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In short, there are an insufficient number of 
longitudinal studies concerning maker spaces to 
answer the question directly, but research into 
“cognitive load theory” and “productive failure” give 
us meaningful answers. 

Cognitive load theory tells us that learning and 
creating are two distinct intellectual activities in a 
battle for the finite resource of one’s cognitive 
“bandwidth” or “load.” No multitasking here. When 
we are creating we are not reflecting, being an 
essential exercise in order to make experiences 
useful for later manipulation (i.e. learning). 
“Productive failure” calls for letting a person or 
group wrestle with a problem without instructions, 
but only for a limited time. After experiencing 
frustration or a novel solution, the person/group can 
learn quickly, with interest level peaked, when an 
instructor guides the participants through a solution. 
 
Holding these researched conclusions in tension, 
we see that basic skills or knowledge are typically 
suited to direct or guided instruction, followed by 
novel experimentation, followed by guided practice. 
For maths this may mean a lesson that teaches a 
basic math skill, presents a novel challenge, lets 
kids wrestle with it, then presents the formal 
solution. For historical research, this may mean 
teaching a model of document analysis, presenting 
students with a heretofore unseen primary source, 
and having them wrestle with its analysis. The 
instructor then concludes the lesson with a formal 
analysis of the document, when students, their 
interest peaked, are most ready to learn the 
analytical technique. For a maker space, teach a 
basic programing skill for instance, allow kids to 
build on that skill on their own, then create a 
program using a structured guide. 

But this is summer. Enough with this talk of 
research. It is time to work, to play to live! 
Enjoy! 

Christopher Carter! 
Social Science Team Lead/ 
Tech Coach/Teacher! 
Concordia International School 
Shanghai, China! 
chris.carter@concordiashanghai.org! 
Twitter: @christocarter! 

FROM THE EDITOR 

Work hard. Play 
hard. I learned 
this approach to 
life from my 
father and had it 
reinforced by my 
days as a 
paratrooper. But 
what if work is 
play and play, 
work? Maker 

spaces, all the 
rage, create intellectual “space” where, to quote 
our organization’s promotion of its first-ever 
Festival of Learning with Technology event, kids 
of all ages can “have fun, make things, break 
things, re-make them, then break them again! 
Basically just explore the world of learning with 
technology through play.” Sounds like hard and 
fun work/play. Come and have a look on October 
10, in Manchester, UK.  

I am excited. But with all of the excitement comes 
out the devil’s advocate in me. I ask myself, do 
unstructured “Maker Spaces” lead to learning? I 
have been wrestling with this question for months 
now, as my own school in Shanghai designs for 
maker spaces in the build outs of the new 
Learning Commons. Fortunately for me Annie 
Murphy Paul, a must-read writer of all things 
educational, researched the issue for me! Her 
blog post is brilliant, mostly because it agrees 
with my gut instinct.	  
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Augmented Learning:The future of EdTech 
and classroom engagement for young children 

Hold a beating 3D heart in the palm of 

your hand and watch as blood flows 

through it, travel to the centre of the 

Earth’s core, or share a yarn whilst 

floating along the Milky Way.  

Augmented Learning cuts new waves 

into education by resurrecting a lost 

race of dinosaurs inside a schoolbag, 

floating the entire solar system across 

children’s fingertips, and by injecting an 

additional edge into mathematics. 

Imaginality Augmented Learning is a 

3D learning tool that uses a set of 

smart cards or ‘paddles’, any ordinary 

webcam and unique software to close 

the gap between the everyday and the 

seemingly impossible. 

Designed to enhance students 

understanding of spatial, temporal and 

contextual information, this software 

brings education to life using 

Augmented Reality. 

Rooted in two main platforms, Play or 

Create, Imaginality has a 

database of 47 modules in Science, 

Geography, History, English or 

Mathematics to choose from; including 

The Earth Builder, Story Creator, and 

Volume of Pyramids modules. 

Imaginality also offers teachers the 

flexibility to create their own entirely 

individual 3D lesson plans and content 

via Google Sketch up. 
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 Augmented Learning promises and 
encourages the following: 
• Reduced errors in tasks, while boosting 

student confidence and academic 

progression. 

• Delivery of complex concepts with an 

engaging flair that is easy for students 

to understand. 

• Assisting kinaesthetic learners and 

children with special learning 

requirements. 

• Encouraging high achieving students 

whilst reducing disruptions within 

classrooms. 

Please get in touch to book your complimentary demonstration and we will be 
delighted to showcase Imaginality Learning’s unique software at your school. In the 
meantime, take a look at what our primary school visitors had to say at BETT 2015! 
http://imaginalitylearning.co.uk/ 
Twitter: @Imaglearning  

http://imaginalitylearning.co.uk/
https://twitter.com/Imaglearning
http://imaginalitylearning.co.uk/
https://twitter.com/Imaglearning


  

Using Selfies for 
Accountability 

As	  an	  advocate	  for	  student-‐centered	  learning,	  Dr.	  Deborah	  Anne	  Banker,	  

an	  Associate	  Professor	  in	  Teacher	  Preparation	  at	  Angelo	  State	  University	  in	  

Texas,	  has	  been	  involved	  in	  designing	  technology	  rich	  courses,	  both	  totally	  

online	  and	  hybrid	  at	  the	  higher	  education	  level.	  These	  courses	  cover	  a	  

myriad	  of	  educational	  topics	  from	  the	  levels	  of	  pre-‐service	  teachers	  to	  the	  

well-‐seasoned	  professional	  teachers	  who	  are	  continuing	  their	  graduate	  

education.	  Working	  independently	  and	  collaboratively,	  she	  also	  has	  trained	  

faculty	  nationally	  in	  the	  protocols	  of	  good	  online	  course	  design.	  Working	  in	  

partnership	  with	  k-‐12	  schools	  Dr.	  Banker	  has	  developed	  a	  professional	  

development	  online/mobile	  training	  module	  using	  badges	  for	  pre-‐service	  

and	  in	  service	  teachers	  in	  accordance	  with	  Texas	  SB866	  for	  Dyslexia	  

Training.	  Also,	  as	  an	  active	  curator,	  she	  maintains	  two	  Scoop	  It	  lines	  of	  

curation	  for	  Immersive	  World	  Technologies	  and	  Teaching	  and	  Technology.

