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Although it can sometimes be inevitable that screens are used as a babysitting tool, 
we would advocate that this is kept to a minimum and as much as possible,  

any screen time is interactive, with you participating too!

Moving
Share a video you can sing, 
dance or copy actions.  

Jolly Phonics
Download the Jolly Phonics App and 
learn the letter sounds, songs and 
actions with your child.

Mathematics
Topmarks has some simple 
mathematics activities to support 
your child’s learning in number and 
shape. 

Other suggestions:

https://www.bbc.co.uk/cbeebies/watch/the-toddler-club-the-feelings-song
https://www.topmarks.co.uk/learning-to-count/ladybird-spots
https://www.teachyourmonster.org/
https://www.youtube.com/kids/?gclid=Cj0KCQiAkMGcBhCSARIsAIW6d0AKWvOITeUwSvCXjbMmwy0c-Pvh3DiqbhF763E_pD4FhYK9BA5TD-caArEDEALw_wcB&gclsrc=aw.ds
https://www.kiddle.co/
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https://www.bbc.co.uk/cbeebies
https://50thingstodo.org/
https://www.phonicsplay.co.uk/
https://www.topmarks.co.uk/
https://www.booktrust.org.uk/
https://www.phonicsbloom.com/
https://babysignlanguage.com/
https://www.gonoodle.com/
https://home.oxfordowl.co.uk/
https://www.nhs.uk/start4life/baby/learning-to-talk/2-to-3-years/#anchor-tabs
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Supporting Group Learning 

At BLS we use our smart screens as an aid to 
teaching. This is always carried out in an 
interactive way, ensuring children are 
engaged appropriately with the material being 
shared. Activities include: letter formation, a 
story video that can be stopped and 
discussed, songs and dances for children to 
copy, clips of festivals being celebrated 
around the world, mathematics activities & 
timers for tidying up!   

Tablets 

Children in Supernova have access 
to a number of learning tablets. 
These are adult-guided and support 
learning in such things as letter 
formation and maths activities.    

Animations & Coding 
Children are introduced to animation using Stop 
Motion technology. Children create their own 
stories frame by frame, how to design, organise 
and stage their own film using resources, (often 
created by themselves) and also star in their own 
productions.  
Early Coding is experienced by using wooden 
robots that teach children the basics of computer 
programming through adventure and hands on play. 
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Treasure Hunts 
A treasure hunt requires many of the skills that 
computer programmers use when coding. By creating a 
treasure hunt with instructions and directions, children 
can follow to find their treasure. This teaches children 
about algorithms, a set of instructions to help a 
computer perform a specific task. There is no prep 
required for this activity! Simply place “treasures” all 
around the house or garden, then draw a map with 
instructions. A simple example could be: 2 big steps 
forward, 3 big steps right, Climb under the table, 4 big 
steps left, and so on. If they make a mistake they must 
go back and start again (debug the code!) until they find 
where the treasure is hidden. 

 

Mazes 
Following a maze is a great coding activity for 
children because it helps them to develop 
resilience. If they find they are going in the wrong 
direction, they need to go back and try again until 
they find another path to follow. 
To add some extra fun make a blindfolded maze! 
Have the parent act as the ‘computer’ and the child 
as the ‘programmer’. The programmer has to give 
instructions (algorithm!) to help the blindfolded 
computer through the maze! Then swap roles. 

 

Sequencing Stories 
Telling stories is a great way to help children develop 
coding skills. Break up the story into pieces, perhaps by 
picture, mix them up and have the children put the story 
in the right order. Children will have to study each piece 
and think logically in order to work out which piece of the 
story goes first and put each piece in the correct order 
to be able to read the story from start to finish. This 
teaches the important skills of sequencing, which is a 
vital part of understanding how to code. 
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Puzzles 
Problem-solving is one of the things computer 
programmers need to be good at. Puzzles can help 
children with this type of skill because essentially 
you are giving them a problem to solve. Children need 
to look at what the puzzle looks like, and examine the 
pieces to eventually put them all together to finish 
the puzzle. Breaking a big picture into small steps is 
the foundation of coding! 
 

Building Blocks 
Building blocks are perfect for 
encouraging future engineers and 
programmers. Children can get 
creative and build something they can 
be proud of. Building something out of 
blocks takes patience, persistence, 
and determination; all skills needed in 
computer programming! Logical 
thinking is also important. Children 
need to think about how and if the 
blocks can balance and where to put 
them in order to do so. To add a 
twist, you can make a chain reaction 
with blocks and dominoes! Chain 
reactions help children 
understand cause-and-effect, and, 
they are a whole lot of fun!  
 

Spray Zone 
The parent is the robot & the child is the 
‘programmer’. The programmer has to direct 
the robot using simple commands to the 
‘spray zone’ squares where they get to spray 
their robot with water. Draw out a 6×6 
square. You can adjust the number of squares 
to suit the size you have. Colour in a few of 
the squares in white or blue. These are the 
SPRAY ZONE squares. When the robot lands 
on these squares the programmer gets to 
spray them with the water squirter! The 
robot can start anywhere on the grid. The 
programmer then has to direct the robot to 
land on one of the SPRAY ZONE squares. The 
programmer can only speak in ‘code’, meaning 
that they have to tell the robot EXACTLY 
how to get there (one step forward, two 
steps back etc). 
 
 




