
 
Corpus	Christi	Primary	School	

Digital	Learning	Plan	June	2025	-	June	2027	
	
	
1	Introduction	
This	document	records	the	outcomes	of	our	current	Digital	Learning	Plan;	including	targets	and	the	actions	we	will	implement	to	meet	the	targets.			

1.1	School	Details	
	
The	following	is	an	overview	of	the	digital	infrastructure	and	resources	we	have	available	in	our	school:	

● Access	to	reliable	school	WIFI.	
● Interactive	whiteboard	and	a	teacher’s	laptop	with	internet	access	in	all	classrooms.	
● Laptops	for	SETs.	
● Two	black	and	white	photocopiers	and	one	colour	copier	with	wireless	printing.	
● 40	iPads	which	are	stored	in	iPad	trolleys	with	charging	facilities.	
● 70	Chromebooks	available	for	class	use	/	15	for	use	by	S.E.T’s	
● Bee	Bots	and	Blue	Bots.	
● 16	Sphero	Balls	
● Micro-bits	
● A	projector	and	laptop	are	available	for	portable	use.	
● A	sound	system	in	the	hall.		
● Office	computer.	
● Aladdin	is	the	school	database	used.	
● Access	to	Google	Drive	for	all	students	and	staff	
● A	number	of	students	have	their	own	Assistitive	Technology	touchscreen	laptop	

	



We	have	an	up	to	date	school	website	and	we	have	regularly	updated	social	media	accounts	 including	Facebook,	Twitter	and	Instagram.	We	use	these	online	
accounts	along	with	Aladdin	Connect	to	connect	with	our	parents	and	wider	school	community.	
	
1.2	School	Vision	and	Rationale	for	Digital	Technology:	
In	Corpus	Christi	Primary	School,	we	acknowledge	the	importance	of	integrating	digital	learning	across	the	curriculum	in	order	to	improve	the	quality	of	teaching	
and	 learning.	 Digital	 learning	 is	 a	 very	 effective	 resource	 that	 can	 add	 value	 to	 the	 teaching,	 learning	 and	 assessment	 process	when	 it	 is	 used	 fittingly	 and	
appropriately.	We	are	educating	children	who	live	in	a	technological	age	and	it	is	important	that	the	teaching	and	learning	reflects	that	and	prepares	children	in	
the	best	way	possible	for	this	reality.	

Pedagogically,	digital	learning	can	be	highly	motivating	for	the	learner	and	particularly	for	those	children	who	find	the	more	traditional	methodologies	of	the	school	
setting	constraining.	In	that	light,	we	will	strive	to	maximise	the	potential	for	children’s	learning	using	digital	technologies,	where	appropriate.	Our	vision	for	digital	
learning	is	based	on	a	balanced	approach	–	ensuring	that	digital	technologies	are	integrated	into	lessons,	when	appropriate,	and	used	to	enhance	the	pupils’	learning	
experience.	We	also	aim	to	ensure	that	our	pupils	begin	to	develop	a	critical	appreciation	of	the	role	of	digital	technologies	in	society	and	develop	habits	which	
reflect	an	ethical	and	responsible	use	of	these	technologies.		

School	leadership	will	provide	resources,	support	staff	training	and	cultivate	a	supportive	and	collaborative	teaching	and	learning	environment	for	integrating	
technology	as	a	meaningful	and	effective	part	of	the	educational	process.	Our	aim	is	that	we	foster	an	environment	of	support	and	innovation	and	that	our	pupils	
will	leave	the	school	as	confident,	creative	and	productive	users	of	digital	technologies.		

Corpus	 Christi	 School	 recognises	 the	 partnership	 between	 the	 school	 and	 parents	 as	 being	 imperative	 for	 providing	 students	 with	 life-long	 skills.	 Digital	
technologies	will	play	a	part	in	maintaining	the	links	with	home.		

1.3	Brief	overview	of	the	use	of	digital	technologies	in	the	school	to	date:	
All	classroom	teachers	use	interactive	whiteboards	in	their	everyday	teaching:		

● Teachers	access	online	programmes	such	as	Bua	na	Cainte	and	Grow	in	Love	and	the	resources	provided	by	the	publishing	companies,	CJ	Fallon	and	Folens	
Online.	

● Youtube	is	widely	used	to	access	age-appropriate	video	content	to	enhance	pupil	understanding	of	topics.		
● Go	Noodle	and	Just	Dance	are	used	for	movement	and	brain	breaks.		
● Numeracy	games	on	Topmarks	and	Math	Playground	are	widely	displayed.	
● All	students	have	access	to	TTRS	through	library	link.	
● Online	learning	platforms	such	as	IXL,	Times	Tables	Rock	Stars,	Numbots	are	used	to	consolidate	learning	in	the	school.	
● Carl’s	Corner	for	phonics	and	Literacy	Shed	and	Pobble	365	for	oral	language	and	creative	writing	are	used	by	different	teachers	throughout	the	school.	
● Nessy	licences	are	used	to	support	students	with	Dyslexia	in	the	school	
● Digital	tools	such	as	Blooket,	Mentimeter	and	Kahoot	are	used	to	facilitate	formative	assessment	opportunities.		



	
Pupils	use	a	range	of	digital	technologies	for	different	purposes:	

● A	range	of	literacy	apps	are	used	by	the	infant	pupils.	They	include:	Phonics	ABC	app,	Phonics	Ninja,	Alpha	Ninja,	Endless	Alphabet,	ABC	Turtle,	ABC	Tracing,	
Make	A	Word,	Starfall	Learn	to	Read	and	BBC	CBeebies	Storytime.		

● Pupils	read	digital	books	assigned	from	online	levelled	PM	readers,	Oxford	Owl,	Read	Theory	and	Get	Epic.	
● Pupils	use	Kiddle,	National	Geographic	for	Kids	and	DK	Find	Out	to	source	information	online.	Seterra	Online	Geography	is	used	to	explore	the	world	and	

learn	about	its	countries,	capitals,	cities,	rivers,	lakes	and	more!	
● Pupils	engage	in	coding	activities	on	Code.org.	/Scratch.	They	have	also	used	BeeBots,	Microbits	and	Spheros.	
● Popplet,	Book	Creator,	Comic	Life	and	Garage	Band	are	used	by	pupils	to	create	content		
● TTRS		and	Nessy	apps	are	used	to	develop	literacy	skills	in	SEN	settings.	
● Over	40	students	in	the	school	use	Assistive	Technology	Chromebooks	and	C-Pens	to	support	their	learning.	

	
On	a	whole	school	level,	the	following	are	being	used	or	have	been	used:	

● Google	Workspace	for	Education	is	used	by	staff.	Each	teacher	has	a	school-based	email	and	this	is	used	for	communication.		
● Google	Classroom,	Google	Meet	and	Zoom	were	used	during	school	closures	to	help	us	facilitate	online	learning.		

