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Computing Plans - Year 6 
 New Computing PoS Area of 

Computing 
Year  outcome 

Developing 
algorithms and 
programs 
controlling, 
sensing and 
simulating the 
real world 

Design and write programs that accomplish specific 
goals, including simulating physical systems; solve 
problems by decomposing them into smaller parts 
 
Use logical reasoning to explain how a simple 
algorithm works and to detect and correct errors in 
algorithms and programs 
 
Use sequence, selection, and repetition in programs; 
work with variables and various forms of input and 
output; generate appropriate inputs and predicted 
outputs to test program 
 

Modelling 
Control and 
Programming 

Design and write programs that solve a problem or 
simulate real experiences. 
 
Create a sequence of instructions to control events or 
devices which may include the use of feedback from input 
devices. 
 
As a class, plan an investigation using data logging. Carry 
out the investigation independently, downloading and 
interpreting results. 
 

Finding out how 
computers, 
software, the 
internet, web 
and search 
engines work 
and how they 
impact on their 
lives and society 

Understand computer networks including the internet; 
how they can provide multiple services, such as the 
world-wide web; and the opportunities they offer for 
communication and collaboration 
 
Describe how internet search engines find and store 
data; use search engines effectively; be discerning in 
evaluating digital content  
 
Be discerning in evaluating digital content; respect 
individuals and intellectual property; use technology 
responsibly, securely and safely 
 

Handling data 
Research Online 
communication 

specific Solve a problem by planning and carrying out data 
collection, by organising and analysing data using a 
database, and by drawing conclusions and presenting 
findings to a audience 
Search the Internet using a range of techniques to find a 
range of information; validate resources and check for 
bias in presenting to a specific audience. Present findings.  
To initiate learning activities using a range of electronic 
communication tools. Understand the implications of 
personal safety when working online and communicating 

Using software 
and devices to 
collect, analyse, 
evaluate and 
present 
information and 
data 

Select, use and combine a variety of software 
(including internet services) on a range of digital 
devices to accomplish given goals, including 
collecting, analysing, evaluating and presenting data 
and information. 
 

Multimedia and 
word processing 
Graphics 
Digital video 
Music and sound 

. Plan a presentation including appropriate software, 
combine from a range of sources, organise and refine to 
suit purpose and audience 
Use a wide range of graphical techniques to manipulate 
images to use in other work 
Plan and produce a video or animation. Evaluate and 
improve work, aiming at high production standards. 
Plan, create, edit and refine a song, radio program or 
audio book, incorporating imported sounds 
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Planning Notes for the new computing curriculum and a guide to terminology. 

An algorithm is a set of specific steps or instructions for solving a problem. “Simple programs” may be sequences of instructions 
for controlling the movement of a robot (e.g. Bee Bot, ProBot or Big Trak programmable toy) or an on screen turtle (Logo) or 
sprite (e.g. Scratch).  

Modelling is the process of developing a representation of a real world issue, system, or situation, that captures the aspects of 
the situation that are important for a particular purpose, while omitting everything else.  

Computational thinking is thinking in a logical, sequenced way to develop a solution to a problem. It is something that people do 
(rather than computers), and includes the ability to think logically and algorithmically. 

Cross-curricular planning 

At all Key Stages, information and communication technology should be used to enhance teaching and learning right across the 
curriculum: this is often called Technology Enhanced Learning (TEL).  
(NAACE/BCS 2013)  

When planning a computing outcome, try to choose one which support objectives in at least one other subject. This is the key not 
only to finding sufficient time in the day but developing pupils ability to see how technology can help further develop their 
understanding of a subject: If your work is both Literacy and ICT, you can teach two skills in one slot, and if it covers Geography 
objectives as well, so much the better! Despite this you may want to teach some computing skills discretely. Revisiting areas of 
computing covered previously is also an excellent way of embedding computing and ICT into other subjects: if you have taught a 
short unit on using a paint package, the children will be ready for a Mathematics lesson using 2D shapes to use a computer to draw 
a picture.  

Of course, some uses of technology are very straightforward and will not need skill teaching beforehand: using an online 
simulation is an example of this. Skills taught in other years allow the technology to fit behind the History or Science work. At 
other times the lesson may be an opportunity to develop a knowledge of how technology works, or understanding of the principles 
of computation, digital media or information systems. 

