
Year 2:         Autumn 1 

Link 1:   know how to set privacy settings and why 

Share read Hector’s House 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/  

Discuss with children what they do on the internet, lead the discussion towards social networking and online gaming 

and then discuss who they are talking to or playing against?   

Do they know about the privacy settings on their online profiles (private (sometimes called personal) and public).  

Show the following 5 CEOP videos, which focus on keeping personal information private.  At the end of each video, 

spend five minutes discussing the videos with the children.  

CEOP Thinkuknow resources, based on Hector’s World. http://www.thinkuknow.co.uk/5_7/hectorsworld  

Lesson 1 – personal information is special  

lesson 2 – not everyone is trustworthy 

lesson 3 – assessing trustworthiness 

lesson 4 – being alert to unsafe situations 

lesson 5 – check with an adult 

 

 

Link 2:   know what to look out for to stay safe from bullies online 

Share read Hector’s House 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/  

Consider what we use the internet for and ask children to identify what they use it for.  Emphasise the positive ways 

in which children can use the internet, to help the children grow up using the internet appropriately. 

Task: Children to produce a poster promoting the use of the internet and what they like to do while they are on the 

web. 

Discuss with children the fact that when we are online we cannot see if what we are doing or saying is making the 

other person, happy or sad – be nice to people as you would in the real world. 

Introduce the children to online bulling – use the following Garfield video to aid discussion: https://learninglab.org/ 

Task: Children to produce their own set of rules for how they should behave while they are online (think about 

‘classroom rules’ and links between offline and online behaviour) 

This is an example Poster for Class Displays/promoting the safe use of the internet: 

http://www.kidsmart.org.uk/downloads/cn_A2posterPRIMARY.pdf  
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Link 3:   know what send and receive means 

Share read ‘pretend’ emails 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/  

Revise emails. How do you connect with others through email? 

Do you have an email account? 

Do other members of your family have an email account?  

Have you ever sent or received an email? 

How do you think email works? 

DEFINE the Key Vocabulary term email and encourage the children to discuss the idea that email is a way to send 

and receive messages. 

You may wish to reinforce children’s understanding of the terms “send” and “receive” by writing a short message on 

a piece of paper and having them pass it around the classroom. They can practice saying the words “send” and 

“receive” as they pass the message on. 

 

 

Link 3:   know what send and receive means 

Share read ‘pretend’ emails 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/  

Revise emails. How do you connect with others through email? 

Do you have an email account? 

Send a letter home to Parents – inform the parents that the children will be given an email address for this activity 

and also request a parent email address so the child can email them as part of this exercise. 

Review the following HTML 5 animation from Google that shows what happens when you click SEND on an email 

message using Gmail. https://youtu.be/5Be2YnlRIg8  

The video will probably introduce a lot of new terminology as you explore the journey of an email. Ask the children 

questions to check that they understand. 

Activity idea: What’s Brilliant about me! 

With a camera or using an iPad camera, ask the children to take a selfie (this is an up close photograph of 

themselves). Then ask the children to write 5 things that are brilliant about themselves e.g. I’m brilliant at football, 

I’m brilliant at art etc. 

Next, open the resource ‘How to set up class emails’   

https://tocomail.com.  This is a free email service for children.  You will need to set up a master account and then you 
can add individual email addresses for each child within this account.  Also add parent contact email addresses and/or 
add contacts for the other classes or schools you are in contact with. 
 

https://www.nessy.com/uk/product/nessy-fingers/
https://www.nessy.com/uk/product/nessy-fingers/
https://www.nessy.com/uk/product/nessy-fingers/
https://www.nessy.com/uk/product/nessy-fingers/
https://youtu.be/5Be2YnlRIg8
https://tocomail.com/


Demonstrate to the children how to send an email with Toco Mail. The presentation ‘Let’s get mailing’ (Ref 13.2) will 
help. 
 
Give the children a slip of paper each with their email address and password on. 
 
Ask them to go to https://tocomail.com in the browser or open the Toco Mail app on the iPad and enter their 

details.  Once logged in the children can compose their first email and attach their selfie along with their 5 brilliant 

things.  Ask them to send their email to the relevant contact. 

 

Link 4:   know that emails cannot always be trusted 

Share read ‘pretend’ emails 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/  

Very young children may be quick to volunteer information about themselves both on and offline and to people who 

appear to be an authority figure. This lesson aims to teach children that some information is ‘precious’ or ‘special’ 

because it applies just to them. This personal information is as valuable online as it is offline and should therefore 

not be shared without a parent or teacher’s permission. 