	
1.4	The	focus	of	this	Digital	Learning	Plan	
To	continue	on	from	the	objectives	of	the	previous	Digital	Learning	Plan	and	for	Digital	Learning	to	continue	to	grow	and	strive	in	Corpus	Christi	PS.	We	had	a	
whole	school	review	of	our	digital	tools	in	April	2024.		
	
2.2	The	standards	and	statements	from	the	Digital	Learning	Framework	being	selected	
	

DIMENSION:	TEACHING	&	LEARNING	

Standard	 Statements	

Domain	1:	Learner	Outcomes	
Standard	 1.1:	 Pupils	 enjoy	 their	 learning,	 are	
motivated	to	learn	and	expect	to	achieve	as	learners.	

Statement	of	Effective	Practice:		
Pupils	 use	 appropriate	 digital	 technologies	 to	 foster	 active	 engagement	 in	 attaining	
appropriate	learning	outcomes.	

Domain	2:	Learner	Experiences	
Standard	 2.3:	 	 Pupils	 reflect	 on	 their	 progress	 as	
learners	 and	 develop	 a	 sense	 of	 ownership	 of	 and	

Statement	of	Effective	Practice:		
Pupils	use	digital	technologies	to	collect	evidence,	record	and	reflect	on	their	progress,	and	
develop	their	competence	as	self-directed	learners.	



responsibility	for	their	learning.		

Domain	4:	Teachers’	Collaborative	Practice	
Standard	 4.1:	 Teachers	 value	 and	 engage	 in	
professional	 development	 and	 professional	
collaboration.		

Statement	of	Effective	Practice:		
Teachers	evaluate,	demonstrate	and	reflect	with	peers	on	the	use	of	digital	technologies	to	
innovate	and	improve	educational	practice.	

	

DIMENSION:	LEADERSHIP	AND	MANAGEMENT	

Standards	 Statements	

Domain	2:	Managing	the	Organisation		
Standard	2.2:	Manage	the	school’s	human,	physical	
and	financial	resources	so	as	to	create	and	maintain	a	
learning	organisation	

	
The	board	of	management	ensures	the	provision	and	maintenance	of	digital	teaching	aids	
and	equipment	to	a	good	standard.	

Domain	3:	Leading	School	Development	
Standard	3.4:	The	principal	and	other	leaders	in	the	
school	 are	 informed	 by	 national	 policy,	 and	
technological	developments,	and	see	their	relevance	
to	the	school.	

Statement	of	Effective	Practice:		
Manage,	 lead	 and	mediate	 change	 to	 respond	 to	 the	 evolving	 needs	 of	 the	 school	 and	 to	
changes	in	education	

	
2.3	Summary	of	our	strengths	with	regards	digital	learning	

● Teachers	are	using	a	wide	range	of	websites	and	apps	in	their	daily	teaching	practice	to	enhance	learner	outcomes	and	experiences.		
● Teachers	 facilitated	online	 learning	 to	 the	best	of	 their	ability	during	 two	periods	of	 school	closure.	They	ensured	pupils	had	access	 to	differentiated,	

interesting	and	motivational	material.	This	required	a	lot	of	planning,	organisation	and	creativity.	Teachers	understood	the	importance	of	making	sure	
activities	were	fun	and	engaging	to	encourage	pupils	to	participate.		

● Some	staff	members	have	excellent	skills	in	the	area	of	digital	technologies	and	are	willing	to	share	their	expertise.		
● Staff	members	are	motivated	to	engage	with	CPD	especially	in	relation	to	using	digital	technologies	with	pupils	to	create	content.		
● Teachers	and	pupils	have	access	to	iPads,	Chromebooks,	interactive	whiteboards,	speakers	and	robotics.		
● We	have	excellent	WiFi	and	technical	support	available	within	our	wider	school	staff.	
● Google	Workspace	for	Education	is	currently	used	for	the	purposes	of	communicating	via	email	with	staff	members.	Some	members	of	staff	are	using	Google	

Drive	to	store	curricular	plans	and	resources.			



● Internet	Safety	talks	with	Jackie	O’Regan	of	Digiwise	for	3rd	–	6th	class	and	CC	also	facilitated	a	parent	workshop.	
● Parents	are	informed	regularly	of	the	best	practices	for	digital	learning	initiatives	at	school	and	at	home.	Links	with	home	are	maintained	mainly	through	

face-to-face	contact	but	also	through	the	website,	Facebook,	Twitter,	and	Aladdin.	The	school	website,	Twitter	and	Facebook	accounts	also	provide	parents	
and	the	wider	world	with	an	up-to-date	view	of	daily	and	extra-curricular	activities.		

● Our	school	is	a	member	of	the	Limerick	DEIS	Primary	Schools’	Network.	This	network	is	made	up	of	twelve	DEIS	(Band	1)	schools.	Initially,	the	main	focus	
of	the	network	was	on	the	area	of	literacy	and	numeracy	but	recently	has	turned	its	attention	to	STEM.	Corpus	Christi	is	also	part	of	the	School	Excellence	
Fund,	 an	 innovation	 of	 the	 Department	 of	 Education,	 which	 aims	 to	 support	 schools	 to	 address	 the	 gap	 in	 attainment	 between	 our	most	 and	 least	
educationally	disadvantaged	children.	Corpus	Christi	School,	Thomond	Primary	School	and	Thomond	Community	College	are	in	a	cluster	together.	The	
overall	aim	of	this	cluster	is	to	develop	excellence	in	STEM	subjects	and	ease	the	transition	from	primary	to	post-primary	school.	This	initiative	is	supporting	
us	to	explore	innovative	proposals	and	approaches	which	are	context-specific	and	aimed	at	 improving	learner	outcomes.	Being	involved	in	both	these	
initiatives	thus	far	has	provided	an	ideal	opportunity	to	enhance	what	is	already	happening	in	the	school	and	promote	digital	learning	further	in	Corpus	
Christi	School.	In	June	2025	Corpus	Christi	was	awarded	a	Curious	Minds	Award	for	excellence	in	STEM	activities.	

	
2.4	What	we	are	going	to	focus	on	to	improve	our	digital	learning	practice	further	

● Staff	will	continue	to	engage	in	CPD	in	order	to	facilitate	a	greater	use	of	digital	technologies	by	pupils.	Peer	support	and	team	teaching	for	staff	members	
will	be	facilitated	to	increase	competence	and	confidence	in	embedding	digital	technologies	in	teaching,	learning	and	assessment.	

● Useful	websites	and	apps	will	continue	to	be	shared	with	staff.		
● Teachers	will	design	activities	where	pupils	use	digital	technologies	to	support	and	enhance	learning	in	different	curricular	areas.	
● Our	school	management	will	ensure	that	we	invest	in	additional	resources	to	help	support	the	integration	of	digital	technologies	in	the	classroom.		