Differentiation and assessment 

It is important for all children to learn to the best of their ability. While it is beneficial for more able children to support the less 
able, using this too much can mean that the less able child never gets a turn (so learns little), or the more able child is held back. 
Working together gives you huge opportunities for collaboration peer learning and peer coaching. Differentiation can then take 
place: some children could be given a simpler task, or use the same package but be taught fewer skills to use, while others can 
spend more time in self- and peer-assessment, planning, evaluating and improving their work.  
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We are currently trialling a new set of assessment criteria  to help measure pupils overall attainment as 
they complete the skills and essential knowledge.  

 
Please choose the plan which is appropriate for the Control equipment or software you have in school.  
 

Modelling (Spreadsheets) 
 

  Design and write programs that accomplish specific goals, including simulating physical systems; solve problems by decomposing them into smaller parts  
Concept objectives Key Skills Outcomes  
To understand that: 
● spreadsheets can be used to explore 

mathematical models  
● spreadsheets are useful tools in planning and 

solving problems 
● in order to solve problems with a spreadsheet, it 

is necessary to design, construct, evaluate and 
modify the models 

● To identify and enter the correct formulae 
into cells, modify the data, make predictions 
of changes and check them 

● to identify formulae and enter them into a 
spreadsheet 

● Copy formulae to create tables of results 
● to use a spreadsheet to draw a graphs and 

answer questions 
● to change the data and formulae in a 

spreadsheet to answer 'what if ...?' questions 
and check predictions 

Design and use a spreadsheet to solve a 
mathematical problem by reviewing rules and 
variables. 

Example outcomes: 
● Create a spreadsheet to calculate the angles of a 

right-angled triangle (Maths) 
● create function machines in a spreadsheet to help 

younger children with their Maths (Maths) 
● plan a family holiday, or school trip, taking into 

account children’s prices and the cost of travel and 
accommodation (Maths) 

● Plan financially to run a school fruit bar considering 
costs and predicted profit. If possible, do it, using 
the spreadsheet to keep track of earning and 
consider whether they are using the optimum 
products/ prices (Maths) 

● create a spreadsheet to investigate suitable field 
sizes to keep the most livestock e.g. how many 
pieces of fence are needed to contain a variable 
number of cows? (Maths) 

 
Suggested resources: spreadsheet program, eg Microsoft Excel, Open Office/Libre Office spreadsheet, Textease spreadsheet 
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Modelling (Scratch) 
 

Design and write programs that accomplish specific goals, including simulating physical systems 
Key Understanding Key Skills Outcomes  
To understand that: 

● Simulations should imitate real life as 
closely as possible. 

● Simulations work by programming 
responses to variables. 

● These variables emulate real life. 
● This can be used to create interactive 

presentations as well. 
 

 
 

● To know in real life what variables and 
responses are in an environment 

● To think logically that when x happens y 
is the response. 

● Consider what happens when more than 
one variable changes. 

● To use “when” blocks to create 
responses. 

● To use “if” blocks to have Sprites 
respond to what other sprites are doing. 

● Use “say” blocks to give information. 
● Use “and” “or” and “not” blocks to 

change responses. 
● To create variables and procedures 
● To test and debug regularly. 

Use programming to create a simulation/ 
presentation 

Further suggested outcomes: 
● Create a science simulation that shows responses to 

more than one variable. E.g growth of a plant 
(variables sunlight, water…)(Sci) 

● Create an interactive presentation about a topic. 
● Create a simulated animation using logic gates. A 

creature that will move if there is food a no 
predator etc. 
 

Suggested resources: Scratch 2.0 (online or offline version) 
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Modelling (Makey Makey/ Lego WeDo) 
 
Design and write programs that accomplish specific goals, including simulating physical systems 

 
Key Understanding Key Skills Outcomes  
To understand that: 

● Lots of products require programing. 
● These programs often respond to the 

physical world. 
● That Makey Makey responds to conducting 

electricity. 
● That Lego WeDo sensors respond to light, 

movement, etc 
● You have to use software to program 

responses 
● That you can use logic gates to vary 

responses depending on different 
combinations of inputs. 

● And gates require two inputs at the same 
time. 

● Or gates need one of two possible inputs. 

● Set up equipment so that sensors/ 
makey makey replace buttons pressed 
in program. 

● Be able to think about the different 
inputs that simple equipment requires 
to work. 