Follow this lesson plan for class activity on personal information and sharing information. 

https://www.esafety.gov.au/-/media/cesc/documents/hectors-world/hector-personal-information-lesson-plan-pdf-

lower-primary-ep1-details-details.pdf  

Show the class the animation “Hector’s World” 

http://www.hectorsworld.com/island/main/episode_theatre_interior_01/     

Extension: 

If you wish to spend more time on safety then these following websites provide many useful resources:   

Hector’s world - https://www.esafety.gov.au/education-resources/classroom-resources/hectors-world/your-

personal-information-online   

 

Linked curriculum learning objective:    know how to create a safe profile  

Share read ‘pretend’ emails 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Whilst it may look like Facebook, it is much more child-friendly. Children can only access and send messages to their 

whole year group - they can't send private messages to each other and no strangers can 'friend' them. 

Messages may also contain attachments - uploaded files, pictures or website links. This enables them to learn the 

benefits of digital communication in a safe environment. 

Ask the children to log on to Edmodo using the class code and then ask them to set up a user name and password. 

This might be easier if it was completed in small groups.  

Ask the children to make their first post on the class wall. 
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Make sure the children make a note of their user name and password as they will need this for later sessions. 

Teacher - log on to Edmodo and create a poll - something that will get the children talking. Maybe relate it to 

something that is going on in school. 

Ask the children to log in to Edmodo using their user name and password. 

Ask them to: 

• Add a profile picture. 

• Answer the poll question and leave a comment. 

• They can also reply to other children’s post if they wish. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Year 2:           Autumn 2 

Link 1:   know how to make a simple computer game  

Share read a description of a computer game 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Sketch Nation Shooter (produces space invader style games) is a simple app that makes game development easy 

and accessible built on user-created content, meaning every game is unique and individual to the learner.   

Ask the children to open Sketch Nation Shooter in simple mode and using the in-app art galleries, create their own 

game by adding a player and an enemy.  

Once the children have created and played their game, discuss game play – what additional aspects are included?  

Talk about points scored, percentage hits and the power-up options of varied shooting styles, as well as having a 

player and enemy.  

Extend this lesson by asking children to create their own ‘player’ and ‘enemy’ on paper and then import them in to 

the app as part of a new game. 

Play and discuss 

 

Link 2:   know how to create a character for a game  

Share read a description of a computer game 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Show the children how to use Create a Martian. 

Ask the children to create 2 or 3 alien characters.  Ask the children to experiment with styles to create scary and 

friendly aliens.  Discuss what features help to change the appearance. Ask the children to take a screen shot of each 

alien created.  Explain that a screen shot will save to the photo gallery and will then be available to use in other apps 

on the iPad.  If you do not have access to this app, then the children could find suitable images here: 

(http://printablecolouringpages.co.uk/?s=+anime+rocket+ship or http://www.clipartbest.com/pictures-of-space-

rockets-for-kids) 

Demonstrate Brushes to the class explaining how layers work. 

Ask the children to import their alien image into Brushes to trace over and colour in their images in order to create 

characters to use in a game in the next session.  The children could also find further images on the internet and then 

import these images in to Brushes to trace and colour in and use in their game: 

 (http://printablecolouringpages.co.uk/?s=+anime+rocket+ship or http://www.clipartbest.com/pictures-of-space-

rockets-for-kids)  

Ask the children to share and add their photos to the photo library on the iPad. 

 

Link 3:   know how to create a proile for their game character  

Share read a description of a computer game 
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Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Ask the children to create their own profiles for each of their characters.  Use the app Pic Collage and ask the 

children to add the picture they have drawn in brushes, add the name of their characters and then some information 

about them.  Ask them to be creative to create a story about their characters, they could include the following 

headers: 

 Where they come from. 

 Name of the spaceship they drive. 

 Favourite food. 

 What they like/ dislike. 

 What language they talk. 

 How they move. 
 

Link 4:   know how to create an animation of the Moon landing 

Share read a description of a computer game 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Watch a video of the 1969 moon landing (example: https://youtu.be/HCt1BwWE2gA  Then discuss with the class the 

importance of this event, what it meant, the emotion of the astronauts, possible risks, timeframes etc.   

Ask the children to script a message from Neil Armstrong  to either retell the famous speech or give a personal 

account of their experience of being the first person to step foot on the moon. 

PhotoSpeak allows children to bring history to life by animating a still image of a famous person or character.  

Firstly, ask the children to search on the internet and find a photo of Neil Armstrong, save into the photo gallery and 

then import it into PhotoSpeak.   

Ask the children to use the record button to add their audio to the image. The final result will be a talking, nodding 

and blinking Neil Armstrong clip that can be exported as a video file. 