	
Our	Digital	Learning	plans	will	record:	

● The	targets	for	improvement	we	have	set	
● The	actions	we	will	implement	to	achieve	these	
● Who	is	responsible	for	implementing,	monitoring	and	reviewing	our	improvement	plan	
● How	we	will	measure	progress	and	check	outcomes	(criteria	for	success)	

	
As	we	implement	our	improvement	plan	we	will	record:	

● The	progress	made,	and	adjustments	made,	and	when	
● Achievement	of	targets	(original	and	modified),	and	when	

	
	
	
	



	
	
	
	
	
	
	

Digital	Learning	Action	Plan	1	
	

Literacy/	Numeracy	Skill	Development	&	Content	Creation	
 

DIMENSION:	Teaching	and	Learning	
DOMAIN	1:	Learner	Outcomes	
STANDARD	1.1:	Pupils	enjoy	their	learning,	are	motivated	to	learn	and	expect	to	achieve	as	learners.	
STATEMENT	OF	EFFECTIVE	PRACTICE:	Pupils	use	appropriate	digital	technologies	to	foster	active	engagement	in	attaining	appropriate	learning	
outcomes.	
TARGETS:		

● Pupils	meaningfully	use	a	variety	of	websites	and	apps	for	different	curricular	purposes,	appropriate	to	their	class	level,	on	a	weekly	basis.		
● Pupils	actively	create	and	share	curricular-based	digital	content,	appropriate	to	their	class	level,	once	per	term.																																																

ACTIONS 
(What needs to be done?) 

TIMEFRAME 
(When is it to be 

done by?) 

PERSONS / 

GROUPS 

RESPONSIBLE 
(Who is to do it?) 

CRITERIA FOR SUCCESS 
(What are the desired outcomes?) 

RESOURCES 
(What resources are 

needed?) 

USING	 WEBSITES	 AND	 APPS	 FOR	 SKILL	
DEVELOPMENT		
● Use	 a	 selection	 of	 age-appropriate	 apps	 and	

websites	 at	 each	 class	 level	 to	 reinforce	 and	
develop	 literacy	 and	 numeracy	 concepts	 and	
skills.		

Junior	and	Senior	Infants	

	
	
● June	2026	

	
	
● Class	teachers	
● SET	

	
	
● Enhanced	 pupil	 engagement	

in	learning.		
● Evidence	 and	 positive	

feedback	 from	 teachers	 and	
learners	 that	 the	 digital	
programmes/	apps/	websites	

	
	
● iPads	
● Apps	
● Websites	
● Oxford	Owl	
● Starfall		
● Pobble.com	



● Pupils	 read	 digital	 books	 on	 apps	 such	 as	PM	
Readers	Online,	Oxford	Owl	and	Starfall,	play	
phonics	 games	on	 ladderschool,	word	bingo,	
Sounds	like	Phonics	and	practise	maths	skills	
on	Topmarks	and	Manga	High.	

Middle	and	Senior	Classes:	
● Teachers	 will	 use	 images	 and	 accompanying	

resources	 sourced	on	Pobble.com	 to	 stimulate	
talk	 and	 discussion,	 develop	 vocabulary,	
reinforce	 grammar	 points,	 and	 inspire	writing	
activities	with	story	starters. 

● Pupils	 will	 use	 IXL,	 TTRS	 andNumbots	 to	
support	 literacy	 and	 numeracy	 and	
strengthen	mathematical	concepts.	

● Studernts	 will	 complete	 modules	 on	 TTRS	 to	
learn	 correct	 posture,	 hand	 position	 and	
procedures	in	typing.	

● Pupils	 will	 use	Word	 Hippo	 to	 provide	 them	
with	a	library	of	vocabulary	resources	including	
synonyms,	 antonyms,	 definitions,	 example	
sentences,	pronunciation,	and	rhyming	words.	

● Pupils	will	use	age-appropriate	search	engines	
and	online	encyclopaedias	to	locate	information	
relevant	 to	 classroom	 learning.	 They	 will	 be	
encouraged	 to	 reflect	 on	 the	 information	 they	
find	and	write	it	in	their	own	words.	

support	 pupil	 learning	 and	
enjoyment.		

● BBC	 Dance	 Mat	
Typing	

● PM	 Readers	
Online	

● Word	Hippo	
● Kiddle	
● Britannica	

School	
● DK	Find	Out	
● National	

Geographic	Kids	
● Wonderopolis	
	
	

CONTENT	CREATION	
Junior	Classes:	
● Pupils	will	engage	in	a	shared	writing	experience	

to	create	a	whole	class	digital	book	using	Write	
Reader	 or	 Book	 Creator	 on	 a	 curricular	 topic	
once	a	term.		

● Pupils	 will	 engage	 with	 Cengage	 online	 PM	
readers	through	individual	profiles	

	
● January	2027	

	
● Teachers		
● Pupils	

	
● Pupils	 in	 the	 junior	 classes	

create	 a	 whole	 class	 digital	
book	once	a	term.	

● Pupils	 in	1st	 and	2nd	 classes	
create	 a	 digital	 book	 in	 pairs	
or	small	groups	once	a	term.		

	
● iPads	
● Chromebooks	
● Write	Reader	
● Book	Creator	
● Britannica	

School	



	
1st	and	2nd	Classes:	
● Pupils	 will	 work	 collaboratively	 to	 create	 a	

digital	 book	 using	 Write	 Reader	 or	 Book	
Creator	 to	 showcase	 their	 knowledge	 and	
understanding	of	a	curricular	topic.	

● Pupils	will	present	their	work	for	their	peers.		
● Pupils	 will	 engage	 with	 Cengage	 online	 PM	

readers	through	individual	profiles.	
	

3rd	-	6th	Classes:	
● Pupils	 will	 access	 online	 websites	 to	 research	

information	 relevant	 to	 their	 writing	 task	 or	
project	topic.		

● Pupils	 will	 use	 Google	 Docs	 to	 draft,	 edit	 and	
publish	written	tasks.	As	part	of	their	work,	they	
will	learn	about	formatting	text.		

● Pupils	 will	 work	 collaboratively	 to	 create	 a	
digital	 presentation	 using	 Google	 Slides	 to	
demonstrate	 their	 knowledge	of	 topics	 in	 SESE	
subjects.	As	part	of	this	work,	pupils	will	source	
and	include	copyright-free	multimedia	content.		

● Pupils	will	present	their	digital	presentations	to	
their	 peers	 and	 actively	 use	 the	 TAG	 feedback	
method	when	offering	peer-feedback.	

● Pupils	 in	 the	 senior	 classes	
engage	 in	 research,	
collaborative	content	creation	
and	 present	 work	 for	 their	
peers.		

