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UNLOCKED 
No barriers, no limits to success 

 
Welcome to the Computing Unlocked Data Handling strand. 
The aim of this strand is to teach children a wide range of ICT 
related data handling skills. Data Handling covers the use of 
databases, spreadsheets, online surveys for data gathering and 
presentation skills.  The various modules aim to give children 
as much autonomy as possible with regard to the type of data 
they gather to use in a range of applications. This will help to 
make the study relevant and engaging. The strand also 
provides cross curricular links, particularly to numerical 
reasoning, maths and entrepreneurial skills.  
 



Data Handling 
Year 4 

Amazing 
Accountants 

Expected Outcomes 

 
Create a spreadsheet & input information 

 

Use formatting tools 

 

Interrogate a spreadsheet using advanced 

formulae 

 

Check for errors in data 

 

Answer questions and form conclusions. 

Introduction: 
 

This module introduces children to 
Spreadsheets. They will be creating their own 
spreadsheets and inputting data, using 
formatting tools and formulae to edit and 
interrogate the spreadsheets, checking for 
errors in their data and using the data to 
answer simple questions. 

Before we start: 
Read through the module. 
 

Understand how long you will need to deliver the 
module – each step roughly equates to a 1 hour 
lesson, however this may differ according to the 
ability of your pupils.     
 
Identify the resources you need (see list below) and 
ensure you will have access to them for the 
duration of the module. 
 
Familiarise yourself with the software or hardware 
you will be using to deliver the module.   



Oracy:  
  
• Organise talk so that 

different audiences can 
follow what is being said, 
e.g. giving background 
information, providing a 
brief summary of main 
points  
 

• Help a group to reach 
agreement, e.g. 
considering reasons or 
consequences, keeping 
focus on the topic  

Numeracy: 
 
• Transfer mathematical skills to a variety of contexts 

and everyday situations  
 
• Identify the appropriate steps and information 

needed to complete the task or reach a solution  
 
• Compare costs from different retailers and 

determine what can be bought within a given 
budget  
 

• Represent data using:  
      - lists, tally charts, tables and diagrams  
      - bar charts and bar line graphs labelled in 2s, 5s       
and 10s  
      - pictograms where one symbol represents more 
than one unit using a key  
     - Venn and Carroll diagrams  

LNF Links 



Resources 

Software: 
 

• Excel  
• Numbers (mac/ipad)  

Hardware: 
 

• PCs/Laptops 

Step 1:    Understand why spreadsheets are used  
 
This task can be used as a maths reasoning lesson. Children are to identify: 
What equipment they could buy while staying within their budget.  
 
Children are given a budget of £1000 (or more) to spend on equipment for one 
of the following: ICT class, outdoor area or wet-play resources. They should 
think about how many quantities of the same items they may need, such as: 
buckets and spades, bee bots, etc.?  
 
Children to identify the equipment they could purchase from a given price list. 
Each child will create a wish list of items and put the price next to the  
item the cost should be added up and record any money left over.  
This can be done using Word/Pages and their work saved into their  
own folders.  



Step 2:    Create and format a spreadsheet, using simple formulae 
 
Collaboratively decide on appropriate column titles for the spreadsheet, 
e.g. name, cost, amount and total.  Using the data generated in Step 1, 
children will create their spreadsheet through inputting information on 
product names and costs. Children are to choose  a column sort it into 
either  Ascending or descending order. Teacher to lead a discussion as to 
why this tool is used. 
 
Children will now calculate total costs of each item and overall cost. 
Teacher to demonstrate how to use formulae to calculate costs, etc.. 
 
Use formulae:  
To add cells: =sum(D4:E4) 
To multiply cells:  =(F5*D5)   
To subtract cells: =(A3-B3) or =(1000-B3) where a budget is known.  
(See examples) 
 

Children to Save work. 
 

http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/formulae.docx


Step 3:    Be able to format a spreadsheet 
 
 

Children to open up saved work from the previous step. Stress the importance of 
accuracy, provide opportunities for children to check for and fix any errors in data 
or formulae.  
 
 

Discuss the importance of formatting spreadsheets (to improve ease of use and 
visual appearance). Demonstrate how to resize columns and use Word 
techniques to format text. Show how we can use conditional formatting to make 
sure we remain in budget or are approaching budget limit (Video Tutorial – 
Conditional Formatting). Based on this information, ask children to edit items 
purchased and quantities, in order to reach their allocated budget.     
 
 

Once the spreadsheets have been created, tell children that in real life, you may 
not be able to order all your chosen equipment as some items may have limited 
stock. Children to investigate what happens when we make changes to our 
spreadsheet. Look at how the columns change depending on the different 
variables. Apply to other cells and report back findings. Have children  
explain why using the formulae is more useful than not using them, or  
by relyingon simple pen & paper methods.  
 

https://support.office.com/en-gb/article/Use-formulas-with-conditional-formatting-fed60dfa-1d3f-4e13-9ecb-f1951ff89d7f?ui=en-US&rs=en-GB&ad=GB


ASSESSMENT 
 

To access the assessment quiz for this module please click on the 
following link: 

 
Assessment Quiz – Amazing Accountants 

 
(Click here to access a short tutorial on how to run a Kahoot quiz 

with your pupils) 
 

Saving the Final Scores sheet from the results spread sheet 
generated at the end of the quiz will give you an instant overview 

of each pupil’s performance in the assessment. In addition to 
successful completion of the assessment quiz consideration 
should also be given to any relevant project work completed 

before teachers are satisfied that their pupils have finished the 
module and ready to receive their certificate. 