Tips for using PhotoSpeak: 

• Use a photo that is face on, without glasses and with the mouth closed.  The app will open the mouth as 

part of the animation and add teeth when ‘speaking’.   

• Record in a quiet space to produce higher quality audio as the app will pick up background noise. 

 

 

Linked curriculum learning objective:    know how to create a podcast 

Share read a description of a computer game 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Introduce the concept of podcasts to the children and tell them they are going to write a script to later record as a 

podcast.   

The script could be about their thoughts and feelings about life on Mars or reporting on maintenance they are doing 

on a remote space station or even about experiencing being the first civilian shuttle into space.   
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Set the scene using real accounts and footage then set the parameters for the task, discussing the elements that 

make up a podcast and the type of information that would be included in a diary entry: date, time, location, 

emotions, events, feelings, hopes and fears, family etc. 

Demonstrate GarageBand to the class.  Now ask the children to open GarageBand to record their script.   

A podcast can be broken down into chapters using markers and photos can be added to reflect the content.  Once 

the audio is completed, the children could add music and sound effects. 

When all elements are complete, ask the children to export their podcast so it can be later viewed as part of a class 

viewing. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Year 2:         Spring 1 

Link 1:   know that information can be displayed in different ways 

Share read instructions for making ice cream 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Discuss with children the different ways that information can be presented; ask them the different ways that they 

know. 

Explain to children that sometimes when we have large amounts of statistical data we may need to present it in a 

way that people can easily understand it. 

Ask children how information can be presented (in graphical format) and requires the children to interpret the 

information that they are seeing. 

Ask children about the different ways of collecting information, how do we find things out?  Discuss surveys and 

statistical data with them. 

Ask children a ‘favourite question’ and demonstrate how to complete a tally chart, for example: 

What is your favourite Colour?  Blue, Green, Yellow or Orange and complete the tally chart for the class. 

Ask the children to complete a tally chart for each of the ice creams.  

 

Link 2:   know how to use MS exel  

Share read instructions for making ice cream 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Using the completed ice cream tally charts and using MS excel, create a pie chart for each day. 

Once the children have completed this, ask the children to copy their chart into Microsoft word and ask them to 

answer questions. In completing this the children will have a report showing the number of ice creams sold and will 

demonstrate the way in which information can be presented. 

Recap the way in which data can be captured and presented.  Introduce the children to the site below: 

http://www.topmarks.co.uk/maths-games/5-7-years/data-handling  

Ask the children to complete the Chance and Data, Fruit Fall & Data Analysis Explorer. 

 

 

Linked curriculum learning objective:    know how to interpret information given in different ways 

Share read instructions for making ice cream 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/  

Recap the ways in which information can be displayed.  Tell the children they are now going to look at using graphs 

to display comparative data. One example of this can be to compare the weather for when we are considering 
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where to go on holiday. Ask the children to find out the daily temperatures for a place for the last 5 days. 

Ask them to input this data into Excel and produce a bar chart which compares the average daily temperatures.  Ask 

the children to compare the data, which city had the most hot days/ rainy days etc. 

Ask the children to find out the daily temperatures for the past five days for a further 3 cities and ask them to add 

this to the data they have already input. 

Now ask the children to produce a line graph to show the temperatures for each of the 3 cities.  Again ask the 

children to copy and paste this graph into a word document and ask the children to compare the data. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Year 2:           Spring  2 

Link 1:   know what code is and what it is for 

Share read instructions for boiling an egg 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/ code/  

Explain what code is and what it is used for.  To illustrate code, play the following game.  

Explain the rules of “Simon Says.”  

Using the basic rules of this game, groups of children must navigate from one corner of the room to the other 

corner using one member of the group to follow the instructions. Each group starts with 100 points. 1 point is 

deducted for: 

 i. Not following an instruction  

ii. Bumping into an object  

iii. Not giving clear instructions. 

The group that completes the task with the most points wins.  

Highlight how providing clear instructions is the basic premise of code. 

 

Link 2:   know how to introduce more codes to make something move 

Share read instructions for boiling an egg 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/ code/  

Demonstrate how to program ALEX the robot.  

Discuss how this program is slightly different to ‘Simon Says’ as ALEX has to be pointed in the direction you want to 

go in before you move.  

Think about how we could improve this program to make it easier or how we could make it more difficult. 

Using Daisy the Dino, introduce how programming works to control Daisy’s movements. Use challenge mode so a 

new command is introduced after each challenge.  

Discuss which commands are better to use and then look at other commands like roll and shrink.  

In free play mode, children must get Daisy to dance using all the commands. Show the best examples on screen. 

