
Y3 Computing Plans 2020-21

Topics Geography - UK Cities & Topographical Features

Autumn

Objectives Activity Details Date and
Evaluation

Digital Literacy
DL3.2 Works within the internet safety rules, understand why
they are in place and abide by them.

Gooseberry Planet Gooseberry Planet
Log onto individual account and follow e-safety
scheme.
https://system.gooseberryplanet.com/select_app

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.3 Be able to find errors in a simple program and
successfully debug to make the program work.

Code Studio Lesson 3: My Robotic Friends Jr. - Unplugged
Using a set of symbols in place of code, students will
design algorithms to instruct a "robot" to stack cups in
different patterns. Students will take turns
participating as the robot, responding only to the
algorithm defined by their peers. This segment
teaches students the connection between symbols
and actions, the difference between an algorithm
and a program, and the valuable skill of debugging.

Digital Literacy
DL3.6 Can enter data into a computer simulation, change
data and observe changes in results.

Google Earth Google Earth
Use Google Earth to investigate UK cities. Use
pegman to explore further.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and
successfully debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple
program e.g. when start button is clicked.

Code Studio Lesson  4: Programming with Angry Birds
Using characters from the game Angry Birds, students
will develop sequential algorithms to move a bird
from one side of a maze to the pig at the other side.
To do this they will stack code blocks together in a
linear sequence, making them move straight, turn left,
or turn right.

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
https://system.gooseberryplanet.com/select_app


Information Technology
IT3.1 In a suitable word processing package, can make use of
basic layout tools such as borders and columns.
IT3.2 Able to purposefully use a range of tools within suitable
software to create digital art.
IT3.4 Able to sequence still images and video and use simple
editing techniques to create a presentation for an audience.

Pic Collage app Pic Collage app
Use Pic Collage app to combine images and format
text to create a topographical posters.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and
successfully debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple
program e.g. when start button is clicked.

Code Studio Lesson 5: Debugging in Maze
Debugging is an essential element of learning to
program. In this lesson, students will encounter puzzles
that have been solved incorrectly. They will need to
step through the existing code to identify errors,
including incorrect loops, missing blocks, extra blocks,
and blocks that are out of order.

Information Technology
KS3.2 Able to use more than one hand to enter text, using the
keyboard.

BBC Typing BBC Typing
Use BBC Dance Mat typing game to improve
keyboard skills.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and
successfully debug to make the program work.
CS3.4 Can use conditional statements (if and when
commands).
CS3.6 Can make use of an input 'event' within a simple
program e.g. when start button is clicked.

Code Studio Lesson 6: Collecting Treasure with Laurel
In this series of puzzles, students will continue to
develop their understanding of algorithms and
debugging. With a new character, Laurel the
Adventurer, students will create sequential algorithms
to get Laurel to pick up treasure as she walks along a
path.

Information Technology
IT3.2 Able to purposefully use a range of tools within suitable
software to create digital art.

Sketchpad online Sketchpad online
Recreate art using the digital art package.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and
successfully debug to make the program work.
CS3.4 Can use conditional statements (if and when
commands).

Code Studio Lesson 7: Creating Art with Code
In this lesson, students will take control of the Artist to
complete drawings on the screen. This Artist stage will
allow students to create images of increasing
complexity using new blocks like move forward by
100 pixels and turn right by 90 degrees.



CS3.6 Can make use of an input 'event' within a simple
program e.g. when start button is clicked.

Information Technology
IT3.4 Able to sequence still images and video and use simple
editing techniques to create a presentation for an audience.

Green Screen Green Screen
Use Green Screen app 'DoInk green screen' to create
films.  Use iMovie app to edit together adding titles.
Visit UK topographical features.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.

Code Studio Lesson 8: Binary Bracelets
Binary is extremely important in the world of
computers. The majority of computers today store all
sorts of information in binary form. This lesson helps
demonstrate how it is possible to take something from
real life and translate it into a series of ons and offs.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.3 Be able to find errors in a simple program and
successfully debug to make the program work.

