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1. My Cyberself: Data privacy … Pages 3—4 

2. My Cyberself: Social media … Page 5 

3. My Cyberself: Passwords … Pages 6—7 

4. My Cyberself: Cyberbullying … Page 8 

5. Measuring data storage … Pages 9—10 

6. Build a computer … Page 11 

7. Pixel picture … Pages 12—13 

8. Internet packet relay … Pages 14—15 

9. The Internet of Things … Page 16 

10. Become a programmer … Page 17 

 Unplugged activity #1: Paper programming … Pages 18—19 

 Unplugged activity #2: Binary Bracelets … Page 20 

 Tynker … Page 21 

 Isle of Man Code Club … Page 21 

 Technology March … Page 21 

There are multiple videos to watch across these 

activities. If you don’t have a Wi-Fi connection in your 

venue and using Mobile Data is not an option, please 

download them in advance.  

See How to Download YouTube Videos for instructions.  

Also note that the videos to watch with the Brownies 

have the duration printed  next to the link for your 

convenience.   

https://www.wikihow.com/Download-YouTube-Videos
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Notes for Leaders 

As students spend more time on computers, they should be aware that the Internet is not always a safe space. In this activity, 

Brownies are taught what information is ok to share or should remain private.  

You will start discussing the significance of data privacy and finish watching a short video about how to use the Internet safely.  

 

Supplies 

 A printed copy per girl of the Digital Citizenship Assessment (found in the Technology resource pack). 

 Pen and pencils. 

 Access to the short video Follow the Digital Trail [02:32]  

 

Directions 

1. Start the session by defining Digital Citizen as “Someone who acts safely, responsibly, and respectfully online”.  

2. Now, discuss these questions:  

 What types of information do you think are okay to share publicly online or on a profile that others will see? 

 What are some examples of websites where you must register to participate? (Write the names of the websites on a 

whiteboard or an A1 paper sheet.) 

 What information is required and why do you think it is required? (Answers: Information may be required to help 

distinguish one person from another, and the website may keep a record of who uses it.) 

3. Explain: 

 Sharing some kinds of user information can put you and your family’s privacy at risk.  

 You do not have to fill out fields on websites if they are not required. (Required fields are usually marked by an aster-

isk (*) or are highlighted in red.)  

 Primary school students should never register for sites that require private information without the approval and 

guidance of a parent or guardian. 

https://www.youtube.com/watch?v=7bRZdUtmH8k
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4. Share these examples: 

 

5. Explain that some people will actively try to get you to share this kind of information so that they can use it to take over 

your identity. Once a thief has taken someone’s identity, he or she can use that person’s name to get a driver’s license or 

buy things, even if the person whose identity they stole isn’t old enough to do these things! 

It’s often not until much later that people realize that their identity has been stolen. Identity thieves may also apply for 

credit cards in other people’s names and run up big bills that they don’t pay off. Let Brownies know that identity thieves 

often target children and teens because they have a clean credit history and their parents are unlikely to be aware that 

someone is taking on their child’s identity. 

6. Watch together the short video Follow the Digital Trail [02:32] by Common Sense Education. 

7. Let’s put the knowledge into practice!  

 Hand out a copy of the Digital Citizenship Assessment to each girl and instruct them to complete these exercises. 

 Allow them 15-20 minutes to make sure they can finish it. 

 Encourage the girls to share the answers and, if any are wrong, clarify them together. 

8. Save their assessment in their Challenge folder.  

 

 

Personal Information (Safe to share) 

Your favourite food 

Your opinion (though it should be done respectfully) 

First name (with permission)  

 

Private (Not safe to share)  

Mother's maiden name 

Social Security number 

Your date of birth 

Parents' credit card information 

Phone number  

https://www.youtube.com/watch?v=7bRZdUtmH8k
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Notes for Leaders 

This activity allows the girls to demonstrate what they know about different types of social media. 

  

Supplies 

 Cue cards to write down these words: Instagram, Facebook, Twitter, Pinterest and YouTube (one word per card). 