● Through	 the	 use	 of	 Google	
Docs	and	Google	Slides,	pupils	
learn	about:		
- specific	 styles	 and	

headings.		
- the	copy/paste	function.	
- formatting	 text	 (italics,	

bold,	 underline,	 change	
colour,	 size	 and	 font	 of	
text).	

- text	 boxes	 and	 simple	
tables	

- justify/centre/align	 text	
left	or	right.	

- how	to	print	and	manage	
their	files.		

● National	
Geographic	Kids	

● DK	Find	Out	
● Kiddle	
● Unsplash		
● Pixabay	
● TAG	feedback	

Use	of	Robotics	
3rd	-	6th	Classes:	
● Introduce	 Beebots	 and	 Bluebots	 to	 middle	

classes	 to	 begin	 robotics.	 Senior	 classes	 to	
complete	projects	on	Spheroballs	and	Microbits.	

June	2027	 ● Teachers		
● Pupils	

- how	 to	 program	 various	
robotics	

- to	 create	 their	 own	
success	 criteria	 for	 each	
project	

- to	 use	 reflective	 practice	
to	overcome	obstacles	

	
● Apps	
● spheroballs	
● microbits	
● beebots	
● ipads	

EVALUATION PROCEDURES: 
(How are we progressing? Do we need to make adjustments? Have we achieved our targets?) 



	

 

 
 
 
 
 
 
	

Digital	Learning	Action	Plan	2	
	

Digital	Portfolios		
 

DIMENSION:	Teaching	and	Learning	
DOMAIN	1:	Learner	Experiences	
STANDARD	2.3:	Pupils	reflect	on	their	progress	as	learners	and	develop	a	sense	of	ownership	of	and	responsibility	for	their	learning.		
STATEMENT	 OF	 EFFECTIVE	 PRACTICE:	 Pupils	 use	 digital	 technologies	 to	 collect	 evidence,	 record	 and	 reflect	 on	 their	 progress,	 and	 develop	 their	
competence	as	self-directed	learners.	
TARGET:	Pupils	will	use	the	digital	learning	platforms,	Seesaw	or	Google	Classroom,	as	a	means	to	create	and	compile	a	portfolio	or	work	throughout	the	
school	year.																

ACTIONS	
(What	needs	to	be	done?)	

TIMEFRAME	
(When	is	it	to	be	

done	by?)	

PERSONS	/	
GROUPS	

RESPONSIBLE	
(Who	is	to	do	it?)	

CRITERIA	FOR	SUCCESS	
(What	are	the	desired	

outcomes?)	

RESOURCES	
(What	resources	are	

needed?)	

Google	Classroom	
Juniors	-	2nd	Class	
● Pupils	will	upload	classroom	content	to	Google	

Classroom	at	least	once	a	fortnight.	The	content	
will	 include	 pictures	 of	 concrete-based	 class	
work,	 audio	 recordings,	 videos	 and	 files	 e.g.	
digital	books.		

	
● September	

2025	 -	 June	
2026	

	
● Teachers	 and	

pupils	

	
● Teachers	 or	 pupils	 select	

content	 to	Google	classroom	
at	least	once	a	fortnight.	

	
● iPads	
● curricular	work	

GOOGLE	CLASSROOM	
3rd	-	6th	Class	

	
	

	 	 	
● iPads	



● Teachers	will	post	project	assignments	aligned	
with	 literacy	or	 SESE	 curricular	plans	and	will	
support	their	pupils	as	they	work	independently	
or	collaboratively	to	complete	tasks.	

● Pupils	 will	 engage	 in	 an	 iterative	 process	 of	
creation,	 reflection	 and	 improvement	with	 the	
support	 of	 the	 teacher.	 Pupils	 will	 be	
encouraged	 to	 refer	 to	 the	 project	 rubric,	 if	
created,	to	guide	them	also.		

● Pupils	will	 be	 given	 an	opportunity	 to	 present	
their	work	to	their	peers.	Peer-assessment	will	
be	facilitated.		

		
● September	

2025	 -	 June	
2026	

● Teachers	 and	
pupils	

● Pupils	 use	 Google	 Docs	
and/or	Google	Slides	to	draft,	
edit	 and	publish	work.	They	
will	 also	 work	
collaboratively	 where	
appropriate.		

● Pupils	engage	in	regular	self-	
and	peer-assessment.			

	

● Curricular	work	
● Self-assessment	

sentence	
starters:	

● I	am	proud	of…	
● I	 needed	 help	

with…	
● If	 I	 was	 doing	

this	 again,	 I	
would...	

● I	wonder…etc.	
● TAG	feedback.		

EVALUATION PROCEDURES: 
(How are we progressing? Do we need to make adjustments? Have we achieved our targets?) 
 

 
	
 
	

	
	

	
	
	
	
	
	
	



	
	
	
	

Digital	Learning	Action	Plan	3		
	

(Staff	Collaboration)	
	

DIMENSION:	Teaching	and	Learning		
DOMAIN	4:	Teachers’	Collective/	Collaborative	Practice	
STANDARD	4.1:	Teachers	value	and	engage	in	professional	development	and	professional	collaboration.		
STATEMENT	OF	PRACTICE:	Teachers	evaluate,	demonstrate	and	reflect	with	peers	on	the	use	of	digital	technologies	to	innovate	and	improve	educational	
practice.	
TARGETS:		

● Staff	integrate	the	use	of	different	websites	and	apps	to	enhance	teaching,	learning	and	assessment.		
● Staff	are	provided	with	opportunities	to	share	their	digital	learning	experiences	with	colleagues.		

ACTIONS	
(What	needs	to	be	done?)	

TIMEFRAME	
(When	is	it	to	be	

done	by?)	

PERSONS	/	
GROUPS	

RESPONSIBLE	
(Who	is	to	do	it?)	

CRITERIA	FOR	SUCCESS	
(What	are	the	desired	

outcomes?)	

RESOURCES	
(What	resources	are	

needed?)	

CPD	
● Organise	 refresher	 CPD	 on	 Apple	 Schools	

Manager	 and	 Jamf	 for	middle	management	 and	
Tony	Buckley.		

● Organise	 a	 digital	 technology	 review	 for	 the	
school.	

	
● June	2026	
	
	

	
● JamF	

advisor/Wrigg
le	

● Post-holder	

	
● Teachers	feel	more	confident	

and	 competent	 using	 Google	
Classroom	 in	 their	 teaching	
practice.		

	
● iPads	
● Laptops	

Padlet	Wall		
● Update	 our	 Padlet	 wall	 with	 a	 selection	 of	

curricular	websites	for	teachers	to	readily	access	
in	class.		

	
● Ongoing	

	
● Post-Holder	

	
● Make	 all	 websites	 and	

applications	 easily	 accessed	
by	children	and	teachers	

	
● Padlet		



Sharing	of	Practice	
● Teachers	give	feedback	and	share	information	at	

zone	 meetings	 on	 the	 integration	 of	 digital	
learning	to	enhance	the	learner	experience.	

