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Code cracking 
This unit introduces pupils to the history of computing and, in particular, how computers were used as code-cracking 
devices in World War II. Pupils learn about Alan Turing and become code crackers themselves. They then create their 
own movie about code cracking.

Software and hardware 
• This project is designed to be used with a video-editing program such as Movie Maker

•   Alternatively, a free green-screen app such as TouchCast Studio*

Example of Curriculum coverage ages 9-11 
• Solve problems by decomposing them into smaller parts.

•	 Use	search	technologies	effectively,	and	be	discerning	in	evaluating	digital	content.

•  Select, use and combine a variety of software (including internet services) on a range of digital devices to design 
and create a range of programs, systems and content accomplishing given goals, including the collection, analysis, 
evaluation and presentation of data and information.

* TouchCast Studio is free from the Apple App Store:  
https://itunes.apple.com/gb/app/touchcast-studio/id603258418?mt=8
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Lesson WW2 code 
crackers 

Computer  
history

Movie  
research

Tinkering and 
movie creation

Filming and 
editing

Movie premiere 
and evaluation

Overview In this lesson, pupils 
become WW2 code 
crackers, solving a 
series of codes to 
help Allied soldiers 
locate the enemy 
submarine and save 
the D-Day invasion.

In this lesson, pupils 
collaborate to learn 
about Alan Turing 
and how he cracked 
the Enigma Code. 
Using what they have 
learned, they create 
fact	files	to	present 
to the class.

In this lesson, pupils 
collaborate to create 
a storyboard and plan 
their own movie about 
code crackers.

In this lesson, 
pupils tinker with the 
video software and 
equipment they will 
use to create their 
movie. They also 
create props 
and backdrops.

In this lesson, pupils 
film	and	edit	their	
movie. They work 
independently in 
their given roles and 
according to their 
movie schedule.

Pupils present 
their movie to their 
peers and evaluate 
their work.

Computing 
concepts and 
approaches

The pupils will be 
working in pairs, 
collaborating to 
decode their own 
piece of code 
using a cipher and 
logical reasoning.

Decomposition is also 
used as they break 
the code into each 
individual letter and 
then complete the 
final	message.

Pupils collaborate 
to present their 
informational poster 
about Alan Turing. 
They create their 
poster from a range 
of materials. They 
develop their skills 
of evaluation as they 
self- and peer-assess 
their work against 
given success criteria.

Pupils collaborate in 
teams to plan their 
movie and create 
their storyboard 
(a simple algorithm). 
They informally 
evaluate their own 
and others’ work, 
making changes as 
necessary (debugging).

Pupils collaborate in 
their team to tinker 
with the software 
and equipment. They 
create their props and 
scripts while adopting 
their chosen roles.

Pupils collaborate 
in their teams to 
create their movies, 
undertaking individual 
roles. They are 
likely to have to 
show perseverance 
to overcome 
any problems 
they encounter 
(debugging). They 
develop their skills 
of evaluation as they 
feedback on their 
movie with their peers.

Pupils collaborate 
to present their movie 
to an audience.

Pupils deepen their 
understanding and 
skills of evaluation by 
completing self- and 
peer-evaluations of 
the	finished	movies	
and their approaches 
to the project.
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Cross-curricular links 
The	project	can	link	to	many	different	curriculum	areas,	including	Maths,	English,	History	and	PSHE.	Pupils	should	study	an	aspect	or	theme	of	British	
history that extends their chronological knowledge beyond 1066. They should be taught to record, retrieve and present information from non-
fiction.	They	should	plan	their	writing	by	developing	initial	ideas,	drawing	on	reading	and	research	where	necessary.	They	should	explain	and	discuss	
their understanding of what they have read, including through formal presentations and debates, maintaining a focus on the topic and using notes 
where	necessary.	In	PSHE,	pupils	could	work	collaboratively	towards	shared	goals,	developing	strategies	to	resolve	disputes	and	conflict	through	
negotiation	and	appropriate	compromise.	They	could	give	rich	and	constructive	feedback	and	support	to	benefit	others	as	well	as	themselves.

Computational-thinking concepts  
and approaches covered in this unit 

 Algorithms     Logical reasoning    Debugging

 Decomposition    Collaborating     Perseverance

 Evaluation     Creating     Tinkering

Useful websites for further research:
BBC information about the Bletchley Park Colossus Computer: http://news.bbc.co.uk/1/hi/technology/8492762.stm 
The Enigma Machine: http://www.bbc.co.uk/history/topics/enigma 
How Alan Turing cracked the Enigma Code: http://www.iwm.org.uk/history/how-alan-turing-cracked-the-enigma-code



Get more
Have	you	had	a	great	Barefoot	workshop,	or	delivered	a	fun	
computer science lesson? Send us your comments and pictures 
via our social channels to help get more teachers involved!

@BarefootComp

/barefootcomputing

barefootcomputing.org

You can start 
your journey here
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