Introduction  
The gap between theory and practice is a long standing issue in education 

(Korthagen, 2011). Traditional university-based teacher preparation 

programs are also faced with making an undergraduate's learning 

meaningful by the use of instructional methods by which the digital savvy 

student wishes to learn (Keengwe & Georgina, 2013). Combining the 

aforementioned two concepts with a university's intention to take teacher 

preparation courses/program delivery into exclusive online formats to meet 

student demand, presents unique challenges (Perna, 2010). Below please 

find one of those challenges described and one university program 

coordinator's solution to that challenge. 

The Challenge  
A unique challenge is the verification of k-12 school-based visits for 

observations or teaching activities that an instructor has assigned that a 

university student pre-service teacher candidate must complete in order to 

fulfill the requirements of the course. The purpose of the field based 

observations/activities is to satisfy a state requirement that teacher 

candidates have so many clock hours in a classroom before their
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internship/clinical teaching practicum. 

Also the purpose of the field based 

observations/activities is to provide a 

bridge between the theories and 

strategies a pre-service teacher 

candidate will learn in their course 

work and teaching actual students in 

k-12 schools (Brannon & Feine, 

2013). In a more traditional setting, a 

university will have established a 

partnership with the local public 

school system, or systems, within a 

short driving distance from the 

university. Teacher candidates will 

visit these local schools to perform 

the necessary visits during the time 

the course is supposed to meet in a 

face-to-face manner, and the 

university instructor/professor will 

also be at the school at the same 

prescribed time to make sure that the 

teacher candidates are indeed there. 

The k-12 school personnel also will 

sometimes require that the teacher 

candidates sign a visitor's log book. 

In this scenario, if the university class 

is large, then there might be several 

different school campuses to which 

the teacher candidates may be 

assigned, leaving the university 

instructor/professor limited options of 

which schools and which teacher 

candidates to visit within a limited 

time frame. This does present the 

problem of some teacher candidates 

who may not be observed by the 

instructor at any one time. It also 

does leave an opportunity for some 

teacher candidates to sign the 

visitor's book at the k-12 school's 

front desk and immediately leave 

campus without ever stepping foot in 

the classroom (which unfortunately 

has happened). To assist with this 

problem a solution was developed for 

the teacher candidate to not only sign 

in at the front desk, but also in the 

teacher's classroom. This solution 

works on a limited basis as 

classroom teachers cannot be 

expected to monitor a teacher 

candidate's comings and goings. The 

classroom teacher has his/her hands 

quite full performing their own 

responsibilities. Collecting those sign 

in sheets can become a challenge at 

the end of the semester. Experience 

has shown that some teacher 

candidates did offer to collect those 

sign in sheets and bring them to the 

university unfortunately some of 

those sign in sheets did prove to be 

fraudulent. 



 

Moving from face-to-face content 

delivery to online content delivery, 

but still maintain the k-12 campus 

mandated field experiences 

presented mind boggling challenges. 

In addition, the "anytime, anywhere" 

initiatives of e-learning in higher 

education certainly "throws down the 

gauntlet" (Bischel, 2013). At our 

particular university we are also 

faced with teacher candidates who 

work at jobs in order to pay for their 

college courses. We needed to give 

them the flexibility to arrange and 

complete the field experience 

observations/activities during the 

k-12 school day to work around job 

schedules. The caveat we did give 

them was that they needed to make 

the once per week visits to the k-12 

campus at the same time and the 

same day of the week, every week, 

so that the teachers and the 

administrators of the k-12 schools 

knew when to expect them and 

could plan for those visits. There 

were also constant reminders to the 

teacher candidates that they were 

guests in the k-12 schools, they 

were to dress and behave 

accordingly. 

Taking into consideration the 

previous problems with the pen and 

paper sign in sheets, an idea to 

combat the fraudulent signatures 

issue was to use mobile devices and 

QR codes. Since the majority of the 

current teacher candidates belonged 

to the Net Geners (Berk, 2010), the 

use of QR codes seemed most 

appealing. The teacher candidates 

were instructed to download free 

apps to read QR codes onto their 

smart phones. The instructor for the 

course held hands-on trainings for 

the teacher candidates at each of 

the assigned campuses to train 

them how to download the app and 

then how to scan a QR code. The 

instructor for the course created 

different QR codes for each k-12 

campus front desk and each 

individual teacher classroom. The 

k-12 campus administrators and 

teachers were quite happy at the 

thought of not having to keep up 

with physical paper sign-in sheets. 

Also this shifted the burden of 

accountability for the teacher 

candidates out of their hands and 

into the hands of the teacher 

candidates and university. Again, 

they have enough to be concerned 

about in this era of high-stakes 

testing other than to also monitor 

university teacher candidates. 



 

The teacher candidates were given 

instructions to scan the QR code at 

the front desk when entering the 

building, go to the teacher's 

classroom and scan the QR code 

inside the classroom door. When the 

observation was over, the teacher 

candidates were given the 

instructions to scan the QR code 

inside the classroom door, then scan 

the QR code at the front desk when 

leaving the building. Therefore, each 

visitation required for scans. The QR 

code scans were to be emailed 

immediately to the instructor. In the 

beginning of the semester this 

method was tried, all went extremely 

well and messages came into the 

instructor on time. Then as the 

semester progressed, messages of 

teacher candidates campus visits 

started showing up on weekends 

and k-12 school holidays. Upon 

investigation, not all, but several 

teacher candidates had figured out 

how to save the QR codes in their 

smart phones and would message 

them to the instructor when they 

remembered them without having 

step foot on the k-12 campus. This 

was discovered when the instructor 

changed the QR code for the sign in 

at the front desk of several 

campuses just to check and see 

which teacher candidates may be 

involved. Also as further proof, the 

instructor had a picture roster of the 

candidates and showed those 

photos to the k-12 administrators 

and teachers to see if they 

remembered seeing them. This 

method using the QR codes 

definitely proved to be not the 

answer sought. 

The reader of this article may be 

wondering why all of this was 

necessary anyway, just what does 

an instructor do all day if all they do 

is teach online? Like many other 

places, we at the higher education 

level are being asked to do more 

with less. More committees and 

projects with fewer faculty; more 

accreditation requirements with less 

personnel to establish the 

assessment and data collection; 

more service to college, university, 

community and profession with less 

time available; plus, more demands 

to become innovative and move as 

many courses as possible to online 

delivery formats but still maintain 

best-practices. Also, there are more 

stringent requirements for 

accreditation accountability, 

therefore, we need to utilize 

technology smartly and effectively. 



 

Drawing from the 2011 Horizon 

Report, more and more educational 

facilities are investing in the 

infrastructure to support mobile 

device access. Many schools are 

investing in mobile devices and 

digital resources for educational 

purposes (U. S. Dept. of Ed, 2014). 