● Staff	share	websites	and	apps	with	one	another.		

	
● January	2025	-	

June	2026	

	
● School	

Management	
● Class	teachers	

	
● Expand	 the	 use	 of	 digital	

technologies	in	delivering	the	
curriculum,	 and	 ensure	 that	
all	students	experience	digital	
learning	activities	regularly.	

	

EVALUATION	PROCEDURES:	
(How	are	we	progressing?	Do	we	need	to	make	adjustments?	Have	we	achieved	our	targets?)	

● 	

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
	

Digital	Learning	Action	Plan	4	



	
Equipment	

	
DIMENSION:	Leadership	and	Management	
DOMAIN	2:	Managing	the	Organisation		
STANDARD	2.2:	Manage	the	school’s	human,	physical	and	financial	resources	so	as	to	create	and	maintain	a	learning	organisation	
STATEMENT	OF	EFFECTIVE	PRACTICE:	The	board	of	management	ensures	the	provision	and	maintenance	of	digital	teaching	aids	and	equipment	to	a	
good	standard.	
TARGET:	Purchase	and	upgrade	digital	resources	and	infrastructure	to	enhance	teaching,	learning	and	assessment	practices	in	the	school.																																																																																																			

ACTIONS	
(What	needs	to	be	done?)	

TIMEFRAME	
(When	is	it	to	be	

done	by?)	

PERSONS	/	
GROUPS	

RESPONSIBLE	
(Who	is	to	do	it?)	

CRITERIA	FOR	SUCCESS	
(What	are	the	desired	

outcomes?)	

RESOURCES	
(What	resources	are	

needed?)	

FOR	PRESENTATION	
● Purchase	a	visualiser	for	halla	
● Purchase	a	new	projector	for	the	halla.		
● Purchase	 and	 install	 ActiveCast	 on	 all	

promethean	boards	and	school	iPads	for	screen	
mirroring	

	
Sept-June	 2025-
2026	

	
● Post-Holder	
	

	
● Make	 lessons	 more	

accessible	for	students.	

	
● Finance		

TEACHER	LAPTOPS	
● Purchase	 replacement	 laptops	 for	 teacher	use.	

(where	necessary)	

ongoing	 basis	
starting	 Jan	
2025	-	June	2026	

	
● Caretaker	

	
● In	 order	 to	 provide	 better	

learning	
opportunities,adequate	 up	
to	date	devices	must	be	used	

	
● Finance	

School	ipads	
Maintain	 and	 update	 all	 3	 iPad	 trolleys	 and	 train	

staff	accordingly	on	any	new	apps		

Sep	 2025	 –	
March	2026	

Digital	
Literacy	
postholder	
	

In	 order	 to	 provide	 better	
learning	
opportunities,adequate	up	to	
date	devices	must	be	used	

●	 Finance	

EVALUATION	PROCEDURES:	
(How	are	we	progressing?	Do	we	need	to	make	adjustments?	Have	we	achieved	our	targets?)	
● 	

	



	
Digital	Learning	Action	Plan	5	

	
Google	Workspace	for	Education	

	
DIMENSION:	Leadership	and	Management	
DOMAIN	3:	Leading	School	Development	
STANDARD	3.4:	Manage,	lead	and	mediate	change	to	respond	to	the	evolving	needs	of	the	school	and	to	changes	in	education	
STATEMENT	OF	PRACTICE:	The	principal	and	other	leaders	in	the	school	are	informed	by	national	policy,	and	technological	developments,	and	see	their	
relevance	to	the	school.	
TARGET:	Staff	use	Google	Workspace	for	Education	for	communication,	planning	and	management	of	school	files	and	policies.				

ACTIONS	
(What	needs	to	be	done?)	

TIMEFRAME	
(When	is	it	to	be	

done	by?)	

PERSONS	/	
GROUPS	

RESPONSIBLE	
(Who	is	to	do	it?)	

CRITERIA	FOR	SUCCESS	
(What	are	the	desired	outcomes?)	

RESOURCES	
(What	resources	
are	needed?)	

● Invite	 staff	 to	 store	 their	 planning	 files	 and	
resources	on	“My	Drive”.		

● Staff	use	Google	Docs	to	create	and	collaborate	
on,	 where	 appropriate,	 teaching	 plans	 and	
curricular	resources.		

● Invite	 staff	 to	 access	 and	 share	 comments,	 if	
necessary,	on	new	or	revised	school	policies	and	
whole	school	plans	stored	on	our	“Shared	Drive”.		

● June	2026	 ● teachers	
	

● Google	 Workspace	 for	
Education	is	set	up.	

● Staff	 are	 using	 Google	
Workspace	 for	 Education	 for	
creating,	 sharing	 and	 storing	
files.		

● Staff	are	accessing	and	offering	
typed	 feedback	on	 curriculum	
plans	and	policies.		

● Google	
Workspace	 for	
Education	

● Laptops	

EVALUATION	PROCEDURES:	
(How	are	we	progressing?	Do	we	need	to	make	adjustments?	Have	we	achieved	our	targets?)	
● 	

 
 

Sphero and S.T.E.A.M. Education 



 
 

How Sphero can be utilised to integrate with S.T.E.A.M. projects and other areas of the Curriculum 
 
Activity Main Aim Cross Curricular 

Links/ Maker 
Challenge 

Sphero Golf 
https://edu.sphero.com/cwists/preview/34331x 

Develop logical thinking, debugging and collaboration 
 

Physical Education 
 

Around the World in 60 Minutes 
https://edu.sphero.com/cwists/preview/21024x 

Design a Map and Program Sphero to travel to all Seven Continents 
 

Geography 
 

Grow With Sphero – Simon Says 
https://edu.sphero.com/cwists/preview/35211x 

Design and create a function to turn Sphero into the game ‘Simon Says’ 
 

Literacy 

Grow With Sphero – Spirograph 
https://edu.sphero.com/cwists/preview/30728x 

Design and create a container which holds Sphero and drawing materials before 
programming Sphero to create spirographs 

Visual Arts 
Maker Challenge 

Bolt: Matrix 
https://edu.sphero.com/cwists/preview/17582x 

Explore how to create frame by frame animation using the intuitive Sphero Edu Matrix 
Animator. 

Visual Arts 
Animations 

Layers of the Earth Maze 
https://edu.sphero.com/cwists/preview/36704x 

Use the Block Canvas to program a Sphero robot to journey to the centre of the earth. Geography 

Sphero Chariots 
https://edu.sphero.com/cwists/preview/47610x 

Create an egg carton chariot (trailer) for your Sphero then drive or programme. Visual Arts 
S.T.E.A.M. Project 

Sphero’s Bumper Car’s Race 
https://edu.sphero.com/cwists/preview/22515x 

Design a bumper car to hold the Sphero. Discover how to use Events in your programs, by 
simulating and programming a bumper car to race against your mates! 