  

Directions 

1. Divide the girls up into their sixes. 

2. Give each group a cue card with a social media word on it.  

3. The group is supposed to create a mini-skit and act out two scenarios showing how that social media is used in everyday 

life. One scenario should show inappropriate use of that social media and the other scenario shows appropriate use of the 

social media.  

4. After each skit, have the girls discuss that social media and the content covered in the skit.  

 

Take some pictures during the activity and print them for the Challenge folder; those will be the evidence for all the partici-

pants. 

 

How to increase the Techy Factor 

Ask the girls if they know any other social media that we didn’t list here. Tell them to explain its characteristic to you.  
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Notes for Leaders 

Passwords are everywhere, and kids need to learn fundamental password management skills for their devices, apps, sites and 

games so that they grow up knowing how to stay safe online, and frustration-free. 

 

Supplies 

 One copy of this activity to guide you through the session 

 A copy per Brownie of the passwords-activity-sheet. jpg (found in the technology resource pack)  

 

Directions 

1. Start the session by asking a few questions to get the sense of where your Brownies are about this topic and to kickstart their 

thinking:  

 Do any of you have currently have accounts that need a password? 

 Why do we need passwords? Are some passwords better than others? 

 What happens when you forget your password? 

 Is it okay you share your password with your best friend? 

 Is there anyone you can or should share your password with? (your parents) 

 True or false: The best password is my birthday or my phone number? 

 Which one would make the best password and why? 

 My name and my birthday or my favourite character in my favourite movie? 

2. Read this information aloud: 

Okay, let's learn about passwords! 

Passwords are like keys. We need a key for everything that needs to be SECURE: the car, the house, our diary and our treasure 

chest! Passwords are the key to give us (and only us) access to the data that websites, applications and devices have stored, like 

our best scores in Minion Rush.  

In the same way that you wouldn't try to open the house with the car key, you need the appropriate username and password 

combination to access the area you want.  
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There is an exception, though. Let's say that you have an email 

account, like Gmail. There are websites and web applications that 

allow you to use your Gmail username and password instead of 

creating a new account with them. That is, Gmail becomes like a 

universal key which you can use in multiple places. See in the 

screenshot on the right how it offers the option to join with your 

Gmail account instead of creating a username and password. 

Handy! 

Your passwords must be SECRET and STRONG.  

Keep them secret from others - online and in real life. You must 

remember your passwords and share them only with mum and 

dad. Don't allow anybody (not even friends) to see you typing a 

password, and NEVER save a password in the browser!  

A strong password is a combination of numbers, letters, and sym-

bols that does not directly correlate to your private information. 

Each site will have its own rules, but they all share general characteristics:   

 mix lowercase and uppercase letters with numbers and special characters (!, & or @) 

 The longer the password, the stronger it is  

 don’t use the same password for everything 

 don’t use your relative’s (or pets’) names, sequential numbers, the word “password” or any other dictionary word 

What if I forget my password? Worry not! Every well-made login functionality includes assistance in case you have forgotten or 

lost it. It will ask for your email address or username to send you an email with a link to create a new one.  

3. Give each Brownie a copy of the activity sheet to complete on her own. 

4. Make them read aloud their best passwords and sentences.  

Note: If you hear a weak password, invite other Brownie to give the right advice to make it stronger.  

  
How to increase the Techy Factor 

Watch with the unit the video The Internet: Encryption & Public Keys [6:39] to understand how data travels securely through 

the Internet. It's also a wonderfully inspiring video as it shows a young woman who has a super cool job in Technology! 

https://youtu.be/ZghMPWGXexs
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Notes for Leaders 

Your Brownies may not ever have the misfortune of experiencing cyberbullying, but we want to make sure that they are pre-

pared for and knowledgeable about it, in case they ever witness it during an online situation. The girls will learn how to identify 

cyberbullying and what steps they should take to make it stop.  