In addition, Chromebooks are as 

popular among school systems as 

are iPads and may become even 

more popular (Kosner, 2014). Our 

university had some Chromebooks 

not being used by faculty, so It made 

sense to combine all of these 

elements to come up with another 

high-tech sign in procedure for our 

pre-service teacher candidates. The 

idea was born from the fact that 

many of our pre-service teachers 

are quite adept at taking selfies from 

their smartphones and posting them 

to social media sites. Why not take 

advantage of this? A university 

Chromebook was placed at every 

k-12 campus where the teacher 

candidates had been assigned. The 

teacher candidates were instructed 

to take a selfie from their assigned 

k-12 school campus using the 

Chromebook placed there and then 

upload the photo into a designated 

area in the university's learning 

management system (LMS) every 

time they make the field experience 

visit. The photo was done using the 

webcam app on the Chromebook 

and saved into the Chromebook's 

files with date and time. The photo is 

then uploaded into the LMS again 

with date and time designations 

provided by the LMS. It is a very 

simple procedure, taking less than 5 

minutes of a teacher candidate's 

time to take the selfie, save it to the 

Chromebook's files, log into the 

LMS, and upload the selfie into the 

LMS assignment area. At the 

beginning of each semester, course 

instructor training sessions were 

held on each k-12 campus to help 

the teacher candidates learn the 

Chromebook sign in process. 

Several of these sessions were held 

and it was mandatory for the teacher 

candidates to attend one of them. It 

also gave the instructor and the 

teacher candidates a chance to 

meet one another face to face. 

However, it was recognized early on 

that not every teacher candidate 

could attend the training sessions, 

so complete detailed instructions 

were given in the course LMS. 



 

Fortunately, the school campuses the 

teacher candidates were to visit have 

a Raptor School Security System. 

The visitor to the school campus 

surrenders his/her driver's license to 

the receptionist. The receptionist 

inserts the driver's license into the 

Raptor System. The Raptor System 

then compares the identity on the 

driver's license to criminal offense 

data bases. The system also printed 

out a name tag with the school's 

name, the visitor's name, the date, 

and the time of the visit. To serve as 

another verification for the date and 

time designations, as well as school 

campus locations, the teacher 

candidates were to take the selfie and 

include the Raptor ID name tag 

somewhere in the photo they are to 

upload into the LMS every time they 

make a visit to the k-12 school. The 

school personnel would require the 

teacher candidates to surrender the 

name tags before they left the 

building at the end of their visits, so 

providing the name tag labels the 

Raptor System provided was out of 

the question. An added benefit to the 

Raptor System is that if there was a 

question about a teacher candidate's 

campus attendance, the system did 

keep internal records as to who 

visited the campus when, and the 

teacher candidate could be searched 

for by name. 

Teacher Candidate Response 
The Chromebook log in procedure did 

guarantee that the teacher candidate 

visited his/her assigned campus. It 

did not guarantee that the teacher 

candidates actually went to the k-12 

mentor teacher's classroom, however, 

that is a challenge to be worked on 

next. What we did have was a dually 

verifiable campus visitation procedure 

that would continue to assist the 

online instructors. Overall, the 

teacher candidates’ responses were 

very positive. Using a very informal 

focus group to gage their perceptions 

of the process, they seemed to have 

enjoyed the whole selfie procedure 

and the chance to use technology in 

a different manner. Many of them 

were not very familiar with 

Chromebooks, had seen 

Chromebooks being used in k-12 

school classrooms, and liked the idea 

of learning how to use one. It is to be 

noted that some of the teacher 

candidates struggled with the 

process. They were not as far along 

the digital native-ness spectrum as is 

mentioned in the 2011 Horizon 

Report, however, they were willing to 

learn, recognizing the need for 

themselves to become more tech 

savvy. 
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POUND PEDAGOGY- LET’S PLAY  
by Ellie Overland, Senior Lecturer in Secondary Computing at MMU 

When something is new, or we are 

teaching outside of our comfort zone it 

is only natural to keep our lessons 

‘safe’ and potentially a bit dull for our 

students. As teachers are developing 

their practice in computing education 

here in the UK, potentially, they could 

focus on their own subject knowledge 

and resources rather than creativity in 

the classroom. Here at Manchester 

Metropolitan University I wanted to 

challenge the trainee computing 

teachers, and their subject mentors in 

school, to add a sense of innovation 

and fun to their classrooms. One way 

to do this was to join in with the 

#poundlandpedagogy challenge. 

The Poundland Pedagogy challenge 

requires teachers to have a shop and 

find something that they could use to 

provide a fresh idea in their 

classroom. The initiative was originally 

developed in the UK by Isobella 

Wallace and you can see lots of ideas 

on Twitter using #poundlandpedagogy 

or #poundstorepedagogy. The 

students here were presented with a 

range of poundshop items and had to 

take a ‘lucky dip’ to see what they got. 

They then had to take their item into 

school and use it in some way in their 

computing teaching. They were so 

creative and have managed to use 

just about everything from blindfolds 

to plastic cups. There’s just a giant 

furry moustache that has us stumped 

at the moment.   

 Overall, the teacher candidates’ 

responses were very positive. Using a 

very informal focus group to gage 

their perceptions of the process, they 

seemed to have enjoyed the whole 

selfie procedure and the chance to 

use technology in a different manner. 

Many of them were not very familiar 

with Chromebooks, had seen 

Chromebooks being used in k-12 

school classrooms, and liked the idea 

of learning how to use one. It is to be 

noted that some of the teacher 

candidates struggled with the 

process. They were not as far along 

the digital native-ness spectrum as is 

mentioned in the 2011 Horizon 

Report, however, they were willing to 

learn, recognizing the need for 

themselves to become more tech 

savvy. 



 

Ideas we have used include clothes 

pegs and a washing line to place 

instructions in our algorithm in order, 

an egg timer to compare the length of 

time our different sorting algorithms 

take and string to make different 

network topologies. We have also used 

lolly sticks to write pupil names on to 

choose groups and used a kitchen 

timer when the interactive whiteboard 

was otherwise engaged. 

In the example below the students are 

learning about signed integers in 

binary using sign and magnitude. The 

student in the pound shop shower cap 

represents the sign. The pupils loved it 

and strangely, all wanted a turn to wear 

the shower cap! You can imagine them 

all now remembering that for their 

exams. 

In this lesson pupils are programming 

for a prize. The more complex their 

code the more chances they have of 

winning at the end of the lesson in the 

prize draw. For each feature their code 

has (in this case IF, ELIF and WHILE) 

a raffle ticket with their name on it is 

added to the draw. Pupils are really 

keen to develop their code to win the 

prize (today, part of a poundland pen 

set). The raffle tickets cost (you’ve 

guessed it!) a pound and last for lots of 

lessons.  

