
 

 

  STEAM Club at Home 

Key Stage 1 

Lesson pack  

 
This booklet contains lesson plans and activity sheets to enable parents and carers  to  complete 

STEAM Club activities with their children at home. All sessions can be adapted to suit the envi-

ronment, resources available and the individual child.  

Session 1: Bug Bingo  

Session2: Computer communications 

Session 3: Build a bridge  

Session 4: Tangram  

Session 5: A day at the shops  

 

Activity pages for printing: 4, 7, 10, 13, 16, 17 

Remember that there are alternatives to printing described in the lesson overview.  

Completion certificates:  

Once all the tasks have been completed your child is eligible for a digital certificate. To     receive 

this please email:  earlycareers@baesystems.com with ‘STEAM KS1’ as the subject. 

Entries must be submitted by an adult (parent/guardian or teacher) with parental permission on behalf of the child. Your contact de-
tails will be deleted once you have been sent the certificate. 

BAE Systems may process information about you that may be subject to data protection laws. For more information about how we 

use and protect your personal information and your rights, please refer to our Privacy Notice at www.baesystems.com/en/privacy. 

mailto:earlycareers@baesystems.com
http://www.baesystems.com/en/privacy


 

 

  STEAM Club at Home 

Key Stage 1, session 1: Science  

Bug Bingo  

Activity Aims:  Time Allowances:  Skills:  

Understand how to identify 

different bugs using their key 

characteristics (i.e.  number of 

legs/colour/ body shape etc.) 

 

20+ minutes 

Plus resources preparation 

time  

 Analytical 

 Early laboratory skills 

 Communication 

 Fine motor 

Driving questions:  Key concepts:  

• Name an insect or bug and ask if the child has seen 

one 

• Do you know what birds eat? 

• Tell me about ... 

• Where did you find each insect? 

 What insects and bugs can be identified in the 

garden/park/other outdoor space 

  

Resources:   

 White paper or card 

 Tweezers—A spoon can be used as a           sub-

stitute 

 Bug Bingo card (attached) 

 Stationary and paper  

 

Optional Resources:  

 Magnifying glass  

 Science Sparks have a useful tutorial for   mak-

ing a magnifying glass from a plastic bottle. 

 Protective gloves  

 Plastic box with lid if no safe outside space avail-

able for children to search (selection can be   

collected in advance by an adult)  

Want more info? 

BBC Bitesize have a short video and online quiz on mini beasts.  

http://www.science-sparks.com/make-your-own-magnifying-glass
bbc.co.uk/bitesize/topics/z6882hv/articles/z9fkwmn


 

 

Activity plan:  Differentiation:  

Starter:   

Ask your child to tell you about what insects and bugs they might be able to find out-

doors. Ask them to describe each of the bugs they see (number of legs, colour, wings, 

texture etc.) and then what factors they can use to identify  different insects or bugs 

from others. (Time: 5 minutes maximum) 

Explain that there are different jobs they need to complete (search for bugs and iden-

tify and record them on their bug bingo card). Show them the card and ask them to 

identify the different features each bug has. 

Explain to them what the magnifying glasses (if using) and tweezers/spoon are for 

(picking up and inspecting the bugs) and emphasise to them that they should be 

gentle while using the tweezers— bugs have feelings too! 

(Time: 5 minutes maximum) 

For a harder question ask them 

about the animal food chain and 

what they know about it. Then 

ask them who they might find in 

their garden, or at the park, that 

would like to eat the insects and 

bugs they have just described.  

Birds, badgers, frogs,        hedge-

hogs, bats etc. are all good an-

swers.  

 

Main activity: 

Send your child to find insects and bugs, marking off their Bug Bingo card as they find 

different species.  

They can use the magnifying glasses to identify any insects and bugs found. There is 

no need to touch the bugs if they don’t want to.  

Top tip—try looking under leaves, rocks or plant pots.  

(Time: flexible or until card is completed. With multiple children this can be used as a 

competition to see who can complete their bingo card first) 

Harder option: The paper is there 

for them to be able to draw what 

they see and to write facts and 

characteristics that help them 

identify the      insects and bugs 

found.  

Easier option: The examination 

board (white paper or card) is 

there to use as a background for 

analysing the insects and bugs 

against. 

Follow up: 

Discuss what insects and bugs have been found and how they were identified.  Where 

did they find each of the bugs and why do they think these bugs were found there?  

Don’t forget to remind your child to wash their hands after being outside, and to put 

their own equipment away.  

(Time: 5 minutes maximum) 

For a harder question ask if there 

were any types of bug they 

couldn't find. Why might this be? 