   

Supplies 

 A printed copy of the “Screen Out the Mean” Assessment (found in the Technology resource package) 

 Pens and pencils 

  

Directions 

1. Give the girls the definition of Cyberbullying: “Doing something on the internet, usually again and again, to make another 

person feel angry, sad, or scared”.  

2. Ask what they do online or might like to do. Share that, most of the time, when kids go online, it is to do fun or interesting 

things. But sometimes people can be mean to each other online and this is called cyberbullying.  

3. Tell the girls that they will be learning more about how cyberbullying occurs, and what to do when it happens to them or to 

someone they know. Read aloud these examples and discuss those stories:  

 Kyle keeps getting instant messages from someone saying means things about him. The person who is sending the 

messages doesn’t use a real name, but Kyle can tell the messages are coming from someone who also makes fun of 

him at school in gym class. 

 Laura is a new girl at school, and she’s making a lot of friends. Then Laura finds out that another girl sent around an 

email that had a picture of a cow with Laura’s name on it. 

5. Tell the Brownies that there are specific steps to securely handle a cyberbully: 

 Stop using the computer until it is safe. 

 Tell an adult you trust. 

 Go online only when a trusted adult says it is okay. 

 Play online only with kids who you know and are nice. 

6. To complete this activity, the girls will have to complete the “Screen Out the Mean” Assessment. Review their answers and 

clarify together any mistakes or doubts. Save the sheets in their Challenge folder. 
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Notes for Leaders 

Computers store information in the form of "1" and "0"s in different types of storages such as memory, hard disks, USB drives, 

CDs, etc. The smallest unit is a bit, and the most common digital data storage unit is byte which is 8 bits. 

Computer data is expressed as bytes, kilobytes, megabytes as it is in the decimal metric system, but in binary 1 kilobyte is 1024 

bytes not 1000 bytes! 

So after the bit, ordered by size from smallest to biggest, the data storage units in decimal are:  

Note: The names and abbreviations for numbers of bytes are easily confused with the notations for bits. The abbreviations for 

numbers of bits use a lowercase "b" instead of an uppercase "B".  

Geek alert! Most grownups don’t know any units above the terabytes.  

Size examples 

This is the practical side of the activity. Girls will be able to know the sizes of files, storage units and even know whose camera is 

better! 

 
 

Data Storage 

One extended-ASCII character in a text file (e.g. 'A') 1 byte 

The word 'Monday' in a document 6 bytes 

A plain-text email 2 KB 

64 pixel x 64 pixel GIF image 12 KB 

Hi-res 2000 x 2000 pixel RAW photo 11.4 MB 

Three minute MP3 audio file 3 MB 

One minute uncompressed WAV audio file 15 MB 

One hour film compressed as MPEG4 4 GB 

Nibble - 4 bits (half a byte) 

Byte - 8 bits 

Kilobyte (KB) - 1000 bytes 

Megabyte (MB) - 1000 kilobytes 

Gigabyte (GB) - 1000 megabytes 

Terabyte (TB) - 1000 gigabytes 

Petabyte (PB)-  1000 terabytes  

Exabyte (EB) - 1000 petabytes  

Zettabyte (ZB) - 1000 exabytes  

Yottabyte (YB) - 1000 zettabytes 
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Directions 

After sharing all the information above with the girls, resolve the following problems:  

1. You have created in your computer two Word documents. One is called “mydoc1” and contains lots of pictures as it’s your 

homework about your trip to Glen Mooar. The other’s name is “mydoc2” and  is the list of your favourite books. 

You are in a hurry to print your homework but don’t know which file it is (your names weren’t very descriptive) so you look 

at their file sizes. One is 1KB and the other is 4MB.  

Which one is your homework?  

 

Solution: mydoc1 as 4MB is bigger than 1KB. Check the example table from the previous page for reference. 

2. You need to buy a USB pen to take your best animated movie clips to your school’s Show & Tell, and you have to make sure 

there is plenty space for all 10 of them. Sadly, the store only sells pen drives of 64MB and 12GB.  