‘Splat mats’, designed to go under 

toddler high chairs to catch all the 

mess when they are eating, work 

wonders in a classroom – no, not for 

the mess – for writing on with dry wipe 

markers and using 

again and again. In 

this example, the 

pupils are designing 

apps for a business. 

They use the green 

pens at the start of 

the lesson to 

identify what they 

need to learn during 

their lesson (journey) and then red 

pens at the end to identify how far they 

have come and summarise their 

progress. A great way of getting 

reluctant writers to do some planning 

and evaluating. 



 

These suggestions are by no means 

exhaustive and I’m sure you will have 

many more creative ideas of your own. 

Go and have a browse in your local 

pound shop (or Euro / Dollar 

equivalent) and let you imagination run 

wild. Once you try something, tweet 

your idea with the hashtag 

#poundlandpedagogy or 

#poundstorepedagogy and include us 

@ICTinPractice too so we can see all 

the great ideas out there. In the 

meantime if anyone has an idea what 

to do with a giant furry moustache that 

fits on bicycle handlebars – let us 

know! 

This article is written with massive 

thanks to the Manchester Metropolitan 

University Computing PGCE students, 

their pupils and mentors. 

Ellie Overland 

is a Senior 

Lecturer in 

Secondary 

Computing with 

ICT at 

Manchester 

Metropolitan 

University.



 

I have recently become interested in the ways in which 
computing under the new National Curriculum will have an 
impact on children’s learning, and how new areas of study 
within the subject will influence their daily activities, providing 
new and more meaningful life skills that can be applied to their 
adult lives. Studying the subject as a specialism as part of my 
Initial Teacher Training has demonstrated the value of 
computing within the classroom and the ways in which links 
with the wider world and home life can be created, to engage 

children in the subject and demonstrate modern applications to their learning.  

Technology within the Primary Classroom: A 
personal Exploration by Samuel Peacock 

When considering the application of an 

effective computing curriculum and the 

subsequent progression within the 

primary setting, it is interesting to also 

look into my own skills and 

progression within this area so far. On 

reflection, my own experiences of 

technology within school were 

somewhat limited, which is a stark 

contrast to what I have witnessed in 

my current teaching practice. Having 

attended primary school during the 

nineties, I found that the only 

computers within the entire school 

were those in the offices of 

administrative staff. Interactive white 

boards, iPads, laptops, advanced 

gaming consoles and even mobile 

phones were all visions of the future 

that had not yet been invented, or 

were not widely accessible. It was only 

throughout my time in year six that the 

first generation Apple Mac computers 

were provided to each year group. 

Even so, these were merely used for 

copying particular works into ‘neat’ and 

it was only at secondary school where 

sole computing lessons were taught, 

albeit still extremely basic word and 

excel skills. The last decade or so has 

seen huge leaps forward in computing 

advancements, and attending primary 

school throughout this transition meant 

my experiences of useful computing 

were lacking. Children of the current 

generation are far more equipped in 

terms of their access to and 

experiences of technology when they 

enter school, which is something that 

has become apparent to me at 

university having highlighted my lack 

of knowledge in this area.



 

With the New National Curriculum 

introducing more advanced 

procedures such as coding and 

practical applications of computing as 

tools of communication, I have found 

myself being exposed to unfamiliar 

programs for the first time and having 

to learn the basics myself before 

progressing forward.  

Reflecting on my experiences of 

coding, it is apparent that the 

opportunities for progression within 

this area are extremely promising. 

Training sessions have helped to 

scaffold my knowledge effectively and 

introduce more complex programs as 

my experiences grow, with subject 

engagement being far more 

widespread with these hands on 

approaches. From experience, the use 

of Beebots within the Early Years 

Foundation Stage is an excellent way 

to subtly introduce children to the idea 

of coding at an early age, without 

using any new terminology or 

software. This helps to set the 

foundations for this knowledge to be 

built upon throughout their time in 

school.  

Before I continue, it is important to 

point out the concept of ‘debugging’ 

when it comes to coding. When 

children do not achieve their desired 

outcome on their first try, teachers 

should highlight this opportunity for 

exploration as part of their learning 

process. There is no right or wrong 

assessment in such cases, but more 

of an observation on how well a child 

understands the processes of 

programming and how well their digital 

literacy is developing. Learning 

through experiences and practices of 

specific situations is far more 

beneficial than receiving a list of 

instructions to follow, as this can limit 

creativity. Resnick and Rosenbaum 

(2013) refer to this as “tinkering” and 

point to the benefits of programs that 

allow children to experiment and adapt 

their ideas as they go along, rather 

than having a set goal in mind that 

they must achieve through strict 

processes.  

Further study has exposed me to a 

range of programs that are excellent 

tools to use within school to expand 

children’s computational thinking. 

Scratch is one of the most widely used 

programs within education and has 

been an underlying point of reference 

throughout my progression. Using 

what are known as ‘sprites’ (characters 

which can be controlled), coding 

blocks from a pre-set list can be used 

to create a variety of movements and 

animations. 



 

Scratch can be used for a number of 

cross-curricular approaches such as 

developing knowledge of coordinates 

in numeracy, creating stories in 

literacy and designing animations in 

art and design. Allowing children the 

freedom to create projects in their 

own individual ways also helps to 

remove the gender barriers 

associated with coding (Robertson, 

2012).  

I was initially apprehensive as to how 

well I could deliver a lesson in this 

area, being less than confident in my 

own background knowledge. 

However, Scratch can be stripped 

back to the basics for beginners, as 

was the case throughout my 

introductory sessions to the software, 

which allowed me to explore the 

functions of this program 

independently, applying the ‘tinkering’ 

approach as mentioned previously. As 

my confidence and experience of the 

program grew, the more structured 

activities increased in difficulty, which 

was a rewarding challenge stretching 

my knowledge of Scratch further. I 

found the progression within training 

sessions to be very effective and my 

knowledge of Scratch was built upon 

regularly to create more complicated 

animations. While some people are 

more suited to a strict design process 

before they begin their work, others 

like myself, are more comfortable 

adapting their approaches as they go 

along in light of their experiences. A 

study conducted by Kafai & Resnick 

(1996) found that most children use a 

mixture of both approaches when 

designing their own computer games. 