(Think about time of year, habitat 

of the bugs)  

  STEAM Club at Home 

Key Stage 1, session 1: Science  

Bug Bingo  



 

 

  STEAM Club at Home 

Key Stage 1, session 1: Science  

Bug Bingo  

Bug Bingo card  

1. Find bugs in the garden, yard, green space or bug box. 

2. Look at their features (colours, number of legs etc.) to identify them 

3. If you find a bug from the card below cross it out on your card. Your aim is to 

find as many bugs as possible. 



 

 

  STEAM Club at Home 

Key Stage 1, session 2: Technology 

Computer communications  

Activity Aims:  Time Allowances:  Skills:  

Understand how to use binary 

code to create a set of rules of 

instructions.  

 

20 Min + 

Plus resources preparation 

time  

 Analytical 

 Communication 

 Individual working 

Driving Questions:  Key Concepts:  

 What can we use code for? 

 What types of things can we do with code on a 

computer? (games etc.) 

 Why does code need to be in the right order? 

 Computers need computer programmes so 

they know what to do.  

 Code is made out of words and numbers that 

you put into order so the computer understands 

what to do.  

Resources:   

 Pencil or pen  

 Binary code translator sheet (print or view       

digitally) 

 Binary Worksheet (words to use can be hand 

written if no printer available)  

 

 

Want more info? 

BBC Bitesize have a short video and online quiz on code:  https://www.bbc.co.uk/bitesize/topics/z3tbwmn/

articles/zykx6sg 

Activity aims:  Time allowances:  Skills:  

Learn to create a series of    

step-by-step instructions 

(algorithms) with  conditionals.  

20+ minutes  Analytical 

 Communication 

 Individual working 

Driving questions:  Key concepts:  

 What is an algorithm? 

 Why do computers need algorithms? 

 Why do some algorithms have conditional 

stages? 

 Computers need computer programmes so 

they know what to do.  

 An algorithm is a set of instructions needed to 

complete a task.  

 The word “conditional” refers to something that 

is subject to other requirements being met. For 

example, to go on holiday abroad you need a 

passport. Conditionals in  programming allow us 

to test things and   respond in the correct way.   

Resources:   

 Pencil or pen  

 Printed algorithm work sheet (or your child can 

draw their own flowchart and fill in the gaps)  

 

 

Want more info? 

The school run have a useful webpage explaining different algorithms and what your child is expected to 

know by the end of Key Stage 2. 

 

https://www.theschoolrun.com/what-is-an-algorithm


 

 

Activity plan:  Differentiation:  

Starter:   

Ask your child to tell you what they already know about computer algorithms and 

why we need them.  

Explain that an algorithm is a set of instructions needed to complete a task.  

Ask your child to think of a job they do at home (e.g. making toast) and go through 

each stage they would need to do this (remembering that the  instructions need to be 

specific) 

Top tip: You can act out their instructions exactly which will help them to  identify 

gaps in their algorithm or choices you will need to make (e.g. do you want butter?) 

(Time: 5 + minutes ) 

For a simple introduction to algo-

rithms try watching this video on 

BBC Bitesize. 

 

 

 

Main activity:   

Use the algorithm flowchart sheet to explain that we can use flowcharts to give com-

puters instructions in the correct order to help them make the correct     decisions. Tell 

your child you are going to design an algorithm for making a cup of tea and show 

them the stages they can choose from to fill out their diagram.  

Ask them to complete the diagram by putting the stages in the correct order. They 

can cut and stick the stages, write them in or draw out and fill in their own chart.  

 

(Time: flexible depending on how complex you want to make the task) 

Harder option: Ask them to write 

their own stages and fill out the 

diagram 

Easier option: complete some of 

the stages for them and ask 

them to fill in the gaps. .  

ANSWERS:  

Follow up: 

Use your child's flowchart to make a cup of tea with them (make sure you do this just 

as described on the flowchart including any mistakes). Ask them to identify if all the 

stages are in the correct order and if any other stages of       decisions could be added 

(e.g. Open the cupboard, add sweetener etc.) Could any stages be subject to change 

but still work? (e.g. adding milk or sugar in a different order) 

 

 

  STEAM Club at Home 

Key Stage 1, session 2: Technology 

Computer communication  

bbc.co.uk/bitesize/topics/zs7s4wx/articles/zqrq7ty


 

 

  STEAM Club at Home 

Key Stage 1, session 2: Technology 

Computer communication worksheet 

Algorithm flowchart  

Put the answers on the right into the correct order on the flowchart on the left.  



 

 

  STEAM Club at Home 

Key Stage 1, Session 3: Engineering  

Build a Bridge  

Activity Aims:  Time Allowances:  Skills:  

Learn to build structures,    

exploring how they can be 

made stronger, stiffer and 

more stable.  