Each movie’s duration is 15 minutes long and you are compressing them as MPG4.  

Which USB pen will you purchase?  

 

Solution:  

- According to the table of examples, a one-hour MPG4 movie is 4GB, therefore a 15 minutes movie is 1GB.  

- You have 10 movies making a total required size of 10GB 

- The USB pen you need is the 12GB one!  

The girls should write down the answers in their Activity Tracker directly into the Evidence cell for this activity. 
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Notes for Leaders 

This activity can help younger girls learn about the parts of a computer while allowing them to express their creativity. To see 

examples of other computer creations, search online the key words “cardboard computer” or “cardboard computer kids”.  

Remember that the basic parts of a computer are the Central Processing Unit or CPU, the monitor, the keyboard, the mouse 

and the speakers, and that there are optional peripherical hardware link microphone, web camera, scanner, printer and even 

joysticks for gaming. 

 

Supplies 

 Boxes of varying sizes from small to large (make sure that some are flat like pizza boxes as some girls may choose to build a 

laptop) 

 Cardboard and scrap cardstock in varying colours 

 Alphabet and number stickers or white label stickers to write your characters (you may wish to have a picture of a keyboard 

so they can see the order of the letters and numbers) 

 Program icons for the desktop/screen (e.g. games, calculator, browsers, Microsoft Word, etc.) 

 Masking tape and duct tape  

 Yarn or string  

 Glue  

 Markers or pencil crayons 

 Scissors  

 

Directions 

1. Lay all of the crafting materials out on a table.  

2. Before building computers, discuss with girls the type of computers they have at home. Chances are that most of them have 

desktops, but won’t know what it’s called. Some will have laptops or tablets. Discuss some of the computer parts and what 

they do.  

3. Ask the girls to use the craft supplies to build their own computer. They can either work on their own or in small groups. Let 

them be as creative as they like.  

4. When everyone has finished, have some time for show and tell. Don’t forget to take pictures for their Challenge folder!  

https://www.google.com/search?q=cardboard+computer&tbm=isch
https://www.google.com/search?q=cardboard+computer+kids&tbm=isch
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Notes for Leaders 

Today, not many people use film cameras. Digital cameras, cell phones and tablets with cameras on them are everywhere! 

When light goes through the lens of the camera it lands on a sensor inside the camera. The sensor is divided up into millions of 

small squares, which are called pixels. Depending on the brightness and the colour of light landing on each pixel, the sensor 

sends out a different electrical charge. The computer inside the camera converts the electrical charge readings into a picture.  

A 1 MP (megapixel) camera has 1 million tiny squares; a 14 MP camera has 14 million squares! The more pixels a camera has, 

the more detailed the image will be. 

 

Supplies 

 A copy of the Picture Pixel Grid for each girl which can be found in the next page. 

 Pencil or marker for each girl.  

 

Directions 

1. Explain how a digital camera works by reading aloud the paragraph above.  

2. Tell the girls that they are going to draw a pixel picture that has a resolution of 676 pixels (26x26). This is far less than a digi-

tal camera, but gives an idea of how the camera works.  

3. Have the girls work through the instructions on the Pixel Picture Grid and save the result in their Challenge folder. 

4. Optional: Draw your own pixel picture on a blank grid and translate it into instructions for another girl to follow to recreate 

the picture. 

 

How to increase the Tech (and artistic!) Factor 

Pixel art is a form of digital art, created through the use of software, where images are edited on 

the pixel level. The aesthetic for this kind of graphics comes from 8-bit and 16-bit computers and 

video game consoles, in addition to other limited systems such as graphing calculators. Surely, 

some girls (if not all) will be familiar with Minecraft and how they use pixel art to create everything 

in their world.  

Use coloured markers to make your own pixel art: a new tool for Minecraft or this cute alicorn*. 