● Use ‘And’ gates to ensure that 
response happens at a more specific 
time. 

● Use ‘or’ gates to ensure that response 
happens more regularly. 

● To create variables and procedures 
● To test and debug regularly. 
 

 

Use programming and sensors/ Makey Makey to 
re-create real-life objects using logic gates. 

Further suggested outcomes: 
● Use switches and motion sensors to make a small 

automatic door that opens when it is unlocked and 
someone is standing on the mat. (DT) 

● Create a wild life camera that takes a picture when 
a motion sensor is activated or a pressure sensor. 
(Sci/ DT) 

● Create a musical instrument that can make sounds 
when each Makey Makey pad is pressed but also 
different sounds when two are pressed together. 
(Music, DT) 

Suggested resources: Scratch used with Makey Makey/ Lego WeDo/ Lego Mindstorms. 
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Modelling (Minecraft) 
 
Design and write programs that accomplish specific goals, including simulating physical systems 

 
Key Understanding Key Skills Outcomes  
To understand that: 

● Minecraft can be used to re-create real life 
objects. 

● Making an object that responds to something 
a character does in Minecraft is like 
programming. 

● You can build things for a purpose or to 
solve a problem in Minecraft like in real life. 

 

● To use Minecraft crafting table to 
make objects. 

● To use Minecraft Wiki to know 
combinations for crafting objects. 

● To use redstone and redstone dust to 
simulate electricity and create 
circuits. 

● To use pressure pads and levers as 
inputs. 

● To predict problems and find ways to 
solve them 

Design and build objects for a purpose in Minecraft. 

Further suggested outcomes: 
● Build a drawbridge to keep people out of a building 

(DT) 
● Build a medieval castle with traps similar to ones 

used (History) 
● Build a lift to get up and down from mines (DT) 

Suggested resources: Minecraft 
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Control and Programming 
 
Use logical reasoning to explain how a simple algorithm works and to detect and correct errors in algorithms and programs. Use sequence, selection, and 
repetition in programs; work with variables and various forms of input and output; generate appropriate inputs and predicted outputs to test program 
Key Understanding Key Skills Outcomes 
To understand that: 
● devices have inputs which are usually sensors 

that control outputs such as light, sound, heat, 
motor, and that devices all around them are 
controlled in this way.  

● these devices rely on a set of instructions which 
are controlled by inputs  

● Sensors can be called to divert procedures 
● control technology is all around them and that 

things do not happen without cause and effect 
● these devices rely on a set of instructions which 

can be repeated 
● procedures can be named and can call upon 

other procedures  
 
 
 
 

● Use and set up hardware that includes a 
variety of sensors and outputs.  

● Write a procedure to fit a scenario where 
sensors will be used 

● Make simple predictions about the effects 
of changing a procedure 

● Use wait and repeat commands 
effectively 

● Explore variables in a procedure (If and 
Then) 

● Create more complex procedures to 
improve efficiency 

● Use trial and error combining 
programming blocks to achieve a specific 
purpose 

● Combine reused programming blocks with 
blocks of their own devising 

● Identify there is something wrong with 
their code and can fix it 

● Link Scratch with external sensors to 
program a range of inputs and outputs 
using Lego WeDo or Makey Makey or 
Picoboards 

 

Create a sequence of instructions to control events 
including the use of feedback from input devices. 

Example outcomes: 
● Design a program for an automatic hoover or 

lawnmower to continually cover the floor, avoiding 
obstacles 

● Design a “ballroom dance” or “morris dance” for a 
set of Probots or Lego robots where they perform a 
sequence of programmed procedures but turn when 
they “clap” (touch) 

● Program Probot or Lego robot to be a sheepdog and 
perform a sequence, responding to a whistle or hand 
clap. 

● Use NXT lego to design a robot that can recognise 
colour and sort counters.  