 

35+ minutes 

Plus resources                   

preparation time  

 Communication 

 Engineering specifications 

 Presentation 

Driving questions:  Key concepts:  

• What are strong shapes? 

• How can we stop that falling over? 

• How can you connect it all together? 

 

 Shapes like triangles are  

 Some weaker materials can be made stronger 

by changing their shape (e.g. paper can be  

folded like a fan or rolled)  

Resources:   

 Bridge supports: a wide range of household 

items can be used to build the bridge                

e.g. spaghetti, pencils, lolly sticks, cocktail sticks, 

straws or rolled up paper 

 Bridge attachments: e.g. blue tack, elastic bands, 

tape, soft gummy sweets, marshmallows 

 A distance to span (e.g. between two chairs) 

 A weight to test the bridge (e.g. a number of 

coins, toy cars etc.)  

Optional equipment:  

 Lego® Technic™ or similar building blocks can be 

used if available.  

Want more info? 

Try this short video explaining how bridges stay strong.  
  

youtube.com/watch?v=oVOnRPefcno


 

 

Activity plan:  Differentiation:  

Starter:   

Ask your child about bridges; what do they know about bridges, where are bridges 

that they have been across, how big they were, what were they made of?  

Ask them to draw a picture of bridges that they have been across or seen and go 

through each design and ask  your child what they think holds each bridge up (strong 

pillars, suspension cables, the shape etc.). If your child doesn't             understand or is 

struggling to make suggestions then try explaining why each bridge’s design is strong 

and relate it to examples they know of. 

Top tip: Items of furniture around the house will also have examples of supports 

(supports between chair legs, tables etc.) that can be used as examples or ask your 

child to find these around the home,  

(Time: 5-10 minutes maximum) 

For a simple introduction to 
strong bridge structures, try this 
video. 

Main activity:   

Explain to them that they are going to be building a bridge and it has to cover a gap 

between the two items (e.g. two chairs)  Once they have built the bridge they are go-

ing to test how strong it is by putting some weights on it so say to them that they 

might want to think about the ways we spoke about to make bridges stronger and 

put them in their bridge design. They can draw out their design first if it helps. 

Give them some time to come up with their own ideas and try their own    methods, if 

they seem like they are struggling try to give prompts without     giving them a solu-

tion (how can we make sure this doesn't sag? How can we make it longer?  How can 

we attached these two pieces together?) 

Once they have a design that spans the distance get them to try it with different 

weights to see how much it can hold.  

(Time: Flexible. You can set a time limit to get them working quickly or give them 

more time to test and develop their design) 

You can adapt this task by mak-

ing the span smaller or larger (we 

suggest starting with 30cm) or 

requiring it to hold more weight.  

Follow up: 

Ask your child to explain why they made their bridge the way they did, how they 

made it longer and stronger and how they think they could make it even better next 

time. 

(Time: 5 minutes maximum) 

These stories can make nice vide-

os to send to relatives or tell over 

video calls.  

  STEAM Club at Home 

Key Stage 1, session 3: Engineering  

Build a bridge  

https://www.youtube.com/watch?v=oVOnRPefcno
https://www.youtube.com/watch?v=oVOnRPefcno


 

 

  STEAM Club at Home 

Key Stage 1, session 3: Engineering  

Build a bridge  

Strong shapes examples:  

These are all examples of how you can create stronger shapes using your bridge 

equipment. Use these examples to help you design your own bridge: 

 

  

    

    

 
  

 



 

 

  STEAM Club at Home 

Key Stage 1, session 4: Art   

Tangram  

Activity aims:  Time allowances:  Skills:  

Learn to use your creativity to 

create different shapes using 

a tangram puzzle.   

 

35+ minutes 

Plus resources preparation 

time  

 Communication 

 Creativity  

 Adaptability  

 Problem solving  

Driving questions:  Key concepts:  

 What are the different types of shapes that 

make up the tangram puzzle? 

 Which shapes can we put together to look like 

(e.g. animals)? 

 

 

 Simple shapes can be put together, rotated and 

rearranged to create more complex shapes  

 The same shapes can be used in a number of 

different ways 

Resources:   

 The tangram shapes cut out from the            

tangram puzzle page (or hand made from any 

paper or card—you could trace the shapes from 

a computer screen) 

 Flat surface to work on  

 

Optional equipment:  

 The shapes can be used as templates to create 

more tangrams puzzles out of paper/card if re-

quired 

Want more info? 

Try searching online for “tangram” for many options for making animal shapes.   



 

 

Activity plan:  Differentiation:  

Starter:   

Ask your child if they can identify the type of shapes that make up a tangram. How 

do the triangles differ in size?   