Visual Arts 
S.T.E.A.M. Project 

Design Challenge 
https://edu.sphero.com/cwists/preview/39955x 

Design a transport system using upcycled materials and use the Sphero as a motor. A 
tumbler cup will fit over a "nude" Sphero the cup becomes the base for the design. 

Visual Arts 
S.T.E.A.M. Project 

Sphero Park Challenge 
https://edu.sphero.com/cwists/preview/44512x 

Students will create a park and program the Sphero BOLT to navigate through it. S.T.E.A.M. Project 
Geography 
 

Score Keeper 
https://edu.sphero.com/cwists/preview/36372x 

Use a Sphero BOLT to keep track of the points for any type of game! In this activity, you will 
learn how to use conditionals, if-statements, OR logic, and incrementing variables. 

P.E. 

Sphero Maze Students will work in groups to create a maze for Sphero to pass through. S.T.E.A.M. Project 

https://edu.sphero.com/cwists/preview/34331x
https://edu.sphero.com/cwists/preview/21024x
https://edu.sphero.com/cwists/preview/35211x
https://edu.sphero.com/cwists/preview/30728x
https://edu.sphero.com/cwists/preview/17582x
https://edu.sphero.com/cwists/preview/36704x
https://edu.sphero.com/cwists/preview/47610x
https://edu.sphero.com/cwists/preview/22515x
https://edu.sphero.com/cwists/preview/39955x
https://edu.sphero.com/cwists/preview/44512x
https://edu.sphero.com/cwists/preview/36372x


https://edu.sphero.com/cwists/preview/44849x 
Other Interesting Categories of Activities: 
https://edu.sphero.com/cwists/category#products=%5B9%5D 

● Missions 1-8 
● Bolt Space Mission 
● Sphero Rugby 
● Game Design 
● Navigation  
● *A* in STEAM 

 

	
	
	
	
	
	
	
	
	
	
	
	
	
	
	
 

Micro:bit Scheme of Work 5th Classes 

https://edu.sphero.com/cwists/preview/44849x
https://edu.sphero.com/cwists/category%23products=%5B9%5D


 
 

Month Objectives Content Useful links / 
Resources 

Vocabulary Linked Initiative 

September 
 
 

▪ Introduce 
the micro:bit 
components 

▪ Discuss 
micro:bit 
safety 
features 

▪ Make a 
program 
with the 
block editor 

▪ Transfer the 
program to 
the micro:bit 

▪ Produce 
scrolling 
(moving) 
text 

▪ Implement 
pauses 

▪ Display 
images 

 

● Discuss objectives with pupils and 
show the micro:bit device 

●  Explain to pupils the various 
features of the device, which 
include: 

o Accelerometer – detects 
the speed of movement 

o Compass – detects the 
direction the micro:bit is 
pointing in 

o Bluetooth – allows us to 
connect to other devices, 
including mobile phones 

o LEDs – programmable 
lights to display 
information and images 

o Buttons – to trigger 
events 

o Edge connector – for 
completing a circuit and 
responding to touch  

● Go through the main safety points 
with pupils, including the 
information at 
https://www.microbit.co.uk/safety-
advice which includes guidance for 
pupils, parents and teachers 

● Show pupils the micro:bit website – 
https://makecode.microbit.org/and 

https://makecode.micr
obit.org/ 
Name Tag tutorial 

Accelerometer 
LED 
circuit 

Hacking STEM CPD 
completed in July 
2020 with Amanda 
Joliffe, Microsoft 
Dreamspace 
 
 
Dreamspace TV 
Episode 1 
 

https://www.microbit.co.uk/safety-advice
https://www.microbit.co.uk/safety-advice
https://makecode.microbit.org/
https://makecode.microbit.org/


how to get to the block editor (Let’s 
code -> JavaScript Block Editor 
(PXT)), which is similar to Scratch 

●  Explain to pupils the first lesson will 
involve scrolling (moving) messages 
across the screen forever. Show 
pupils how to drag the relevant 
blocks across and how the program 
runs on the emulator, which copies 
the behaviour of the physical device 

● Explain to pupils they now need to 
put the program onto their 
micro:bit. Demonstrate pressing 
Download and copying the file to 
the micro:bit Pupils will produce 
their program and transfer it to the 
micro:bit 

● Once complete, pupils will 
undertake the various challenges: 
implement a pause between 
messages, clear the screen and add 
an image between messages 

 
October ● Pupils can 

display their 
own design on 
the display 

● Pupils can 
trigger events 
based on button 
presses 

● Pupils can clear 
the display 

● Discuss objectives for the sessions. 
Remind pupils how to get to the 
micro:bit website and how to 
transfer their programs on to the 
device (use slides from the start of 
lesson one as a prompt if required) 

● Show pupils an example of the 
program they’re going to be making 
and ask them to discuss the function 
of the instructions displayed on the 
screen. Demonstrate to pupils how 

https://makecode.micr
obit.org/ 
Smiley Buttons 

prompt 
input 
radio 
loops 
 
 

Dreamspace TV 
Episode 2  
 
Dreamspace TV 
Episode 3  
 
Dreamspace TV 
Episode 4 
 
 

https://makecode.microbit.org/
https://makecode.microbit.org/


● Pupils can 
implement a 
pause between 
events 

 

to show different LEDs based on a 
button press and ask them to 
implement a program to show an 
image when button A is pressed 

● Once complete, pupils will 
implement a different image when 
button B is pressed, clear the screen 
after a period of time and also have 
an additional image when A and B 
are pressed together 

 
November •Pupils can display 

their own design on 
the display 
•Pupils can trigger 
events based on 
button presses 
•Pupils can clear the 
display 
•Pupils can 
implement a pause 
between events 
•Pupils can scroll 
messages 
•Pupils can alter the 
brightness of the 
display 

● Discuss objectives with pupils and 
explain they’re going to build on 
their work from last time by 
producing a short animation, which 
should be shown forever 

● Show pupils an example animation 
and discuss the required 
instructions. Pupils will implement 
their animation and transfer it to 
the device 

● Once complete, pupils will add a 
message to scroll after their 
animation, use button A to reduce 
the brightness of the LEDs, followed 
by using B to increase the 
brightness, and A and B to turn off 
the LEDs 

https://makecode.microbit
.org/ 

icon 
string 
animation 

Dreamspace TV 
Episode 5 
 
 
 
Dreamspace TV 
Episode 6 
 

Dreamspace TV 
Episode 7 
 
 
Dreamspace TV 
Episode 8 
 

 
 
 

 



 
December ● Pupils can alter 

the brightness 
of the display 

● Pupils can 
trigger events 
based on button 
presses 

● Pupils can 
trigger events 
when they 
shake the device 

● Pupils can alter 
the value of 
variables 

● Pupils can use 
selection 

● Pupils can use 
forever loops 

● Show pupils the session objectives 
● Explain to pupils they’re going to 

implement a heart fading in and out. 
Remind pupils how to alter the 
brightness of the display and ask 
them to discuss the required 
instructions to make the heart flash 