● Children think of their own scenarios involving 
Probots and sensors 

● Visit scratch.com for a variety of projects and ideas 
using Scratch 

● Scratch and Lego We Do 
http://wiki.scratch.mit.edu/wiki/LEGO%C2%AE_WeD
o%E2%84%A2_Construction_Set 

● Make a simple drum machine and link to Scratch 
through Makey Makey 
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● Make Makey Makey wind chimes and program through 
Scratch 

● iPad apps e.g. Haikitzu, Hopscotch, Cargo bot.  
Suggested resources: Probot / Scratch/ WeDo/ Mindstorms / NXT/Makey Makey/ Hopscotch/ Kodu / Python (advanced) 

 
 
 
 
 
 
 

 
Handling Data 

 
Understand computer networks including the internet; how they can provide multiple services, such as the world-wide web; and the opportunities they offer 
for communication and collaboration:  
Key Understanding Key Skills Outcomes 

To understand: 
● that it is important to plan an investigation by 

identifying necessary data and planning how to 
collect it 

● how databases are organised and how searches 
and graphing is carried out, in order to 
organise data into a database 

● which searches and graphs are relevant to a 
specific problem 

● the importance of presentation techniques 
aimed at a specific audience understanding the 
need for accuracy.  

● it is vital to question reliability of data-sources 
(plausible, implausible) 

● to identify a problem which can be 
solved by collecting data 

● to identify which data to collect  
● to collect data in an efficient and 

accurate way 
● to organise data by designing fields 

and records in a database 
● to interpret data by using a range of 

searches and graphs using Boolean 
search parameters 

● to draw conclusions from data 
● to use conclusions to solve the 

original problem 
● to present findings to a specified 

audience  
● to justify reasons for their choices 

and explain why other methods 
were not appropriate 

Solve a problem by planning and carrying out data 
collection, by organising and analysing data using a 
database, and by drawing conclusions and presenting 
findings to a specific audience. 
Example outcomes: 
● Compare data about themselves with those from a 

younger class (Starting with a hypothesis e.g. do 
children with longer legs run faster or can taller 
children throw a ball further). Create a simple 
database to store data from a series of PE events. 
Use the database to answer the hypothesis. (Sci, 
PE, Maths) 

● As part of a local study, children use a mixture of 
Internet research and online surveys to explore the 
feasibility and popularity of options for improving their 
locality, such as rebuilding the canal. They make a case 
for their preferred scheme drawing on their research, 
and present it to the council. (Geog, Lit) 

Suggested Resources:  Database software: Textease Database, 2investigate The children’s own choice of presentation software. 
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Research 
  
Describe how Internet search engines find and store data; use search engines effectively; be discerning in evaluating digital content  
Key Understanding Key Skills Outcomes 
To understand that: 
● It is important to recognise the issues of 

copyright and importance of acknowledging 
sources. 

● The choice of key word, and refinement to 
search, is important in finding information 
when using a search engine. 

● the Internet may contain material that is 
irrelevant, biased, implausible  and 
inappropriate 

● responsible Internet use is important and 
certain rules are wise to use wherever the 
Internet is accessed 

● it is possible to increase Internet safety 
wherever you are by following certain 
guidelines 

● presentations are rarely suitable for the 
audience if they contain large amounts of 
copied and pasted text. 

● Save and if needed, edit pictures, text 
and sound and video, and be able to 
import into a document for 
presentation  

● Look at information from different 
viewpoints and validate information 

● Use a search engine to find 
information using Boolean search 
citeria 

● Use hyperlinks to trail an idea 
● Skim and select information checking 

for bias 
● Use information from Internet to make 

notes and present in a form of their 
choosing, without using copied/ pasted 
text 

Search the Internet using a range of techniques to find a 
range of information; validate resources and check for 
bias in presenting to a specific audience. Present 
findings. 
Example outcomes: 

● Children use web based resources to assist in 
researching a viewpoint on a controversial issue 

● Children locate images, sound, video and 
information from the Internet to create an 
interactive river guide for walkers showing features 
of a river (Geog) 

● Children explore the biography of a particular 
person as presented in a range of different texts, 
on paper and on screen.  

● Use web-based audio and video resources in the 
study of: formality of talk; analysis of persuasive 
language; gesture; contexts and purposes for talk  

● Use the World Wide Web as a source of journalistic 
writing. Compare how different sites report world 
events. Compare with non-electronic formats.  

Suggested Resources: Internet with a range of search engines (Google, Bing, Yahoo, etc.) and maybe web browsers (Chrome, Internet Explorer/Edge). A 
choice of presentation software to present findings. 
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Online Communication 
 

Be discerning in evaluating digital content; respect individuals and intellectual property; use technology responsibly, securely and safely 
Key Understanding Key Skills Outcomes 
Year 6 
To understand that 
● a range of formats is available for exchanging 

information, including blogging, email, discussions 
involving specific styles, layout and language 
appropriate to the purpose and the audience  

● these are available anytime, anywhere and 
constantly developing 

● different types of information need to be 
presented in different forms with different writing 
styles, depending on intended audience (eg. know 
when it is appropriate to use “text language”). 