 
Certificate of Achievement – Amazing Accountants 

https://play.kahoot.it/#/?quizId=830841c7-b79c-46d8-956c-29d0242c9f03
https://play.kahoot.it/#/?quizId=830841c7-b79c-46d8-956c-29d0242c9f03
https://play.kahoot.it/#/?quizId=830841c7-b79c-46d8-956c-29d0242c9f03
https://play.kahoot.it/#/?quizId=830841c7-b79c-46d8-956c-29d0242c9f03
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/kahoot_tutorial_with_narration.mp4
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/dhy4.png
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/dhy4.png
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/dhy4.png
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/dhy4.png


Scratch Some 
More 

Introduction:  
 

The aim of this module is to further develop 
children’s understanding of programming using 
more advanced Scratch tutorials. This unit is 
delivered in partnership with Code Club and uses 
the Scratch 2 Code Club Scratch Tutorials. The 
tutorials cover: external outputs, variable 
creation, conditional statements, problem 
solving, debugging, games design 

Expected Outcomes:   
 
        Creating Variables 
 
        Creating advanced conditional statements  
 
        Creating functions 
 
        Develop game design & presentation skills 
 
        Develop problem solving & de-bugging skills 
 
        Plan, create, evaluate & analyse games. 
 
  
 

 
 
Before we start:  
Read through the module. 
 
Understand how long you will need to deliver the 
module – each step roughly equates to a 1 hour 
lesson, however this may differ according to the 
ability of your pupils.     
 
Identify the resources you need (see list below 
each step) and ensure you will have access to 
them for the duration of the module. 
 
Familiarise yourself with the software or 
hardware you will be using to deliver the module.   

Our Digital  
World - Nursery 

Programming  
Year 5 



Numeracy: 
 
Developing Numerical Reasoning 
 
• identify the appropriate steps and information needed to complete 

the task or reach a solution.  
 

LNF Links 



Programming – Year 5 Scratch Tutorials 
 

Click on the individual projects below to access the materials. Click on the 
Teacher’s Notes for more help if needed. 
 
1. Memory                                     Memory – Teacher’s Notes 
2. Brain Game             Brain Game – Teacher’s Notes 
3. Catch the Dots                          Catch the Dots – Teacher’s Notes 
4. Clone Wars                                Clone Wars – Teacher’s Notes 
5. Dodgeball             Dodgeball – Teacher’s Notes 
6. Create Your Own World         Create Your Own World– Teacher’s Notes 

 

https://cardiffschools-public.sharepoint.com/SiteAssets/Scratch Tutorials/Boat Race.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/memory.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_memory.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_memory.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_memory.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_memory.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_memory.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/brain_game.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_brain_game.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_brain_game.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_brain_game.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_brain_game.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/catch_the_dots.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_catch_the_dots.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_catch_the_dots.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_catch_the_dots.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_catch_the_dots.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/clone_wars.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_clone_wars.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_clone_wars.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_clone_wars.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_clone_wars.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/dodgeball.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_dodgeball.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_dodgeball.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_dodgeball.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_dodgeball.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/create_your_own_world.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_create_your_own_world.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_create_your_own_world.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_create_your_own_world.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/teachers_notes_-_create_your_own_world.pdf


This module uses the 6 Code Club HTML & CSS 1 tutorials on 
building websites.  

 

Before beginning each tutorial ask the students to download the project 
materials on to their PC/laptop. By working through these tutorials, children will 
develop the ability to: 
 

• Create webpages through using HTML & CSS 
• Develop skills in the design of webpages and websites 
• Develop confidence in the processes of planning, programming, testing and 

reviewing algorithms/syntax 
• Write a website which contains syntax/algorithms to achieve a planned 

outcome 
• Develop problem solving, reasoning and computational thinking skills 
 

N.B. This unit of work is intended to be completed over a term. Complete  
as many of the tutorials as possible based on children’s ability. 

 

(Link to Resources – HTML an Introduction , HTML + CSS an Introduction ) 
(Video Tutorials – Basic HTML, HTML + CSS) 
 
 
 

http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/html_%E2%80%93_an_introduction.pdf
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/html___css_-_a_brief_introduction.pdf
https://www.youtube.com/watch?v=JGIcb_joAIE
https://www.youtube.com/watch?v=LRKVilbKak4


What A Wiki 
World! 

Introduction:  
 

The aim of this module is to encourage pupils to 
embed and improve upon the research skills 
learnt in the previous module, and to learn how 
to evaluate data effectively. Pupils  will also begin 
to develop a basic understanding of copyright 
issues and the need to reference material found. 
Pupils will also use Wikis and online surveys to 
gather and present information. 