 

Link 3:   know how to use code to draw shapes 

Share read instructions for boiling an egg 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/ code/  

Demonstrate ‘Move the turtle’ app.  

Challenge the children to make the turtle draw a square. 
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Challenge the children to draw another shape. 

Show tell: children demonstrate how they completed the task. 

 

 

Linked curriculum learning objective:    Know how to create their own game through coding 

Share read instructions for boiling an egg 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/ code/  

Demonstrate “Hopscotch” commands.  

Show how changing variables of some commands can create many different shapes.  

Ask the children to make shapes using Hopscotch.  They can use more than one character 

Children go to navigate to community area of Hopscotch and browse other games that have been designed.  

Children can download their favourites and see how the game was designed.  

They can design their own game based on this new coding knowledge. 

Ask the children to reflect on what they have learned and then discuss with the class. 
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Year 2:           Summer  1 

Link 1:   know what the world wide web is and means 

Share read the history of computing 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/ code/  

Show the children the video below to show the what is the internet: 

https://www.bbc.com/bitesize/clips/z8rkwmn   

Research the impact of the World Wide Web and draw conclusions using Skitch, Popplet or other mind mapping/ 

annotation apps. 

Divide the children into groups and allocate a decade for research.   

Use http://www.akita.co.uk/computing-history/  as a starting point to give an example of an infographic, but also as 

a stimulus to discuss technological advancements. 

The sites below may also be useful: 

• http://visual.ly/history-media-storage  - change in computing storage    

• http://articles.bplans.com/an-infographic-history-of-computer-programming/  - the codes used and the 

people behind it 

• http://www.computerhistory.org/timeline/  - Various info covering 1939 - 1994 

Children to produce an infographic in MS Word to illustrate the key modifications from their decade in computing 

history.  The children should identify changes in hardware, software, storage, hand-held devices (inc mobile/ smart 

phones), connectivity (dial-up, broadband, wifi, 3G, 4G) and programming.  Ask the children to use both text and 

graphics. 

 

Link 2:   know what what MS Powerpoint does 

Share read the history of computing 

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/ code/ world wide web/ internet/  

Ask each group to produce a presentation using PowerPoint or Keynote showing what information they have found 

out about their decade and the technological developments within it by identifying the key pieces of technology 

that were created in this decade and what they were used for. 

Have a running order and introduce each group to set the tone for a formal presentation. 

 

 

Linked curriculum learning objective:    Know how to make an e-book 

Share read the history of computing  

Long-term memory quizzes, games and revision:  Nessy fingers https://www.nessy.com/uk/product/nessy-

fingers/  algorithm/ directions/ web browser/ search/ send/ receive/ code/ world wide web/ internet/  
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Children to create their own eBook showing the development of technology.   

Discuss the process for creating a book.   

Text is the most important aspect so should account for a large proportion of the allocated time in their book 

creation.  

 Images, audio and video are not essential but do act to support the text in a visual way.   

All images should be relevant, focused and of good quality.   

Use this as an opportunity to discuss thumbnails and picture size. 

Demonstrate the Book Creator app to the children, which they will use to create their eBook. 

Book Creator also allows you to add audio and video content.  Audio is great if using a glossary of terms as the word 

can be recorded and used to aid understanding for the reader.  

Ask the children to consider adding audio to their books – they could record themselves reading individual pages.  

Ask them to consider adding videos to help tell the story or link to webpages that are relevant to their book and that 

the reader can go to for more information. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Year 2    Summer 2 

Link 1:  know how to predict what will happen when we press set buttons. Use logical reasoning to predict 

the behaviour of  a program 

Share read instructions 

Long-term memory quizzes, games and revision:  revise nessy fingers; revise instructions, Dance Mat touch 

typing: http://www.bbc.co.uk/guides/z3c6tfr      Website: http://www.bbc.co.uk/guides/z3c6tfr     algorithm/ 

directions/ web browser/ search/ send/ receive/ code/ world wide web/ internet/    

Explain that we will be looking at predictions – guessing what will happen when we press certain buttons. Explain 
that most robots need buttons to work.  

What buttons do computers have? What happens when you press those buttons?  

Explain that we are going to be helping a lost bee return home (introduce the beebot).  

Let the children look at the buttons on the top. Use the Beebot maps to plot courses between holiday destinations. 
Show how the BeeBot moves forwards and backwards e.g. between Skegness and Scarborough. In small groups, 
get the children to practise these movements.  

Show them the left and right buttons on the top. What do they think will happen when these are pressed?  Have an 
experiment combining these with the previous forwards and backwards. Let the children explore these buttons.  