* Alicorn = a unicorn with pegasus wings. 
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Notes for Leaders 

The Internet has just one job – to move information (known as data) from one place to another place. Just like the postal sys-

tem, every computer has a unique numeric address (which are called IP – Internet Protocol – addresses). When you want to 

look at a website on the Internet, for example, your computer sends out a request to the website’s IP address. For example, if 

you type the URL of our website girlguidingiom.im into your web browser, the computer converts that domain name into its IP 

address which is 192.124.249.10.  

The request travels from your computer (which also has its own IP address), to other computers, called “routers,” which direct 

the request to the correct computer on the network. When the request reaches its destination, the other computer sends infor-

mation back to your computer in what are called “packets” – small amounts of data. Each packet of data may take a different 

route to your computer – whichever way is fastest at the moment – then your computer reassembles the information.  

It is just like splitting the information up like a jigsaw puzzle and reassembling the puzzle at your home. Except that the data 

travels incredibly quickly, so you don’t even notice that it is coming to you in packets!  

There is a wonderfully well explained video from Code.org for the girls to watch as explanation: The Internet: Packets, Routing 

& Reliability [06:25], and if you feel that they will benefit from learning the basis, also watch What is the Internet? [03:44].  

  

Supplies 

 A puzzle for each team  

 A pair of dice for each team  

 Something to represent routers (i.e. chairs)  

 Signs for 6 routers (Router 1, Router 2, etc.)  

 Something to mark the network (i.e. rope, chalk or masking tape)   

 

Directions 

1. Split the girls into their sixes. You will need one puzzle per team. You can either use a simple child’s puzzle, or cut a picture 

into several pieces to make your own puzzle.  

2. Set the room up so that that the puzzles are on one table at one end of the room. Place a pair of dice with each puzzle. This 

is the “puzzle server”.  

https://www.girlguidingiom.im/
https://www.youtube.com/watch?v=AYdF7b3nMto
https://www.youtube.com/watch?v=AYdF7b3nMto
https://www.youtube.com/watch?v=Dxcc6ycZ73M
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3. Set up a six “routers” around the room and label them – for example Router 1, Router 2, Router 3, etc. Distribute the rout-

ers around the room and connect them either with rope placed on the floor, a line of chalk drawn between them, or with 

masking tape (before applying masking tape to the floor, ensure that this is allowed in your meeting space). Connect the 

puzzle table to one or more routers, and connect each starting location to a router. A sample setup is shown on the next 

page.  

4. The girls line up at their starting locations (their home computers), on the opposite side of the room from the puzzles.  

5. On “go” the first girl in each team follows the network (lines between the routers) to make her way to the puzzle table.  

6. At the puzzle table, she picks up one piece of the puzzle and rolls the dice. The numbers on the dice indicate which routers 

she must go through to travel back to her home computer. She can take any route she would like, but must touch both 

routers indicated by the dice. If she gets doubles, she only needs to go through one router to return to her computer. How-

ever, she may have to go through more routers, depending on your setup.  

7. When a puzzle piece has arrived at the home computer, the next girl in line repeats the process. The remaining girls can 

assemble the puzzle as they wait for their turn.  

8. Continue until all puzzle pieces have been received and the puzzle has been assembled.   

 

 

 

 

 

 

 

 

 

 

 

 

Take some pictures during the activity and print them for the Challenge folder; those will be the evidence for all the partici-

pants. 
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Notes for Leaders 

The Internet of Things (or “IoT”) is the way that things, animals and people connect with the Internet and uses software to 

make our lives easier. There are sensors everywhere collecting data that those applications then use in our benefit. Smart 

homes and wearables (like smart watches) are examples close to us.  

 

You can show the following videos to the girls:  

 Life Simplified with Connected Devices by Brigham Young University [5:37] 

 What is Wearable Tech and what can I do with it? By Funk-e Studios [1:25] 

 

Alternatively, read aloud this example to start the conversation: 

“If you scanned in your groceries as you put them in the refrigerator, and pulled them out for use, each item could tell the re-

frigerator what it was, its expiration date, and other useful information. The refrigerator could collect and organize this infor-

mation to send you. You might get emails with recipe ideas, for example, based on what food you have. Or an email with a gro-

cery shopping list. “ (From https://www.kidscodecs.com/) 

 

Supplies 

 Paper 

 Pencils 

 

Instructions 

As a group, discuss around these questions:  

 How would you improve these examples to make your life even more convenient? 