● Pupils will implement the animation 
and transfer it to their device 

● Once complete, pupils will make the 
heart fade more gradually by adding 
additional set brightness blocks 

● Pupils will discuss how they could 
reduce the number of instructions 
within their program using a 
variable 

● Pupils will view an example of the 
program and alter their own 
program accordingly 

● 8 – Pupils will alter the speed of the 
fade by changing the length of the 
pause and altering the brightness 
increase each time 

● Once complete, pupils will alter the 
program so the heart only displays 
when they shake the device, 
followed by altering the program so 
the heart goes bright if they press 
button A, or darker on button B, or 
off on A+B. Pupils will also 
experiment with turning the device 
up and down to alter the brightness 

 

makecode.microbit.org 
● Flashing heart tutorial 

animation 
logic 
value 

Dreamspace TV 
Episode 9 
 
 
Dreamspace TV 
Episode 10 
 



January ● Pupils can 
create random 
numbers 

● Pupils can 
complete a 
circuit using the 
micro:bit pins 

● Pupils can alter 
the value of 
variables 

● Pupils can use 
selection 

 

● Show objectives and explain to 
pupils were going to make a “Friend 
Tester” 

● Demonstrate to pupils how a circuit 
can be made using the pins on the 
micro:bit. Show pupils how to set a 
variable to a random number and 
display this on the LEDs. Ask pupils 
to copy this program to their device 

● Ask pupils to discuss how they could 
display a different message 
depending on the number selected. 
Show pupils how to display a 
different message using an if, then, 
else block. Pupils will implement 
further messages based on different 
numbers being selected 

● Once complete, pupils will make the 
micro:bit display messages when P2 
is pressed, such as to monitor their 
level of hunger or choose their 
favourite football team 

 

● makecode.microbit.org 
Love Meter Tutorial 

if…then…else 
conditional 

 

February •Pupils can develop 
a micro:bit step 
counter 

● Show objectives and explain to 
pupils they’re going to be producing 
their own project using the concepts 
and features they’ve examined in 
previous lessons 

● Explain to pupils that it is 
recommended that adults take 
10,000 steps per day, which is the 
default target on most step 
counters, such as FitBit. Ask pupils 
to discuss what features step 

   



counters have, including those that 
are essential and those than are 
desirable / optional 

● Show pupils the list of essential and 
desirable features. Discuss what 
other desirable features the step 
counter could have (e.g. record time 
spent walking; stopwatch; 
emergency call feature) 

● Ask pupils to discuss in pairs / small 
groups how they might implement 
the essential features using the 
micro:bit. Pupils can record their 
thoughts on individual whiteboards 
if required 

● Explain to pupils they need a 
variable to record the number of 
steps. The variable should increase 
each time a step is taken, which is 
detected when we “shake” the 
micro:bit. An image can also be 
displayed to acknowledge a step has 
been taken 

● Explain to pupils they can display 
the value of the variable recording 
our steps when pressing button A, 
followed by clearing the screen 

● Remind pupils of the desirable 
features and ask them to implement 
the required code.  

● Challenge more able pupils to more 
accurately detect whether a step 
has been taken, such as through 



looking at the Y axis values of the 
accelerometer  

 
March Create a dice using 

micro:bit 
● Show objectives and explain to the 

children that they will be 
programming their micro:bit to act 
as a dice 

● Discuss which blocks the children 
will need to use to ensure that the 
micro:bit displays numbers at 
random 

● Explore how they will tell the 
micro:bit to dsplay the number it 
has chosen e.g. when pressing 
button A 

● Design and create a board game 
which centres around using the 
micro:bit as a dice 

   

April Send and receive 
messages using the 
micro:bit radio 

● Show objectives and explain to 
pupils they will need to use two 
micro:bits for the session. Pupils 
should be put into pairs as 
appropriate 

● Explain to pupils the micro:bit radio 
can be used to both send and 
receive messages, which is known as 
a transceiver. Messages have to be 
sent using a specific channel, which 
we set using the radio set group 
block 

● Show pupils how we can send text 
using the radio send string block. 
The instructions should be 
downloaded on to the first micro:bit 

makecode.microbit.org 
Radio Games 

● Multi-Dice 
● Mood Radio 
● Tele-potato 
● Fireflies 

 

  



● Show pupils how the on radio 
received block allows text to be 
received and displayed. The 
instructions should be downloaded 
on to the second micro:bit 

● Once complete, pupils will 
undertake a number of challenges, 
including making both devices able 
to send / receive; sending numbers, 
including random numbers; making 
a rock, paper, scissors game  

 
May / June Develop a micro:bit 

based remote 
temperature sensor 

● Show objectives and explain to 
pupils they’re going to be 
developing a remote temperature 
sensor 

● Describe the problem facing NASA’s 
Earth orbiting system and how the 
micro:bit could be used to solve this 
issue. Ask pupils to discuss in pairs / 
small groups what features are 
essential and which are desirable. 

● Show pupils the list of features and 
add further desirable features if 
required.  

● Ask pupils to discuss in pairs / small 
groups how they might implement 
the essential features using the 
micro:bit. Pupils can record their 
thoughts on individual whiteboards 
if required 

● Explain to pupils they need to set 
the radio group ID, then regularly 

   



send the temperature data, which is 
a numerical value 

● Explain to pupils we need to ensure 
we have the same radio group ID, 
then show the number received 

● Remind pupils of the desirable 
feature to only show the 
temperature when a button is 
pressed. Ask pupils how this could 
be achieve using an if, then block 

● Challenge more able pupils to 
implement further desirable 
features 

 

 

 

 

Sphero Edu Coding Plan of Work Senior Classes 
 
 

Topic Objectives Activities Resources Vocabulary 

Introduction to Sphero Edu 
 
https://edu.sphero.com/cwists/preview/52597x 

● I can connect 
my robot  

● I can aim my 
robot  

● I can drive my 
robot 

Explore the three different canvases 
offered by Sphero – Draw, Blocks and 
Text 
 
Explore how to connect the robot to 
the device 
 
Learn to aim the robot 

Sphero 
Bolts 
Ipads 

Canvas 
Aim 
 

https://edu.sphero.com/cwists/preview/52597x


 
Explore how to drive the robot and 
how to adjust the speed and change 
the colours displayed on the robot 
 
Practice aiming and driving your robot 
by moving it from one side of the 
room to the other and back again. 
 

Draw 1: Shapes 
https://edu.sphero.com/cwists/preview/6872x 

• I can identify 
and describe 
shapes.  

● I can distinguish 
between two 
and three-
dimensional 
shapes.  

● I can compose 
simple shapes 
to form larger 
shapes.  