● it is important to refine the quality of their work 
to suit the purpose 

● personal safety when using electronic 
communications is important, as is protection from 
cyberbullying, and adults can help 

● Use previously taught skills 
independently to choose, initiate and 
take part in learning activities using a 
range from:  

o email 
o discussions 
o quizzes 
o surveys 
o blogs 
o wikis 
o web quests 
o video conferencing  
o shared online folders 
o other 

● Consider audience, revise work and 
make changes specific to audience, 
especially formal emails  

● undertake work with secondary school 
using a Learning Platform 

To initiate learning activities using a range of 
electronic communication tools. Understand the 
implications of personal safety when working 
online and communicating. 
Example outcomes  
● Create surveys for others to take part in to 

research lifestyle habits (Geog, Sci, PSHE) 
● Research a topic and create a quiz to test 

others’ knowledge 
● Communicate with pupils in other countries and 

areas to find out about how they celebrate 
various festivals, their education system etc. 

● As part of a transfer project children exchange 
e-mail or online discussion with year 7 pupils 
about what their new school is like 

● Share and comment on other people’s work 
through discussion or blog 

● Maintain an online reading journal; respond to 
others’ contributions 
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● understand the need for personal 
safety online, and for polite and kind 
behaviour.  

● Develop and communicate appropriate 
rules and understand the implications 
of breaking those rules.  

● Contribute to class encyclopaedia on a topic 
(through wiki) 

● Take any digitally recorded audio outcomes 
from pupils’ work and share with a wider 
audience via the Internet, possibly through a 
Podcast 

● Online discussion to peer review Scientific 
investigations 

● Use video conferencing to widen the range of 
opportunities for meaningful interaction 

Suggested Resources – Makewaves, Uniservity/eSchools (or other Learning Platform), Making the News, fact files, Cybercafe and associated lesson plans: 
www.thinkuknow.co.uk 

 
 
 
 

Multimedia and Word Processing 
 
Select, use and combine a variety of software (including internet services) on a range of digital devices to accomplish given goals, including collecting, 
analysing, evaluating and presenting data and information  
Key Understanding Key Skills Outcomes 
To understand that: 
● different software packages 

are suitable for different 
purposes; it is important to 
choose the most appropriate 

● it is vital to plan the overall 
structure and layout before 
starting  

● every feature in a presentation 
must be selected, and that 
every feature chosen should 
contribute to the overall effect 
aimed at the chosen audience 

● constant evaluation and 
adaptation of individual 
features and of the whole 
presentation is important 

● Select appropriate software for the task/audience 
● Plan structure and layout of presentation 
● evaluate and select suitable information and media from a 

range of electronic resources  
● organise, refine and present information for a specific 

audience 
● Create a range of hyperlinks to produce a non-linear 

presentation 
● Through peer assessment and self evaluation, make suitable 

improvements 
● choose appropriate techniques to create an effective and well 

polished presentation considering intended audience.  
● Discuss and evaluate the presentations and give reasons for the 

chosen styles and techniques 
 
When word processing children should:  

Plan a presentation including appropriate 
software, combine from a range of sources, 
organise and refine to suit purpose and audience 
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● be able to use various display features to communicate to an 
audience: e.g. fact/definition boxes, annotated illustration, 
leaflet layout.  

● delete/insert and replace text to improve clarity and mood. 
● make corrections using a range of tools (eg spell check, find 

and replace) 
● develop confidence using both hands when typing 
 

● Design and create multimedia non-linear 
adventure game  
● research, prepare and plan for the creation 
of a virtual tour of a location  
● Use pictures, text or multimedia 
effectively to support oral presentations 
● Use an online keyboard tutor 

Suggested Resources:  
Multimedia Authoring packages: Powerpoint, 2Create, Textease Presenter, Photostory, Adobe Slate, Adobe Voice, Shadow Puppets Edu, online equivalents. 
Word processing packages: Textease, Word, OpenOffice/LibreOffice Write, Publisher. Keyboard tutor: BBC Dance Mat Typing (www.bbc.co.uk/schools/typing) 
or Tux Type (free to download from http://tuxtype.sourceforge.net). A range of peripherals (eg digital camera, camcorder, microscope, scanner, sound 
recorder, microphone) 

 
 
 
 

Graphics 
  
Select, use and combine a variety of software (including internet services) on a range of digital devices to accomplish given goals, including collecting, 
analysing, evaluating and presenting data and information  
Key Understanding Key Skills Outcomes 
To understand that: 
● it is important to have an increasing 

awareness of intended audience. 