 What do you think the downside or negative effects of the IoT is? 

 What part of your day today could get improved with the IoT? Draw some designs on paper. 

 

As evidence of completion, please make a summary of what you discussed during the session and add their drawings to their 

Challenge folder. 

 

https://youtu.be/NjYTzvAVozo
https://www.youtube.com/watch?v=hrLX8Woiak8
https://www.kidscodecs.com/
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Catalogue of activities 

To Become a programmer, you have to complete one of these activities with your unit.    

 Unplugged activity #1: Paper programming 

 Unplugged activity #2: Binary Bracelets 

 Tynker  

 Isle of Man Code Club 

 Technology March 

 

Summary 

The “unplugged” activities don’t need a computer but still develop computing concepts and skills that will prepare their minds 

to understand programming later in their lives. You will be able to prepare the session with videos and supporting online mate-

rial. 

 

Tynker uses blocks of code to complete guided lessons. The girls will feel like they are playing when, in reality, their minds are 

getting used to objects, variables, functions, etc. I create a classroom for your unit, and you’ll get the link to monitor their pro-

gress. They can do it at home or use the IT room at the Isle of Man College to work at the same time.  

 

The Isle of Man Code Club is run by a group of volunteers every Saturday at the Eagle Lab. With activities similar to those in 

Tynker, here you have the benefit of having teachers in the session to customise the difficulty based on ages and current skills 

and to help the girls succeed at this activity.  

 

March will be the month dedicated to Technology. Love Tech will host sessions at the Isle of Man College’s IT room with their 

lovely STEM Mentors and the coolest techy gadgets. All the details will be shared via email and Facebook closer to the date.  

Plenty of chances to become a programmer!  

 

 

 

 

 

https://www.tynker.com
http://codeclub.im/
https://www.lovetech.im/
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Notes for Leaders 

This activity is part of the Code.org curriculum. Here the girls will:  

 Understand the difficulty of translating real problems into programs 

 Learn that ideas may feel clear and yet still be misinterpreted by a computer 

 Practice communicating ideas through codes and symbols 

 

Supplies/Preparation 

 An intro explaining the lesson to you: Lesson Video  

 An example of a teacher running this session with her class: Unplugged Lesson in Action - Graph Paper Programming 

 Draw an empty grid on a white board or an A1 paper that you can stick on a wall 

 Print a copy of the Assessment per Brownie (also found in the Technology resource pack) 

 Print a copy of the Activity per each pair of Brownies (also found in the Technology resource pack) 

 Markers, pens or pencils 

 

Instructions 

1. Present the two words they’ll learn today: Algorithm (A list of steps that you can follow to finish a task) and Program (An 

algorithm that has been coded into something that can be run by a machine). 

2. Introduce Paper Programming. As a group, the girls will have to guide you through the big grid you drew starting at the star 

using only the following instructions until it looks like this:  

 Move One Square Right 

 Move One Square Left 

 Move One Square Up 

 Move One Square Down 

 Fill-In Square with colour 

 

http://youtu.be/Yy1zbkfRtIg?list=PL2DhNKNdmOtobJjiTYvpBDZ0xzhXRj11N
https://www.youtube.com/watch?v=vBUtejDNvrs
https://code.org/curriculum/course2/1/Assessment1-GraphPaperProgramming.pdf
https://code.org/curriculum/course2/1/Activity1-GraphPaperProgramming.pdf
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3. Introduce now the symbols to simplify the instructions and talk about how much more efficient using symbols is. 