Show the children a series of simple commands (such as forward, forward, left, forward). Where do they think 
the BeeBot will end up? Do this with several simple commands, letting the children explore the attempts to get 
their BeeBot to a meaningful location.  

Write instructions for the Beebot 

 

Link 2:  know how to write a simple program to navigate the Beebot 

Share read instructions 

Long-term memory quizzes, games and revision:  revise nessy fingers; revise instructions, Dance Mat touch 

typing: http://www.bbc.co.uk/guides/z3c6tfr      Website: http://www.bbc.co.uk/guides/z3c6tfr        algorithm/ 

directions/ web browser/ search/ send/ receive/ code/ world wide web/ internet/ 

Recap last session. Can we remember what the buttons do? Quickly explore the use of the buttons and prediction 
again.  

On your map, place pictures of flowers. Today, we are going to be collecting the nectar from these flowers in 
different holiday locations by letting our BeeBot land on them (this could link to the very greedy bee story book 
by Steve Smallman.  

Demonstrate how to program the BeeBot and collect the first nectar together.   

Write instructions 
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Link 3:  know how the sequence and order of instructions is important in programming 

Share read instructions 

Long-term memory quizzes, games and revision:  revise nessy fingers; revise instructions, Dance Mat touch 

typing: http://www.bbc.co.uk/guides/z3c6tfr      Website: http://www.bbc.co.uk/guides/z3c6tfr       algorithm/ 

directions/ web browser/ search/ send/ receive/ code/ world wide web/ internet/  

Recap last session.  

Bluebot / code-a-pillar (the very hungry)     Create and design and debug programs that accomplish specific 
goals.     Use logical reasoning to detect and correct errors in programs  

Read The Very Hungry Caterpillar by Eric Carle. Look at how each day, the caterpillar eats and grows. Explain that 
today, we will be collecting the same items. Extract from The Hungry Caterpillar:  

6: On Monday he ate through one apple.  But he was still hungry. 

4: On Tuesday he ate through two pears, but he was still hungry. 

2: On Wednesday he ate through three plums, but he was still hungry. 

3: On Thursday he ate through four strawberries, but he was still hungry. 

5: On Friday he ate through five oranges, but he was still hungry. 

1: On Saturday he ate through  one piece of chocolate cake, 3. One ice-cream cone, 4: One pickle, 2:One slice of 
Swiss cheese, The Very 5:One slice of salami, 3:One lollipop, 2:One piece of cherry pie, 4:One sausage, 1:One 
cupcake, 4: And one slice of watermelon. 5:That night he had a stomach ache! 3:The next day was Sunday again. 
2:The caterpillar ate through one nice leaf, and after that he felt better. Using a floor mat, place these items 
scattered around. 

The children then have to use the code-a-pillar to collect these items in order that the caterpillar eats them in the 
story.  

These will be recapping on the skills learnt from the previous session. Blue Bot is a bluetooth version of BeeBot that 
can be controlled from an iPad. This allows the children to see the map, steps and challenges that you have set all at 
once. Plan out a route between the holiday destinations. Whatever you press on the screen, the Blue Bot will follow.  

Set the children tasks to navigate through a maze. Can they do this without bumping into a wall?   

Write a set of instructions. 

  

Linked curriculum learning objective:      know how to create and design and debug programs  

Share read instructions 

Long-term memory quizzes, games and revision:  revise nessy fingers; revise instructions, Dance Mat touch 

typing: http://www.bbc.co.uk/guides/z3c6tfr      Website: http://www.bbc.co.uk/guides/z3c6tfr  algorithm/ 

directions/ web browser/ search/ send/ receive/ code/ world wide web/ internet/       

Split the class into 3 groups (plus small groups of 3 to be taken out)  
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OSMO. Osmo is a program that runs on an iPad with the use of a special base. The base allows the iPads camera to 
be used to collect information.  

Awbie is the main coding game used, where children have to use physical coding blocks to move their monster on 
the screen.  

Children are to create their own game using the hardware that we have explored throughout the lessons. They are 
then to show this game to an adult, before moving onto the next piece of hardware.   

Write a set of instructions.  

 

Bridging project 

Link 1:  know how to create a game linked to The Twits 

Share read The Twits.  

Long-term memory quizzes, games and revision:  revise nessy fingers; revise instructions, Dance Mat touch 

typing: http://www.bbc.co.uk/guides/z3c6tfr      Website: http://www.bbc.co.uk/guides/z3c6tfr        algorithm/ 

directions/ web browser/ search/ send/ receive/ code/ world wide web/ internet/ 

Use Awbie to create their own game using the hardware linking it to the story of The Twits.    
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