The terminology within scratch is easy 

to understand and the properties of 

certain coding blocks could be altered 

where necessary to make my work 

more individual, which is something 

that would appeal to children using 

this software in the classroom. Such 

software is extremely interactive and 

engaging and will most certainly 

encourage children to participate and 

develop in this area of computing. The 

program is easily differentiated for all 

ability levels and is an inclusive tool 

with adaptable activities. Through 

programs such as this, the ability to 

develop creative thinking skills, 

expand mathematical knowledge and 

apply computational ideas is endless 

(Resnick & Rosenbaum, 2013). The 

adaptability of Scratch means 

appropriate lessons and schemes of 

work can be provided to children as 

early on as upper key stage one, 

progressing through to year six with 

more advanced projects.  



 

On a more physical level, Lego WeDo 

is one of the most enjoyable 

programming tools I have been 

exposed to, partly because Lego is a 

product which almost every 

generation can identify with and know 

how to use. Where this differed from 

other software is that the Lego 

provided hands on, physical stimuli, 

allowing me to see the results of my 

work directly in my hands as opposed 

to on a screen. This benefit allows 

those children who are not as 

confident with computers to still take 

part. As instructions are picture 

based, children who are not as 

confident at reading, or that are SEN 

or EAL learners, can still become 

involved in these sessions without 

feeling overwhelmed. I found the 

software to be extremely user friendly 

and the versatility in what I could 

choose to create was fantastic. As 

fine motor skills should be adequately 

developed to use Lego WeDo, I would 

suggest this as being more 

appropriate to introduce to upper key 

stage one and above. 

I enjoyed the use of Lego WeDo and 

found it extremely user friendly and 

engaging. I worry that given the cost 

of one set, certain pieces may go 

missing within the classroom, but 

acquiring generic Lego pieces as 

‘spares’ should hopefully counteract 

this issue. As well as having a 

physical creation that I could handle, 

interacting with the Lego using 

proximity sensors made this an even 

more immersive experience and I 

would highly recommend the use of 

such software within primary school, 

especially for the more kinaesthetic 

and creative learners.  

The wealth of media that children use 

at home is also a far cry from the 

ways in which they are exposed to 

technology within school. This has 

meant that in the past the subject has 

been largely irrelevant to learners, 

including myself (Buckingham, 2007, 

cited in Allsop, 2012).  The new 

curriculum is aimed at creating 

stronger links between the exterior 

and interior influences within a child’s 

everyday lives i.e. bringing their home 

experiences into the classroom and 

applying such knowledge to 

computing within school (Department 

for Education and Science, 2013). 

The Internet is one of the most widely 

accessed tools for modern consumers 

and this should be reflected within 

lessons. Allowing children to create 

their own websites to record their 

work, or to present research findings 

on a particular topic will enable them 

to share their learning with their peers 

and the class teacher. 



 

The sense of ownership that comes 

with such creations is extremely 

beneficial to a child’s self-esteem and 

creates pride in their own work. Not 

only does the use of websites have 

cross-curricular advantages, but the 

types of content children can 

incorporate into them can help to 

expand their knowledge of wider 

technologies, such as embedding 

content into websites in particular 

contexts.  

The main advantages of using this 

form of media, is that it caters for 

children who learn in a variety of 

different ways. Those that are more 

visual learners may choose to include 

more picture or video based 

elements, whereas others may be 

more narrative in nature. This is 

backed up by Robertson & Good 

(2005) who stated that “Enabling 

children the opportunity to express 

their ideas in a non-textual medium…” 

allows them to apply their knowledge 

and creativity in a way that is 

comfortable to them. This is also a 

good assessment tool for teachers to 

use to establish the understanding of 

a particular topic with certain children 

who may not be able to express 

themselves in a pen to paper fashion 

(Kafai et al, 1998).  

 Documenting my own 

development though the creation of a 

personal website has been extremely 

beneficial to my learning and brings 

with it a sense of achievement. The 

individuality of my site is something I 

take pride in and having full control 

over something that is a huge 

communication tool in modern day 

society shows a real life application to 

my learning and to my work. Allowing 

children to see these benefits and use 

technology in a practical fashion will 

allow them to see the different ways in 

which technology can enrich their 

learning and their lives in a useful 

manner. I would however, consider 

the implications of Internet safety 

when delivering this topic. As sharing 

content in the virtual world is now 

easier than ever (Resnick et al, 1996) 

I would emphasise the importance of 

excluding personal, identifiable 

information should the website be 

made public, as well as the danger of 

accessing inappropriate material 

when conducting internet searches 

within the classroom.  

Building upon this idea of using web 

tools as a form of communication and 

assessment, podcasting has become 

an extremely enjoyable way to 

incorporate computing in a cross 

curricular fashion across almost any 

subject.  



 

Children can apply this software in a 

variety of ways, from creating news 

reports based on topics such as World 

War II to practicing debating skills, 

which would tie in well with Literacy. It is 

particularly useful for children who are 

good at verbally expressing themselves 

but struggle in more formal situations 

such as descriptive writing. EAL 

learners can practice their speaking 

and listening of English and the 

collaborative teamwork of children 

when creating their podcasts makes 

this experience both fun and 

educational.  

 My personal exposure to 

podcasting has been limited, although 

from my short experience I found it 

engaging and enjoyable. Interestingly, 

my colleagues and I each learnt 

something different through our 

exposure to this software, and the 

opportunities for discussion allow this 

knowledge to be shared, which is 

crucial to developing a good 

understanding (Robertson & Howells, 

2007). Although I haven’t used 

podcasting much, I can appreciate its 

merits and aim to incorporate this into 

my future teaching practice and 

develop my knowledge and application 

of such software further.  

Reflecting on my own practices and 

experiences thus far has helped me to 

gain a deeper understanding of the 

ways in which computing can be used 

in school in practical ways, and 

ensuring that knowledge is learnt in a 

cross-curricular fashion will enable 

pupils to see everyday uses to their 

learning. The new curriculum in regard 

to computing is perhaps one of the few 

benefits that can be seen from the 

recent educational changes, as it 

places much more emphasis on the 

understanding of the inner workings of 

certain technologies rather than simply 

being able to use them. I have felt a 

significant development in terms of my 

own digital literacy and the skills I have 

developed through a good computing 

scheme of work will span far wider than 

computing as a singular experience. 

Roberson & Good (2005) point to the 

benefits of creative technology forming 

links with a range of other subject skills. 

The move from a user to a creator 

within computing is a long process but 

provides numerous benefits to children 

in their everyday adult lives (Robertson, 

2012). 