● I can create and 
execute a Draw 
program. 

Explore the shapes made by the robot 
 
Explore the drawing canvas and learn 
how to make simple 2D shapes with 
Sphero 
 
Discover how to make shapes of 
different colours and how to fix 
mistakes using Draw canvas 
 
Complete the Robot drawing 
challenge 
 

Sphero 
Bolts 
Ipads 

Adjust 
Execute program 

https://edu.sphero.com/cwists/preview/6872x


Draw 2: Spellings 
 
https://edu.sphero.com/cwists/preview/6875x 

• I can spell 
words using 
Sphero.  

• I can program 
Sphero to 
navigate 
around and 
obstacle and 
return to the 
start.  

• I can create and 
execute a Draw 
program. 

Grab a piece of paper and fold it into 
four sections. Label each section 1, 2, 
3, and 4. Complete the outlined steps 
 
Watch the video to learn how to 
program Sphero to write letters and 
words using the Draw Canvas. 
 
Watch the video below to learn how 
to turn a group of letters into a 
programmed word. 
Practice spelling your name, first. Do 
your best to reduce the amount of 
travel between each letter (as 
described in the video). Don't forget 
to start name with an uppercase 
letter. 
 
Now you will use your mastery of the 
Draw canvas to navigate Sphero 
around an object on the floor. 
 
Work with some classmates to create 
an obstacle course for Sphero. Place a 
series of different objects around on 
the floor and decide on the approved 
path from object to object. 
 

Ipads  
 
Sphero 
Bolts 
 
Drawing 
Materials 
 
Paper 
 
Objects for 
Obstacle 
Course 

Navigate 
 

https://edu.sphero.com/cwists/preview/6875x


Draw 3: Perimeter 
https://edu.sphero.com/cwists/preview/6920x 

• I can calculate 
the perimeter 
of multiple 
shapes using an 
equation.  

• I can use 
Sphero’s 
sensors to 
gather data.  

• I can create and 
execute a Draw 
program. 
 

Follow the instructions in the video 
below to draw a square. Make sure it 
is two blocks by two blocks. 
 
Use the location graph in the sensor 
data to calculate the perimeter of this 
square. 
 
 
Draw a representation of the same 
square on the Draw 3_Perimeter.pdf 
handout. Be sure to label the sides of 
your square. 
 
Use the location sensor data from the 
graph to measure each side of the 
square  
 
Remember that a square has four 
equal sides. Now calculate the 
perimeter of this square using the 
blank equation on the handout. How 
big is your square? 
 
Use the same process to calculate the 
perimeter of a rectangle/triangle 
 

Ipads 
 
Sphero 
Bolts 
 
Draw 3: 
Perimeter 
pdf 

perimeter 
 
representation 
 

https://edu.sphero.com/cwists/preview/6920x


Blocks 1: Loops 
 
https://edu.sphero.com/cwists/preview/21333x 

• I can practice 
refactoring 
code. 

• I can define and 
use loops. 

• • I can create 
and execute a 
Blocks 
program. 

Watch the video to get an overview of 
the entire Sphero Edu app. 
 
Explore the 11 Block categories of the 
Blocks canvas 
 
Explore the speed, heading and time 
elements of the roll block 
 
Explore how to program a square 
using the Blocks canvas 
 
Explore how to refactor code so that 
the Sphero draws a square using loops 
 
Add an extra layer of fun to the 
program which includes lights and 
sounds 
 
Explore how to change code to make 
a different shape e.g. a triangle 

Sphero 
Balls 
Ipads 
Masking 
tape 

Accelerometer 
Heading 
Speed 
Duration 
Delay 
Loop 
 

Blocks 2: If/Then Else 
https://edu.sphero.com/cwists/preview/2143x 

• I can define and 
use 
conditionals, 
including 
if/then/else 
statements.  

• I can create and 
execute a 

Explore what a conditional is using the 
guidance video 
 
In pairs, children design their own 
“Toss Game” to show their 
understanding of conditionals.  
 
Explore how to write the initial logic 
for the Toss Game 

Sphero 
Bolts 
iPads 
Toss Game 
pdf 

Conditionals 
If/Then 
Stabilisation 
Debugging 

https://edu.sphero.com/cwists/preview/21333x
https://edu.sphero.com/cwists/preview/2143x


Blocks 
program. 

 
Show an understanding of 
conditionals by using an if/then/else 
statement to develop the main 
structure of the game. 
 
Add the logic for a random animal 
sound to play when Sphero is tossed, 
and for Sphero to stay quiet when it’s 
not being tossed. 
 
Play The game and Debug as 
necessary 

Blocks 3: Lights 
https://edu.sphero.com/cwists/preview/2152x 

• I can use a 
gyroscope to 
calculate 
rotational 
velocity.  

• I can learn what 
absolute value 
is. 

• I can create and 
execute a Block 
program. 

 Learn a new way to control Sphero’s 
lights and use them to build a creative 
program that replicates a spinning top 
toy. 
 
Explore what an LED is and identify 
Sphero’s three LED channels 
 
Change Sphero’s red and green color 
channels to visualize the gyroscope’s 
sensor values. 
 
Setup the framework for the spinning 
top program. 
 

 gyroscope 
rotational velocity 
absolute value 
normalisation 

https://edu.sphero.com/cwists/preview/2152x


Blocks 4: Variables 
 
https://edu.sphero.com/cwists/preview/6933x 
 

• I can create 
code from 
pseudocode.  

• I can define and 
use variables, 
conditionals, 
loops, random 
within bounds, 
and data types.  

• I can create and 
execute a 
Blocks 
program. 

Create a Hot Potato Game using 
Sphero 
 
 
Learn the concepts you will use to 
create this game: loop 
until and random within bounds. 
 
Write down very detailed instructions 
for how you might build this game. 
These instructions are 
called pseudocode. Pseudocode is a 
term for the instructions that 
software developers write BEFORE 
they write code. By writing 
pseudocode first, a software 
developer can make sure the logic for 
the program makes sense before 
translating the steps into a language 
the browser can understand, like 
JavaScript. 
 
Create your first variables and learn 
how they will interact with each other 
to power the game. 

 Variable 
Loop..until 
Random within 
bounds 
 
Psuedocode 

 

 

 

https://edu.sphero.com/cwists/preview/6933x


 

Timeframe, Monitoring and Review 
  
This plan has been reviewed in May 2026 where updates and revisions were made as necessary.  A 
further review will take place during the school year 2027 
 
Ratification 
                  
A copy of this Digital Literacy Plan  will be posted in the Curricular Policy section on the school website.  
 
This policy was ratified by the Board of Management on June 8th, 2026 
 
 
 
 
 
Signed:                                                     Date:  June 8th, 2026 
             Chairperson of the Board of Management 
 
 
 
 
 

Signed:                     Date: June 8th, 2026 
 