ALEX app ALEX app
Revise directional commands using Alex the Robot
App and use game creation levels to develop
children's understanding of routes and paths.

Digital Literacy
DL3.2 Works within the internet safety rules, understand why
they are in place and abide by them.

Gooseberry Planet Gooseberry Planet
Log onto individual account and follow e-safety
scheme.
https://system.gooseberryplanet.com/select_app

Topics History - Stone Age to Iron Age

Spring

Objectives Activity Details Date and
Evaluation

Digital Literacy
DL3.2 Works within the internet safety rules, understand why
they are in place and abide by them.

Gooseberry Planet Gooseberry Planet
Log onto individual account and follow e-safety
scheme.
https://system.gooseberryplanet.com/select_app

https://system.gooseberryplanet.com/select_app
https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
https://system.gooseberryplanet.com/select_app


Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.

Code Studio Lesson 9: My Loopy Robotic Friends Jr. - Unplugged
Building on the initial "My Robotic Friends" activity,
students tackle larger and more complicated
designs. In order to program their "robots" to
complete these bigger designs, students will need to
identify repeated patterns in their instructions that
could be replaced with a loop.

Information Technology
IT3.9 Can enter data into a pre-prepared spreadsheet.
IT3.10 Able to answer questions by searching and sorting a
database or spreadsheet.

Google Sheets Google Sheets
Use a spreadsheet to collate information

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple program
e.g. when start button is clicked.

Code Studio Lesson 10: Loops with Rey and BB-8
Building on the concept of repeating instructions
from "Getting Loopy," this stage will have students
using loops to help BB-8 traverse a maze more
efficiently than before.

Information Technology
IT3.4 Able to sequence still images and video and use simple
editing techniques to create a presentation for an audience.
IT3.5 Can locate, record, save and retrieve sounds in
multimedia software.

Tiny Tap app Tiny Tap app
Create a Tiny tap app game to present information

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple program
e.g. when start button is clicked.

Code Studio Lesson 11: Harvesting Crops with Loops
In the preceding stage, students used loops to
create fantastic drawings. Now they're going to loop
new actions in order to help the harvester collect
multiple veggies growing in large bunches.

Information Technology
IT3.4 Able to sequence still images and video and use simple
editing techniques to create a presentation for an audience.

Koma Koma app Koma Koma app
Create a stop motion animation film



Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.4 Can use conditional statements (if and when
commands).

Code Studio Lesson 12: Looking Ahead with Minecraft
This lesson was originally created for the Hour of
Code, alongside the Minecraft team. Students will
get the chance to practice ideas that they have
learned up to this point, as well as getting a sneak
peek at conditionals!

Information Technology
IT3.10 Able to answer questions by searching and sorting a
database or spreadsheet.

Top Trump It app Top Trump It app
Use Top Trump It app to create cards to exemplify
records and fields in a database. Once created and
printed they can be sorted in different ways to
answer questions.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple program
e.g. when start button is clicked.

Code Studio Lesson 13: Sticker Art with Loops
Watch student faces light up as they make their own
gorgeous designs using a small number of blocks and
digital stickers! This lesson builds on the understanding
of loops from previous lessons and gives students a
chance to be truly creative. This activity is fantastic
for producing artifacts for portfolios or
parent/teacher conferences.

Information Technology
IT3.7 Able to use information from a given source to generate
graphs or charts.
IT3.9 Can enter data into a pre-prepared spreadsheet.
IT3.10 Able to answer questions by searching and sorting a
database or spreadsheet.

Incredibox online Incredibox online
Use Incredibox to combine and layer various musical
beats, melodies and vocals to compose their own
song.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.5 Understands the importance of time within a program
(e.g. using wait).

Scratch Jr Scratch Jr
Use Scratch Jr App to tell a story related to rainforests
using multiple backgrounds and repeating
sequences of instructions.

Digital Literacy
DL3.2 Works within the internet safety rules, understand why
they are in place and abide by them.