Continuous advancements in 

technology will undoubtedly restructure 

the approaches of computing further, as 

well as having children entering school 

year on year with increasing levels of 

competence with regard to computing, 

perhaps removing the subject from the 

timetable as a singular lesson 

altogether and incorporating the 

appropriate application of skills in a 

cross curricular fashion in future.  
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I have used Teach Your Monster to Read with my students 

over the past few years. I currently teach Year 1 and 2 and  

also the SLE (Specialist Leader for ICT/Computing) at the 

school.  

I discovered Teach Your Monster to Read while searching for 

phonics games online. I was looking for a fun and engaging 

phonics review game for students in Reception and Year 1.  

Teach Your Monster to Read is relevant for key stage 1 and 

works as an effective additional tool for classroom phonics teaching and intervention 

groups. It is also free to play. 

The game was a instant hit with the children.  It captured the children's imagination in an 

interesting and colourful way and the children just wanted to play it. 

How do you use it in class?  
I have used Teach Your Monster to Read in our phonics and literacy lessons, with the 

Reception class students, Year 1s and also with the after school reading intervention 

class. We generally use the games for 20 minute individual computer sessions, 5 minute 

bursts (when children had some spare moments free), or as a class IWB session. 

During our IWB sessions, children identify the sounds using a button within Teach Your 

Monster to Read that enables you to press on the grapheme so you can hear the 

phoneme. This works as a brilliant introduction to the sounds they will be working on that 

day and it also helped the children practise the sounds that appear on the screening test. 

Who plays the game? 
The game is split into 3 levels. The reception class use the first game in the series, First 

Steps which is an introduction to the letter sounds, high frequency words and also 

includes simple blending and segmenting practice.  Even young reception class students 

were able to access the game, log on and go straight into playing. This accessibility 

encourages independent practice and also mouse control. 

TEACH	  YOUR	  MONSTER	  TO	  READ	  
by	  Ewa	  Wilson,	  deputy	  headteacher	  at	  	  Bonners	  C	  of	  E	  Primary	  School	  in	  East	  Sussex



 

Year 1 students progress on to the 

harder levels and begin to practise 

sentences, learn further graphemes 

and phonemes and also tricky words. 

Game 3, Champion Reader has been 

particularly useful for those children 

who were coming up to the phonics 

assessment. 

The game is also used in the after 

school intervention class. The children 

are always excited to show their 

parents their monsters and the game. 

It’s a good homework resource and 

parents can easily sign up their children 

to the game. It’s also simple to set up 

as a teacher, and there’s a parent letter 

that you can download and share. 

Why does the game work? 
What stands out for me is that children 

are completely engaged with the game. 

They are immersed in the world of 

Teach Your Monster to Read. It is an 

adventure rather than a set of stop and 

start mini games, so the reading 

practice flows along without stopping, 

which helps with independent learning. 

The children become very attached to 

their monsters and want to make sure 

their monsters are learning to read. 

They also see the monster as their little 

learning partner, and this is one of the 

unique features of the game that really 

brings it alive. 

The children are teaching their own 

monster to read and this is taking the 

pressure off their own learning. They 

grow in confidence because they are 

acting as the teacher and this 

confidence helps them engage with 

wider reading in general. 

It’s so easy to use too. Sign in and off 

you go. Children can very easily use 

this at home or in the classroom, and 

work through it at their own speed. 

How does Teach Your Monster to 
Read improve teaching/learning? 
I noticed a big impact in their phonics 

knowledge, particularly when using the 

‘sound button’ within game 3’s 

Champion Reader. 

The game also helped children learn 

their ‘high frequency words’. These 

words are integrated into Teach Your 

Monster to Read. The children have to 

collect the little ‘tricky’ creatures and put 

them in their monster’s pocket. They 

see the words, and also read them 

within a sentence, which helps retain 

this new knowledge. 



 

Progress is also monitored in the game 

and it is possible to see which sounds 

need extra work. This helps me to make 

an instant formative assessment of the 

student’s level and ability. 

What difference has it has made to 
the classroom? 

The children’s enthusiasm for Teach 

Your Monster to Read is astounding, 

and it has created a real excitement 

around learning to read away from the 

computer. 

Teach Your Monster to Read can also 

be relied on as a homework tool. The 

game contains all the relevant 

information to help fill in the gaps in 

learning; high frequency words, 

blending and segmenting practice and 

lots of sentence practice. 

It’s made phonics lessons more 

exciting, and it is a brilliant addition to a 

teacher’s phonics toolkit.  

Going forward… 
It would be very easy to integrate the 

game into other classroom activities; 

storytelling, character and personality 

descriptions. We’ll be using Teach Your 

Monster to Read in the coming year, 

and hope to make more of this fantastic 

resource. 

Sign up and play at: 
www.teachyourmonstertoread.com 

www.facebookteachyourmonstertoread.

com 

www.twitter.com/monsterscanread 

Watch the new game trailer! https://

vimeo.com/129715970 

About Teach Your 
Monster to Read  

Teach Your Monster to Read is a free 
online series of games that helps 
children practise the first stages of 
reading. It complements all major 
synthetic phonics programmes taught 
in school and has been very popular 
amongst Key Stage 1 teachers and the 
home market. 

The idea of Teach Your Monster to 
Read is that children create a monster 
and take it on a magical journey. 
Children are rewarded throughout the 
game with prizes for teaching their 
monster to read.  

The educational content of the game 
gets harder as the student progresses, 
offering new challenges and 
adventures at each stage of the 
student’s reading journey. 

http://www.teachyourmonstertoread.com
http://www.facebookteachyourmonstertoread.com
http://www.twitter.com/monsterscanread
https://vimeo.com/129715970
http://www.teachyourmonstertoread.com
http://www.facebookteachyourmonstertoread.com
http://www.twitter.com/monsterscanread
https://vimeo.com/129715970


 

I have been at my current placement school 
since January. Working in a year 5 classroom I 
could see how engaged children were with 
technology and had a passion for playing 
games and using their iPads and consoles in 
their home environment. When thinking about 
what computing lessons I was going to teach 
during my block placement I decided to take a 
risk and ask my class teacher if I could show 
the children Scratch. From the first lesson the 
children loved learning about programming 
and creating their own projects and games. 
Other classes have started to use the software 
and children’s learning is becoming more fun!  
From seeing the childrens “buzz” off this new 
topic of computing and learning new things 
during my computing specialism lessons 
(which can be found in my blog below) I 
decided to create a lunchtime club that 
showcased what had happened during the 
week/fortnight, in the format of a newspaper 
report. Using iMovie the children could act out 
the scenes and put the video sections 
together. I created an example video to show 
the children exactly what they would be doing 
and to encourage children to join my club. This 
proved successful as I then had all of year 5 
and 6 wanting to participate so I had to rotate 

the groups weekly. I also had to have smaller 
groups as the school didn’t have iPads and I 
had to provide a couple whilst I was on 
placement there.  