 

For a more advanced challenge work with your child to help make a square   using all 

the tangram shapes (answer available on the Tangram worksheet)  

 

(Time: 5-10 minutes maximum) 

For a simpler option say the 

names of the shapes and ask 

your child to pick them out of the 

tangram.  

 

Main activity:   

Demonstrate (using the animal examples from the tangram worksheet) how the 

tangram shapes can be used to make animals. Ask your child to have a go at creating 

different animals, people or objects using the tangram shapes. You can challenge 

them to see how many different ones they can create  

(Time: Flexible. You can set a time limit to get them working quickly or give them 

more time to test and develop their design) 

 

For a similar option ask if they can 

use the examples on the        

Tangram Worksheet to help 

them make different objects.   

YouTube has many examples of 

stories told using tangrams that 

you can explore for more          

information.  

Follow up: 

Ask your child to make a story using the shapes they have created and tell you the 

story using the shapes.  

(Time: 5 minutes maximum) 

 

  STEAM Club at Home 

Key Stage 1, session 4: Art   

Tangram  



 

 

  STEAM Club at Home 

Key Stage 1, Session 4: Art   

Tangram  

Make your own tangram puzzle:  

Cut out the shapes below and use them to create a range of different characters  

   

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Examples of some of the shapes you can make are shown below.  



 

 

  STEAM Club at Home 

Key Stage 1, session 5: Maths  

A day at the shops  

Activity Aims:  Time Allowances:  Skills:  

To give the children an       

understanding of the          

importance of maths in their 

day to day life.  

35+ minutes 

Plus resources preparation 

time  

 Communication 

 Maths  

 Social interaction 

Driving questions:  Key concepts:  

• How would you total  the price of your shop? 

• Can you add/subtract 2+4 / 3-1? 

• How much change would you get? 

 How to add and subtract the cost of grocery         

shopping 

Resources:   

 Selection of household items  

 Price tags cut out from the ‘day at the shops’ 

worksheet (or hand made from paper) 

 Money cutout from the ‘day at the shops’ work-

sheet (or hand made from paper) 

 Paper and pen/pencil 

 

Optional Equipment:  

 Real money can be used  

 More money or price tags can be made using 

paper for extra challenge 

 Box or similar to use as a till 

Want more info? 

For child friendly explanations of addition and subtraction, BBC Bitesize has videos and games on each topic. 

 

https://www.bbc.co.uk/bitesize/topics/zwv39j6


 

 

  STEAM Club at Home 

Key Stage 1, session 5: Maths  

A day at the shops  

Activity plan:  Differentiation:  

Starter:   

Provide a quick re-cap of addition and subtraction, ideally with the method used at 

school.  

Top tip: ask your child to explain the method and do some quick sums together (1+2=, 

3-1=) 

(Time: 5 minutes maximum) 

Try watching BBC Bitesize videos 

on addition and  subtraction for a 

good  introduction.r child  

 

Main activity:   

With your child label the household goods using the price labels. See if they can guess 

which ones cost the most money in reality.  

With your child, create a shopping list of things to buy from the selection you have 

labelled.  

Ask your child to find the items in the shop and use their paper and pen to help them 

add up how much money they will need.  

You (or another child) can be the cashier, check their working out to make sure they 

have added up correctly and give them their change from the till. You can also switch 

roles so they have to work out change needed.  

Top tip: toy food can also be used and priced up and you can se t out areas of your 

house to look like a shop. Your child could create their own shop signs or till. 

(Time: Flexible on ability level) 

 

Depending on your child's    

mathematical ability you might 

want to add a wider range of 

price tags or make a longer of 

shorter shopping list. 

Follow up: 

Discuss what your child has learned and ask them how they managed to      over-

come some of the addition and subtraction issues they may have had. 

Ensure your child understands what they have achieved in this session and how im-

portant  simple maths is in day-to-day life.  

Ask them to tidy up the “shop”.  

 

(Time: 5 minutes maximum) 

 

https://www.bbc.co.uk/bitesize/topics/zwv39j6


 

 

  STEAM Club at Home 

Key Stage 1, session 5: Maths  

A day at the shops  

Price tags:  

Cut out the tags below and attach them to items in your “shop” 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

STEAM Shop  

£1.00 

STEAM Shop  

£1.50 

STEAM Shop  

£2.00 

STEAM Shop  

£2.50 

STEAM Shop  

£3.00 

STEAM Shop  

£3.50 

STEAM Shop  

£5.00 

STEAM Shop  

£6.00 

STEAM Shop  

£8.00 

STEAM Shop  

£10.00 



 

 

  STEAM Club at Home 

Key Stage 1, session 5: Maths  

A day at the shops  

Money: 

Cut out the coins and notes below to use in your “shop” 
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