Gooseberry Planet Gooseberry Planet
Log onto individual account and follow e-safety
scheme.
https://system.gooseberryplanet.com/select_app

Topics History - Ancient Egypt

https://www.incredibox.com/demo/v3
https://system.gooseberryplanet.com/select_app


Geography - Drought and Deforestation

Summer

Objectives Activity Details Date and
Evaluation

Digital Literacy
DL3.2 Works within the internet safety rules, understand why
theyare in place and abide by them.

Gooseberry Planet Gooseberry Planet
Log onto individual account and follow e-safety
scheme.
https://system.gooseberryplanet.com/select_app

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple program
e.g. when start button is clicked.

Code Studio Lesson 14: The Big Event - Unplugged
Students will soon learn that events are a great way
to add flexibility to a pre-written algorithm.
Sometimes you want your program to be able to
respond to the user exactly when the user wants it to.
Events can make your program more interesting and
interactive.

Digital Literacy
DL3.6 Can explain and enter data into a computer simulation,
change data and observe changes in results.

Sketch Nation app
(2 Lessons)

Sketch Nation app
Use Sketch Nation app to create a game based on
topic with helpful power ups and unhelpful enemies.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple program
e.g. when start button is clicked.

Code Studio Lesson 15: Build a Flappy Game
In this special stage, students get to build their own
Flappy Bird game by using event handlers to detect
mouse clicks and object collisions. At the end of the
level, students will be able to customize their game
by changing the visuals or rules.

Information Technology
IT3.3 Can use a range of editing tools in an image editing
package for a specific purpose.
IT3.4 Able to sequence still images and video and use simple
editing techniques to create a presentation for an audience.
IT3.5 Can locate, record, save and retrieve sounds in
multimedia software.

Shadow Puppets
app

Shadow Puppets app
Add images to Shadow Puppets Edu app and
create an information video relating to the topic..
Add narrations to each picture.

https://sites.google.com/hi-impact.co.uk/hi-impacthandbook/home
https://system.gooseberryplanet.com/select_app


Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.2 Is able to use 'repeat' and 'repeat until' loops when
appropriate.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple program
e.g. when start button is clicked.

Code Studio Lesson 16: Chase Game with Events
In this online activity, students will have the
opportunity to learn how to use events in Play Lab
and to apply all the coding skills they've learned to
create an animated game. It's time to get creative
and make a game in Play Lab!

Information Technology
IT3.1 In a suitable word processing package, can make use of
basic layout tools such as borders and columns.
IT3.4 Able to sequence still images and video and use simple
editing techniques to create a presentation for an audience.

Google Slides
(2 Lessons)

Google Slides
Use PowerPoint to create a digital presentation

Computer Science
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.

Code Studio Lesson 17: Picturing Data - Unplugged
Data can be used to help students understand their
world and answer interesting questions. In this lesson,
students will collect data from a Play Lab project
and visualize it using different kinds of graphs.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.

Lightbot app Lightbot app
Use Lightbot app to develop understanding of loops
and procedures.

Computer Science
CS3.1 To sequence a list of commands/blocks to produce an
output e.g. a light comes on or a robot follows a defined route.
CS3.3 Be able to find errors in a simple program and successfully
debug to make the program work.
CS3.6 Can make use of an input 'event' within a simple program
e.g. when start button is clicked.

Code Studio Lesson 18: End of Course Project
This capstone lesson takes students through the
process of designing, developing, and showcasing
their own Play Lab projects! To ensure this process
goes smoothly, we have provided a step-by-step
structure for students to follow, from planning on
paper to coding on our website. In addition, we offer
ideas to help teachers facilitate a showcase finale!



Digital Literacy
DL3.2 Works within the internet safety rules, understand why
theyare in place and abide by them.

Gooseberry Planet Gooseberry Planet
Log onto individual account and follow e-safety
scheme.
https://system.gooseberryplanet.com/select_app

https://system.gooseberryplanet.com/select_app