Firstly I taught the children the basics of iMovie 
before setting them off on their own tasks.  
Each week during their session the children 
would select two or three ideas and between 
themselves then select their roles and the 
filming of their footage. Once they had 
completed that in the following session the 
children would then edit together their video 
clips or images also adding music, transitions 
and sound effects etc.  

As I am a first year student I had never created 
a club before and didn’t know what to expect 
or what exactly to do. What was evident for me 
was setting rules!  

With my first group I didn’t do this (BIG 
MISTAKE!) and as they enjoyed my club, were 
having fun and saw this as downtime from 
lessons the children acted differently.  It was 
clear that boundaries and the children creating 
their own rules was important for successful 
and proactive time. 

Encouraging	  new	  forms	  of	  ICT	  
within	  my	  placement	  school…	  
by	  Lucy	  Wood

Hi,	  I	  am	  Lucy	  and	  I	  have	  just	  \inished	  my	  \irst	  year	  at	  Manchester	  

Metropolitan	  University.	  I	  am	  studying	  Primary	  Education	  and	  I	  

am	  specialising	  in	  Computing.	  This	  year	  I	  have	  been	  inspired	  by	  so	  

many	  teachers/	  tutors	  and	  have	  understood	  the	  importance	  of	  

bringing	  technology	  into	  the	  classroom.	  I	  am	  extremely	  passionate	  

about	  ensuring	  children's	  learning	  is	  both	  meaningful	  and	  fun	  and	  I	  

feel	  that	  technology	  de\initely	  has	  a	  place	  in	  this!	  	  



 

As well as setting rules I also had a few 
other challenges! During lunchtimes I 
found it hard to find a space within the 
school that was not only quiet enough for 
filming but where other children wouldn’t 
disturb the session coming in and 
grabbing things or looking for a member 
of staff. But most of these things are 
expected within a school! Once a quiet 

space was found, it was then a challenge 
to ensure that all children were focused 
and on task whilst being silent if a few 
people were filming and others were 
script writing. Due to the circumstances of 
this being my placement school I also had 
to speak to members of staff about their 
children’s needs or personalities so that I 
could group them accordingly and ensure 
that I was supporting them 
correctly. 

As the children were enjoying 
my club so much, I decided to 
link this in with my English 
topic where we were covering 
The Highwayman. As part of 
our second week on the topic 
the children discovered the 
class teacher and teaching 
assistant dead in the 
classroom, they were playing 
the parts of Bess and the 
Highwayman in our classroom 

crime scene.  This became our stimulus 
for our film project after we watched and 
evaluated other KS2 Highwayman films. 
The children then came up with their own 
running order for their film, scripts, acting 
it out and editing it together. For this 
project I decided to bring in a green 
screen to show the children extra skills 
and how to edit things further within 

iMovie. The children were 
fascinated by this and our 
finished outcome was amazing.  
I believe that since being at my 
placement school I have been 
able to show them many new 
ways of incorporating ICT into 
the classroom. I have also 
been able to understand how 
these projects will work in a 
classroom and overcome 
challenges so that during future 
placements they can be more 

successful. One of the outcomes I am 
most pleased about is the PTA (parent 
teacher association) are hoping to raise 
money in order to provide iPads within the 
classroom environment.  

 http://kidblog.org/class/MissWoodsClass-14 
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iPads,	  Smart	  Boards,	  Promethean	  
Boards	  etc…I’d	  used	  them	  all	  in	  my	  
PGCE	  year!	  I	  tried	  to	  take	  risks	  and	  
try	  the	  newest	  trend	  in	  order	  to	  keep	  
my	  pupils	  interested	  and	  enthusiastic.	  
I	  wanted	  technology	  to	  enhance	  my	  
teaching	  and	  subsequently	  their	  
learning.	  	  

Unfortunately,	  more	  often	  than	  not,	  I	  
ended	  up	  back	  with	  PowerPoint	  to	  
show	  my	  lesson	  plan	  (plus	  or	  minus	  
the	  occasional	  video	  explaining	  key	  
theoretical	  concepts)	  and	  my	  trusted	  
interactive	  whiteboard	  to	  integrate	  
Assessment	  for	  Learning!	  
As	  a	  humanities	  teacher,	  technology	  
really	  wasn’t	  my	  best	  friend	  in	  the	  
classroom.	  Nothing	  I	  found	  had	  been	  
worth	  using	  consistently	  enough	  for	  it	  
to	  have	  any	  impact	  on	  my	  teaching	  
day.	  	  

Is	  technology	  your	  best	  friend	  in	  the	  
classroom?	  
by	  Vini	  Bance

Teaching	  found	  me	  in	  the	  

slums	  of	  Mumbai	  whilst	  

working	  for	  a	  Charity	  and	  

this	  is	  where	  I	  learnt	  

that	  teaching	  children	  was	  

something	  I	  loved	  and	  

something	  I	  felt	  truly	  passionate	  about.	  After	  5	  

years	  of	  teaching	  humanities,	  being	  in	  charge	  of	  a	  

department	  and	  being	  an	  advocate	  for	  different	  

approaches	  to	  Teaching	  and	  Learning,	  I	  am	  now	  

working	  for	  an	  Education	  Technology	  company	  

that	  truly	  believes	  in	  addressing	  the	  simple	  

obstacles	  that	  teachers	  face	  in	  the	  classroom.	  Such	  

as	  how	  do	  you	  keep	  children	  engaged	  every	  hour	  

of	  their	  school	  day	  for	  5	  days	  a	  week?	  Or	  how	  can	  

a	  teacher	  gain	  insight	  into	  individual	  pupils	  

learning	  gaps	  without	  spending	  hours	  

on	  marking?	  My	  aim	  is	  to	  work	  with	  Quizalize	  and	  

Zzish	  and	  to	  make	  a	  difference	  to	  the	  lives	  of	  

teachers	  and	  students	  by	  helping	  to	  create	  the	  

future	  of	  education	  through	  technology.	  	  



 

So how can technology be my best friend if 
it doesn’t acknowledge my subject? 

Then I discovered a quiz website that not 
only allows you to create online 
assessments, which you can store until the 
end of time, but it has also created a new 
way to assess progress as you can see live 
results projected on an online dashboard 
instantly. What’s more, the pupils loved it. 
They instantly connected with the concept 
and were all a dab hand at navigating their 
way through the quiz! For them, it brought 
an interactive and competitive element to 
the classroom. 

