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Year 4 Computing Progression in Skills and Knowledge
	NC Knowledge and Computational Skills
	Pupils not securing learning
	Pupils achieving depth in learning

	Autumn 1 Computing systems and networks The internet (4.1)
· Recognising the internet as a network of networks including WWW and why we should evaluate online content
	
	

	National curriculum links
Computing
· 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
· Use search technologies effectively, appreciate how results are selected and ranked, 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 that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
· Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.
PSHE (Lesson 6)
· Evaluating content for honesty and accuracy
Art (Lesson 3)
· To improve their mastery of art and design techniques, including drawing, painting, and sculpture with a range of materials 

Unit objectives:
1. To describe how networks physically connect to other networks
2. To recognise how networked devices make up the internet
3. To outline how websites can be shared via the World Wide Web
4. To describe how content can be added and accessed on the World Wide Web
5. To recognise how the content of the WWW is created by people
6. To evaluate the consequences of unreliable content

	
	

	Autumn 2 Creating media A Audio editing (4.2)
· Capturing and editing audio to produce a podcast, ensuring that copyright is considered
	
	

	National curriculum links
Computing – KS2
· Use search technologies effectively, appreciate how results are selected and ranked, 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 that accomplish given goals, including collecting, analysing, evaluating, and presenting data and information
· Use technology safely, respectfully, and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact
Science – Year 4 (Lesson 2)
· Sound: Find patterns between the volume of a sound and the strength of the vibrations that produced it
· Sound: Recognise that sounds get fainter as the distance from the sound source increases

English – Years 3 and 4 (Lesson 3)
· Writing – composition: Plan their writing by discussing and recording ideas
· Writing – draft and write by: In non-narrative material, using simple organisational devices [for example, headings and subheadings] 
· Writing: Read aloud their own writing, to a group or the whole class, using appropriate intonation and controlling the tone and volume so that the meaning is clear
Music – KS2 (Lesson 5)
· Improvise and compose music for a range of purposes using the interrelated dimensions of music

Education for a Connected World links
Copyright and ownership
· I can explain why copying someone else’s work from the internet without permission can cause problems (Y3)
· I can give examples of what those problems might be (Y3)
· When searching on the internet for content to use, I can explain why I need to consider who owns it and whether I have the right to reuse it (Y4)
· I can give some simple examples (Y4)

Unit objectives:
1. To identify that sound can be digitally recorded
2. To use a digital device to record sound
3. To explain that a digital recording is stored as a file
4. To explain that audio can be changed through editing
5. To show that different types of audio can be combined and played together
6. To evaluate editing choices made

	
	

	Spring 1 Programming A Repetition in shapes (4.3)
· Using a text-based programming language to explore count-controlled loops when drawing shapes
	
	

	· National curriculum links
· Design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· Use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· 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 that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
Unit objectives:
1. To identify that accuracy in programming is important
2. To create a program in a text-based language
3. To explain what ‘repeat’ means
4. To modify a count-controlled loop to produce a given outcome
5. To decompose a task into small steps
6. To create a program that uses count-controlled loops to produce a given outcome
	
	

	Spring 2 Data and information Data logging (4.4)
· Recognising how and why data is collected over time before using data loggers to carry out an investigation
	
	

	National curriculum links
Computing – Key stage 2
· ...work with various forms of input
· 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 that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
Science – Lower key stage 2/Year 4
· making systematic and careful observations and, where appropriate, taking accurate measurements using standard units, using a range of equipment, including thermometers and data loggers
· They should learn how to use new equipment, such as data loggers, appropriately. They should collect data from their own observations and measurements, using notes, simple tables and standard units, and help to make decisions about how to record and analyse this data. 

Unit objectives: 
1. To explain that data gathered over time can be used to answer questions
2. To use a digital device to collect data automatically 
3. To explain that a data logger collects ‘data points’ from sensors over time
4. To use data collected over a long duration to find information
5. To identify the data needed to answer questions
6. To use collected data to answer questions 
	
	

	Summer 1 Creating media B Photo editing (4.5)
· Manipulating digital images and reflecting on the impact of changes and whether the required process is fulfilled
	
	

	Computing national curriculum links
· Use search technologies effectively
· 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 that accomplish given goals, including collecting, analysing, evaluating and presenting data and information 
· Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

Education for a Connected World links 
Self-image and identity
· I can describe ways in which people might make themselves look different online.
Copyright and ownership
· When searching on the internet for content to use, I can explain why I need to consider who owns it and whether I have the right to reuse it.
Unit objectives:
1. To explain that digital images can be changed
2. To change the composition of an image
3. To describe how images can be changed for different uses 
4. To make good choices when selecting different tools
5. To recognise that not all images are real
6. To evaluate how changes can improve an image
	
	

	Summer 2 Programming B Repetition in games (4.6)
· Using a block-based programming language to explore count-controlled and infinite loops when creating a game
	
	

	National curriculum links
· Design, write, and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· Use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Use logical reasoning to explain how some simple algorithms work, and to detect and correct errors in algorithms and programs
· 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 that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
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Unit objectives:
1. To develop the use of count-controlled loops in a different programming environment
2. To explain that in programming there are infinite loops and count-controlled loops
3. To develop a design that includes two or more loops which run at the same time
4. To modify an infinite loop in a given program
5. To design a project that includes repetition
6. To create a project that includes repetition
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