 

 

 

 

4. Make them practice in pairs with the Activity sheet while you review that they are progressing nicely.  

Each pair will:  

a. Choose an image from the worksheet.  

b. Discuss the algorithm to draw that image with partner. 

c. Convert algorithm into a program using symbols. 

d. Trade programs with another pair and draw one another's image. 

e. Choose another image and go again! 

5. If time allows it, discuss with the unit: 

 What did we learn today? 

 What if we used the same arrows, but replaced "Fill-In Square" with "Lay Brick"? What might we be able to do? Does it 

remind you of a game? (Minecraft) 

 What else could we program if we just changed what the arrows meant? 

 

As evidence, add their sheets to their Challenge folder. 
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Notes for Leaders 

This activity is part of the Code.org curriculum. Here the girls will:  

 Encode letters into binary 

 Decode binary back to letters 

 Relate the idea of storing initials on a bracelet to the idea of storing information in a computer 

 

Supplies/Preparation 

 An intro explaining the lesson to you: Lesson Video   

 An example of a teacher running this session with her class to give you ideas: Unplugged Lesson in Action - Binary Bracelets 

 Prepare to load or have downloaded the short video: How Computers Work: Binary & Data [05:58] 

 Print a copy of the Activity per Brownies (also found in the Technology resource pack) 

 Markers, pens or pencils 

 To make it even prettier, use pipe cleaners and beads of two different colours (recommended in black and white) 

 

Instructions 

1. Present the word Binary (A way of representing information using only two options, e.g., on/off). Watch together the video 

How Computers Work: Binary & Data [05:58] to understand its meaning.  

2. Explain that they will be converting, like a computer would do, text into binary digits (or “bits” for short) using the Binary 

Decoder Key. 

3. Ask if anyone knows what a grouping of eight bits is called (it's a byte.) Also ask if anybody knows what a grouping of four 

bits is called (a nibble).  

4. Write an encoded letter and give the group a few seconds to figure out what it is. 

5. When the group can figure out your encoded letter, you can move on to the activity “Binary Bracelets”. 

6. Add their paper bracelets to their Challenge folder but, if you use pipe cleaners and beads, print  the picture of the bracelet 

for the folder. 

http://youtu.be/8HANsec7TiQ?list=PL2DhNKNdmOtobJjiTYvpBDZ0xzhXRj11N
https://www.youtube.com/watch?v=fDLkBqZpxWQ
https://www.youtube.com/watch?v=USCBCmwMCDA
https://code.org/curriculum/course2/14/Activity14-BinaryBracelets.pdf
https://www.youtube.com/watch?v=USCBCmwMCDA
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Tynker 

The beauty of Tynker is that it's easy enough and fun for the girls to do it on their own. It supports very well the learning of 

basic programming concepts, and they can do it at their own pace from the privacy of their homes.  

I encourage you to share this information with the Brownies because it’s a fantastic activity to do, even outside the challenge.  

Simply email me at iomstemchallenge@gmail.com with the subject line “Tynker”. Include your unit and the list of members, 

and I will create a class for you and accounts for every girl. Should you have any questions, feel free to ask. 

You, as Leader of the unit, and I will be able to see the completion percentage per each girl in your class; that will be their 

evidence. 

 

Isle of Man Code Club 

The Isle of Man Code Club is an organisation aimed at providing a focal point for people of all ages to develop digital skills, 

share their knowledge and experience and teach others how to leverage the technology that surrounds us. 

They do this by organising classes in various programming disciplines, fostering cooperation amongst software developers in 

the Isle of Man and providing events of interest for people passionate about technology.  

The Code Club meets once a week on Saturday between 16:00 and 18:00, and the current meeting venue is: 

Isle of Man Code Club 

Eagle Lab, 

Victoria Street, 

Douglas 

To confirm your attendance with the unit, contact Owen Cutajar at owen@codeclub.im. He will sign in the Evidence cell should 

you decide to attend to the Code Club. 

 

Technology March 

Full details to be confirmed. 

https://www.tynker.com
mailto:iomstemchallenge@gmail.com
http://codeclub.im/
mailto:owen@codeclub.im

