: 
http://sitescontent.google.com/google-earth-for-educators/   
 
Re-enforce to the children that they must follow certain 
rules to remain safe online. 
 
Additional stay safe on-line activities: 
Childnet resources : 
http://www.bbc.co.uk/cbeebies/shows/ 
Smartie the Penguin: 
http://www.kidsmart.org.uk/teachers/ks1/readsm
artie.aspx  
Digiduck e-book: 
http://www.kidsmart.org.uk/teachers/ks1/digiduc

What is 
Google Earth? 
 
How to you 
find places in 
Google Earth? 

http://www.swiggle.org.uk/
http://primaryschoolict.com/
http://www.kidsmart.org.uk/safesearching/
http://www.kidsmart.org.uk/safesearching/
http://sitescontent.google.com/google-earth-for-educators/
http://www.bbc.co.uk/cbeebies/shows/
http://www.kidsmart.org.uk/teachers/ks1/readsmartie.aspx
http://www.kidsmart.org.uk/teachers/ks1/readsmartie.aspx
http://www.kidsmart.org.uk/teachers/ks1/digiduck.aspx


Knowsley City Learning Centres  

k.aspx  
Netsmartz: 
http://www.netsmartzkids.org/NetSmartzKids/con
trols/RBS-Play/pdfs/educators_guide.pdf  
Router’s Birthday Surprise: 
http://www.netsmartzkids.org/RoutersBirthdaySu
rprise/RBSPlay  
Clicky’s Online Safety Rap:  
http://www.netsmartzkids.org/LearnWithClicky/K
nowTheRules  
Way 2 Go: 
http://www.netsmartzkids.org/LearnWithClicky/W
ayToGo  
Netsmartz video - being safe on the way to school: 
http://www.netsmartzkids.org/eBooks/DeliveryFo
rWebster  

6 Making our 
eBook. 
 
Children can 
use simple 
app/applicatio
n to sequence 
events and 
explain how 
the web 
works. 
 

Open the presentation “Connected eBook” (ref 12.3) which 
explains the next task to the children.  The presentation 
includes the statements they will need to create their eBook 
or presentation. 
 
Ask the children to produce an eBook/presentation 
sequencing the statements outlined in the presentation and 
inserting their own images.  
 
The children will use the following apps/software depending 
on which technology you choose.  You will need to model 
the use of the chosen app or software first: 
 
iPad apps: 
Story Buddy 
(https://www.youtube.com/watch?v=epmfaCiXxqo)  
Book Creator 
(https://www.youtube.com/watch?v=znrlTHDzr6s)  
 
PC:  
PowerPoint 
 
Mac: 
Keynote 

Why do you 
think the 
statement go 
in that order? 
 
 
 

 

Further challenges and possible home learning activities: 
 
Ask the class to act out the process of what happens when you search and perhaps make a class video from 
it. 

 
Alternative Apps/Software to those recommended 
 
Not applicable 
 
  

http://www.kidsmart.org.uk/teachers/ks1/digiduck.aspx
http://www.netsmartzkids.org/NetSmartzKids/controls/RBS-Play/pdfs/educators_guide.pdf
http://www.netsmartzkids.org/NetSmartzKids/controls/RBS-Play/pdfs/educators_guide.pdf
http://www.netsmartzkids.org/RoutersBirthdaySurprise/RBSPlay
http://www.netsmartzkids.org/RoutersBirthdaySurprise/RBSPlay
http://www.netsmartzkids.org/LearnWithClicky/KnowTheRules
http://www.netsmartzkids.org/LearnWithClicky/KnowTheRules
http://www.netsmartzkids.org/LearnWithClicky/WayToGo
http://www.netsmartzkids.org/LearnWithClicky/WayToGo
http://www.netsmartzkids.org/LearnWithClicky/WayToGo
http://www.netsmartzkids.org/eBooks/DeliveryForWebster
http://www.netsmartzkids.org/eBooks/DeliveryForWebster
https://www.youtube.com/watch?v=epmfaCiXxqo
https://www.youtube.com/watch?v=znrlTHDzr6s
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