‘Quizalize’ very quickly changed my stance 
on technology. It allowed me to intervene 
and address any problems that my pupils 
had with a particular question or topic 
straight away.  

Technology that saves me time and 
workload are always welcomed in my 
classroom and Quizalize does just that. It 
saves me the money I spent on printing 
assessments, and time I spent on marking, 
redistributing and providing feedback to the 
children’s assessments was all done in the 
next lesson. I can do all that and more in 
the classroom instantly with Quizalize.  

Accepted friend request! 
Quizalize is very much driven by the needs 
of teachers and children. It provides a 
website that teachers can use to assess 
and record children’s progress, as well as 
providing children a fun and engaging way 
to learn. It doesn’t only cater to the main 
subjects, such as Maths and Science, but it 
is versatile and can be used across all 
subjects such as, the one that I specialize 
in, humanities. In fact, I liked Quizalize so 
much that I actually joined the team to help 
spread the word.  

Quizalize Vs. Ofsted  

• Engages pupils in their learning through a 
game based learning approach. 

• Differentiation can be easily done as 
teachers are able to set personalised 
quizzes depending on pupils needs. It 
also enables the growth mind-set theory 
as challenges are embraced, as it is 
believed that children can improve at a 
task. 

• Progress can be shown in the live 
dashboard allowing the teacher to 
address the learning gap instantly as well 
as adopting the flipped classroom model.  

Check it out now www.quizalize.com or get 
in touch if you’d like to find out more 
vini@zzish.com     @TeachersEdTech        

http://www.quizalize.com
http://www.quizalize.com


 

Problem Solving activities by Dale Coan 

Driving test using Scratch 
Small challenge looking at sensing, but 

rather than expecting the children to pluck a 

solution out of the air, I have provided 'a 

solution' in the form of the required blocks 

to act as a scaffold. Now they have to 

concentrate on working out how it works 

together rather than having the added task 

of working out what blocks they need in the 

first place. That part is left as an extension 

for them to provide their own solution. 



 

Playing with Alice! by Dale Coan 
Here is my attempt at creating a kind of 'walk through' tutorial you could give out. Would 

require some previous basic experience of using Alice 2.4 but the methods are quite 

simple and screenshots are provided with each step. I have show how to animate a 

character and demonstrated how to link that to and event driven scenario i.e. Zombie 

(everyone likes a zombie game!) walks forward and turns when the relevant arrow keys 

are pressed, The example Alice world also includes sounds and a puddle that causes the 

Zombie to growl if he steps in it. This events driven style forms the basis for all games and 

could be used as a starting point for pupils to think about creating their own game. The 

hardest point is actually manipulating the characters legs to rotate in the correct way, 

something Alice leaves a lot to be desired for. Would probably use this with HA Y5/6. 

Link for downloading the PDF file of the Alice project : 

http://www.ictinpractice.com/wp-content/uploads/2015/07/Animation-and-Event-based-

programming.pdf 

Link for downloading Alice 2.4: 

http://www.alice.org/index.php?page=downloads/download_alice2.4 

http://www.ictinpractice.com/wp-content/uploads/2015/07/Animation-and-Event-based-programming.pdf
http://www.alice.org/index.php?page=downloads/download_alice2.4
http://www.ictinpractice.com/wp-content/uploads/2015/07/Animation-and-Event-based-programming.pdf
http://www.alice.org/index.php?page=downloads/download_alice2.4


 



 



 

Dale Coan 
Currently a  specialist teacher of computing covering all years groups 
from Y1 to Y6 at Hexthorpe Primary School, Doncaster, South 
Yorkshire. I have been a specialist teacher of primary computing for 10 
years and have also been a schools curriculum ICT technician for 10 
years so I have seen both sides of the fence, but can't say which side of 
the fence the grass is greener! I have also had other roles outside of 
education in engineering, software support and development as well as 
systems and network management/installation etc. so you could say a 

wide and varied career."



 

This book has been written for primary teacher trainees, in 
service primary school teachers and teacher support staff to 
develop their knowledge and understanding of primary 
computing.  The book is also useful for parents and teachers, 
from any country, to gain an insight into what young children 
learn, when working with different types of technology, from the 
Early Years Foundation Stage through to Key Stage 3. 

EDITORS 
Yasemin Allsop 
Yasemin Allsop worked as an ICT Coordinator in primary schools in London for almost 10 years. She is 
currently employed as Senior Lecturer in Primary Computing and ICT at Roehampton University. She has MA 
ICT in Education from the London Knowledge Lab, University of London. She is also an MPhil/PhD student, 
focusing on children’s thinking, learning and metacognition when designing digital games. She published 
widely in quality journals and presented at conferences. She is the editor of an online magazine called ICT in 
Practice where educators from around the world share their experiences of using technology in education. 
More information can be found on her website at 
www.yaseminallsop.me.uk 

Ben Sedman 
Ben Sedman is a Senior Lecturer within the Faculty of Education at Manchester Metropolitan University.  
Previous to this role he taught for 7 year within the Primary sector.  
Ben currently teaches within the STEM Division at MMU, delivering primary D&T and Computing sessions to 
trainees and teachers. He has completed his MA in Education, has been involved in a European funded project 
and helps coordinate the Erasmus Exchange Programme.  
Ben is interested in a range of creative teaching approaches and enjoys photography.  This is his first book. 
Some of his work can be viewed at www.bensedmanphotography.com 

CHAPTERS & AUTHORS 
1) What is computing? – Yasemin Allsop 
2) Computing in Early Years - Eleanor Hoskins 
3) Tell a story and make a game –Yasemin Allsop 
4) Computer science unplugged! - Alessandro Bogliolo 
5) Tinkering time: Adventures in 3D designs -Selcuk Ozdemir & Ahmet Celik 
6) Film, animation and podcasting: lets get creative! – Ben Sedman 
7) Embedding computing in science -Maggie Morrissey 
8) Linking mathematics and computing – Sue Pope 
9) E-Safety and digital citizenship – Ben Sedman 
10) Imagine, write and share: blogs, wikis and – Ben Sedman 
11)Transition to Secondary – Ellie Overland 
12) A brief overview of monitoring, evaluation and assessment of computing - Yasemin Allsop 
13) Planning and assessment of computing and computational thinking- Mark Dorling and John Woollard 

* We would like to thank Susan Adams for her contribution to Chapter 3 with an activity. 

http://www.yaseminallsop.me.uk
http://www.bensedmanphotography.com
http://www.yaseminallsop.me.uk
http://www.bensedmanphotography.com
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