● explore the full range of graphical techniques available 
in the school’s art package 

● use a wide range of techniques in taking and 
manipulating photographs to suit a particular purpose 
within a wider project 

Use a wide range of graphical techniques to 
manipulate images to use in other work 
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● a range of advanced graphical 
techniques are used regularly in the 
media and can enhance other work 

 
 

 Example outcomes: 
● When creating a poster on bullying, manipulate 

an image to make the bully seem less attractive 
and use filters to make the image more 
threatening 

● Design an image for a book cover, editing the 
photograph to develop the book’s atmosphere 
(Lit) 

Suggested Resources: Paint.net, Pixlr http://www.pixlr.com, iPiccy http://www.ipiccy.com, Sumo Paint http://www.sumopaint.com,  Revelation Natural Art, 
Dazzle, Photofiltre. Digital camera, Picasa 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Digital Video 
 
Select, use and combine a variety of software (including Internet services) on a range of digital devices to accomplish given goals, including collecting, 
analysing, evaluating and presenting data and information  
Key Understanding Key Skills Outcomes 
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To understand that: 
● it is important to have an increasing 

awareness of intended audience. 
● information can be communicated 

having made choices about the 
appropriate medium, content and 
structure demonstrating and 
understanding of audience and purpose 

 
 

● explore all the features of a given video editing or 
animation package 

● plan a storyboard for a video or animation to suit a 
purpose 

● film, create, edit and refine to ensure quality; present 
to an audience 

 

Plan and produce a video or animation. 
Evaluate and improve work, aiming at high 
production standards. 
Example outcomes: 
● Create a TV advertising campaign on a local 

issue 
● Use animation to illustrate scientific or 

mathematical concepts to use in multimedia 
presentation or for SATS practice  

● Presenting work on Britain since 1948, children 
could create a TV programme incorporating 
sounds, photographs and video from different 
decades, with voice-overs and linking pieces. 
(Video could be genuine footage, newly created 
footage, animation or a mixture.)  

Suggested Resources: tablet/ipad digital camera, digital camcorder, digital microscope, webcam. Simple video editing software: Windows Movie Maker, Splice 
app, iMovie, Textease Movies, Revelation Sight and Sound. Photo sequencing software: Photostory, Picasa, Splice Animation software: stop motion animator, 
iMotion, Smoovie, Doink Greenscreen 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Music and Sound 
 
Select, use and combine a variety of software (including internet services) on a range of digital devices to accomplish given goals, including collecting, 
analysing, evaluating and presenting data and information 
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Key Objectives Key Skills Outcomes 
To understand that: 
● sound can be created and edited using a range of 

methods 
● music produced commercially is manipulated using 

computer software 
● music and sound is copyrighted and should only 

downloaded and used from a legitimate source 

● Plan, create, edit and refine a song 
incorporating recorded vocals, samples 
(digital sound files) and recordings from real 
instruments 

OR 
● Plan, create, edit and refine an audio book 

recording of a classic poem or part of book, 
or of their own writing, complete with sound 
effects to enhance the atmosphere 

 
● Write script/ score, and collect and plan 

sounds to import 
● Rehearse performance, and record and 

refine vocals 
● Import and edit sound effects 
● Refine final piece 
● Share online 

Plan, create, edit and refine a song or 
audio book, incorporating imported 
sounds 
Example outcomes 
● Rap or pop song about the 

environment 
● Dramatic reading of a verse of The 

Highwayman by Alfred Noyes, with sound 
effects 

● Produce drama according to the conventions 
of radio plays. Digitally record dialogue, edit 
and add music and sound effects. Share 
outcomes with a wider audience via the 
Internet  

 
 

Suggested Resources: microphone and/ or digital voice recorder. Sound editing software: Garageband, Audacity, Podium. Online sources of sounds: 
www.findsounds.com; Audio Network http://audio.lgfl.org.uk;  
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