Expected Outcomes: 
 
         Use different techniques to enhance their 
          research skills 
        
         Understand how to evaluate data found when 
         researching on line 
 
         Develop a basic understanding of copyright  
         issues and learn how to reference material found 
         online 
 
         Begin using Wiki tools  
 
         Begin using online survey tools .       

Before we start:  
Read through the module. 
 

Understand how long you will need to deliver the 
module – each step roughly equates to a 1 hour 
lesson, however this may differ according to the 
ability of your pupils.  
 
Identify the resources you need (see list below 
each step) and ensure you will have access to 
them for the duration of the module. 
 
Familiarise yourself with the software or 
hardware you will be using to deliver the module.   

Our Digital  
World – Year 4 



Step 1:    Research skills.  
 
Split the class into small groups to research a topic or theme (e.g. a country, 
an animal, planets, etc.) Discuss effective research techniques, i.e. using key 
words, specific phrases, quotation marks, not/and etc. Share as a class and 
trial techniques on their research topic/theme. Evaluate results and compare 
them to the results when not using these techniques. Search for theme/topic 
from various websites for reliability, accuracy and integrity of information and 
how to identify e-safety issues/unreliable sources. Allow for constant 
plenaries throughout.  
 

Resources 

Hardware: 
 
• iPads 
• Laptops/Pcs 
• IWB/Display Screen 

Websites: 
 
www.google.co.uk 
 
Encyclopedia Brittanica - available 
free via: www.hwb.wales.gov.uk 
 
www.dkfindout.com 

http://www.google.co.uk/
http://www.hwb.wales.gov.uk/
http://www.dkfindout.com/


Introduction:  
 

The aim of this module is to enable children to 
enhance & develop all aspects of their filmmaking 
skills by encouraging them to write and create 
their own films based on their current topic of 
study – the module introduces basic scriptwriting 
techniques and apps such as Photospeak or 
Morfo and a Green Screen App. 

 
 
 
 
 
 
Expected Outcomes: 

 

Begin to generate success criteria and 
learn  how to evaluate their own work  
  
Begin to experiment with special effects (e.g. 
Green Screen)  
 
Understand and use simple augmented 
reality software  
 
Use ICT tools to create music for a specific 
purpose  
 
Begin to combine different software 
applications to create projects. 

 
 
 
 
 
 
 

Before we start:  
 

Read through the module. 
 

Understand how long you will need to deliver the 
module – each step roughly equates to a 1 hour 
lesson, however this may differ according to the 
ability of your pupils.     
 
Identify the resources you need (see list below) 
and ensure you will have access to them for the 
duration of the module. 
 
Familiarise yourself with the software or 
hardware you will be using to deliver the module.   

Multimedia 
Year 4 

Lights, Camera, 
Action! 



Oracy:  
 
• Explain information and ideas using supportive resources, e.g. on-screen and 

web-based materials  
• Organise talk so that different audiences can follow what is being said, e.g. 

giving background information, providing a brief summary of main points  
• Adapt talk showing understanding of the differences between informal talk 

with friends and more extended talk with a wider group  
• Explore different situations through role play  
• Listen carefully to presentations and show understanding of main points  
• After listening, respond, giving views on what the speaker has said.  
• Contribute to group discussion and help everyone take part  
• Help a group to reach agreement, e.g. considering reasons or consequences, 

keeping focus on the topic. 

Reading: 
 

• Identify how texts differ in 
purpose, structure and layout 

Writing:  
 
• Identify how texts differ in 

purpose, structure and layout 
 

LNF Links 



.  

Step 1:    Introduction to film-making  
 
Teacher to use an Augmented Reality App such as Photo-Speak or Morfo Booth to 
introduce a topic such as the Victorians and explain what is expected from the 
children when making a movie. Teacher to choose a famous figure from their 
topic of study (such as Queen Victoria) and download her image place it into the 
app and record the task of creating a film to explain an idea or could be an 
information film. Play this video to the children as an example of what they can 
create.  (Video Tutorials – PhotoSpeak, Morfobooth, Green Screen ) 
 
Children begin to plan their set task using a planning or mindmapping tool (e.g. 
Popplet, Padlet, Bubble map, Educreate or Explain Everything). They should 
decide as a group what they want to film, what images and apps they will use  
and which roles each of them will undertake. (Link to Resource – Popplet, 
Educreations, Explain Everything) 
 
Children to  think about what they need to be successful. Use this session to 
generate success criteria (quiet environment, steady hands/table rest/tripod, 
eyes to the camera, clear voice, appropriate expressions, pause before and  
after speaking, planned/rehearsed script). 

https://vimeo.com/100262062
https://www.youtube.com/watch?v=W1vITFaFCgA
https://www.youtube.com/watch?v=QlH3h19ablI
http://www.computingunlocked.org.uk/uploads/1/0/7/8/107896963/popplet.pdf
https://www.youtube.com/watch?v=08EypVPiCuc
https://www.youtube.com/watch?v=lupVle5m-iY&list=PLopJygC06_h8IRy8L43bpZEcRXEEkS7ce

