Educational App
Reviews
As the use of tablets in schools continues to grow, so the
number of apps available for the education sector has exploded.
Whether, you’re a teacher or parent, researching and picking the
right app to support your children is not only tricky but potentially time
consuming and expensive. We’ve worked with a primary school teacher,
reviewing over 100 apps to produce a list of our favourites - saving you
time and money.

MATHS

Montessori:
Add & Subtract
(Ages 4-6)

Zap Zap
Kindergarten Math
(Ages 4-7)

Squeebles
Times Tables
(Ages 6-10)

Maths
Bakery
(Ages 7-9)

Rocket Math
Multiply
(Ages 7-11)

A simple yet effective free app
which combines different visual
aids to teach and challenge
children. It begins by allowing
children to explore basic number
sentences and work up to missing
number problems. Overall, an
excellent introduction for children
exploring addition and subtraction
number patterns.

Through the basis of a story,
this will enable infants to
Explore maths. Children will
enjoy controlling the spaceship,
however it will require an adult
to help navigate and support the
learning aspects as the app is
difficult to follow at times. Overall,
entertaining and visually pleasing
with lots of scope for practice, but
it is limited to that.

This brightly coloured and
engaging app encourages children
to practice their times tables to
earn rewards that can be used to
collect their favourite Squeebles.
The app provides lots of useful
practice areas for the children,
however, the teaching aspect of
the app is limited.

An easy to use app for both the
home and the classroom, this will
help children already exposed to
the column method to develop
their confidence with addition and
subtraction.

Rocket Math is a visually engaging
app which is designed to help
increase children’s fluency and
speed in multiplication and
division. This app is great for use
at home, it conforms to the ‘little
and often’ theory, forcing a break
after five minutes of work. The
reporting section helps parents
recognise any areas the child
found tricky.

For more information visit our blog

ENGLISH

iWriteWords
(Ages 3-5)

Teach Your Monster
to Read (Ages 4-6)

Squeebles Spelling
(Ages 4-7)

Spellwick
(Ages 7-11)

Grammaropolis
(Ages 7-11)

iWriteWords helps children that
are learning to write for the first
time. This pleasantly simple app
teaches children how to form both
numbers and letters by swiping on
the screen. It cleverly shows the
children how to form the different
letters and numbers whilst also
reinforcing the letter and number
names.

A very enjoyable app which can
be used both at home and in the
classroom, incorporating levels of
development all played through a
monster, the child is able to create
and edit themselves. Children will
love learning to read through the
games played whilst parents and
teachers will be happy that the
app is relevant and linked to the
national curriculum.

Squeebles Spelling uses well
known animated characters to
help create a fun and interactive
learning platform for the child.
Parents will enjoy being able to
track their child’s progress directly
in the app. What’s more, settings
can be tailored to meet particular
needs like dyslexia.

Simple yet effective, Spellwick is
a game based app that Keystage
2 children will enjoy using to help
with their spellings. The numerous
levels will provide a challenge for
children from years 3 – 6. Children
will also enjoy the comic which
accompanies the game.

Focuses on English grammar
and is linked to the KS2 national
curriculum. It mixes quizzes with
tutorials and children will enjoy
learning with the characters.
Requires some in-app purchases,
but provides a balance of
enjoyment and good teaching
to make this an app children will
love using whilst learning tricky
grammar rules.

For more information visit our blog

PSHE

Breathe, Think,
Do with Sesame
(Ages 2-5)

Smiling Mind
(Ages 4-11)

Positive Penguins
(Ages 4-11)

Headspace
(Ages 6-12)

DreamyKid
(Ages 7-18)

Using much loved television
characters, this interactive app
is designed for nursery and KS1
children. Using the “breathe,
think, do” method, children can
destress the monster by learning
these three steps. A parent section
provides tips and activities linked
to the method.

Smiling Mind is designed to help
learners’ mental wellbeing through
the use of mindfulness. For
teachers, there are lesson plans
linked to the national curriculum.
All lesson plans have the
necessary media resources ready
and the children will not need their
own tablet for the lessons.

This app encourages children to
recognise the different emotions
they might be feeling, understand
why and how they can help
themselves feel better in that
moment. Whilst parents can
control the settings, children will
enjoy creating their own penguin
character.

Headspace is a great place for
children to learn how meditation
and mindfulness can have a
positive impact on their lives. It is
especially helpful with stressful
situations, such as bed times,
and reminders can be set to help
children create a habit of daily selfreflection and growth.

DreamyKid offers a large
number of guided meditations,
which help with things such as
troubled sleeping. It is easy to
use and child-friendly and offers
free packages for schools or
organisations that work with
children.

For more information visit our blog

COMPUTING

Kodable
(Ages 4-7)

Bee-Bot
(Ages 4-7)

LEGO Mindstorms
Fix the Factory
(Ages 4-7)

Keyboard Fun
(Ages 4-11)

codeSpark
Academy
(Ages 4-11)

This app teaches children to
code for the first time through
the use of direction, rotation and
looping activities – it supports the
development of problem solving
and sequencing skills. The app
includes a teacher section which
provides key teaching points
around vocabulary and concepts.

The Bee-Bot app is based on the
popular floor robot. It provides
a platform for multiple children
to learn to code simultaneously.
Teachers can review children’s
individual coding skills as they can
also play by themselves rather
than in large groups.

Building on a love for LEGO,
the fun robotic designs require
children to complete challenges by
creating commands that include
direction and transporting objects.
The app is specifically created to
help users master the basics of
coding.

A simple yet effective app created
by an occupational therapist
to teach children with learning
difficulties how to type, covering
the location of letters and which
hand to use. Includes a function
that enables the teacher to change
both font size and colour.

A fantastic app created for children
to develop their coding skills
using activities and challenges. A
wordless design means children
can begin learning to code even
before learning to read! Provides
coding hour activities for the
classroom on the codeSpark
website which teachers can
access for free.

For more information visit our blog

SCIENCE

ZooMoo
(Ages 4-7)

Eco-Explorer
(Ages 4-11)

Monster Physics
(Ages 5-11)

Astro Cat’s
Solar System
(Ages 7-11)

My Body –
Anatomy for Kids
(Ages 7-11)

ZooMoo works marvellously as a
standalone app but really excels
when combined with the television
programme (also available via
its YouTube channel). It allows
teachers, parents and children to
explore a huge range of animals
and their habitats.

Eco-Explorer is a brilliantly
designed app that all primary ages
can use and enjoy. Children use
the app to ‘scan’ hidden QR codes
whilst exploring their local wildlife,
the app then provides interesting
learning points.

Younger children will enjoy
building objects whilst gaining
knowledge of the basic
fundamentals of friction, speed
and mass. Older children will build
on classroom work to complete
levels, whilst using the learning
section to help identify any gaps in
their understanding of the physics
principles involved.

This wonderfully crafted app is
for children who have recently
started exploring the solar system.
It provides information relevant
to KS2 but will also stimulate
children to further explore. The
app seamlessly combines games,
quizzes and learning to keep
children engaged.

An excellent tool for children
that are beginning to learn about
their bodies, and also works
in conjunction with the KS2
curriculum topic ‘animals including
humans’. The vast content
allows children to enjoy learning
about their bodies through texts,
narrations, pictures and quizzes.

For more information visit our blog
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