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AQUINAS Long term Plan Year 4 Computing
Computing

Aims The national curriculum for Computing aims to ensure that all pupils:
e can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation
e can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems
e can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems
e are responsible, competent, confident and creative users of information and communication technology.

NC objectives 1. design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them
KS2 into smaller parts.

2. use sequence, selection, and repetition in programs; work with variables and various forms of input and outpu.t

3. use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs .

4. 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.

5. use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.

6. 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.

7. use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content
and contact.

Curriculum links

Science
[}

PSHE

Education for a Connected World links
Making systematic and careful observations and, where appropriate,

taking accurate measurements using standard units, using a range of Self-image and identity

equipment, including thermometers and data loggers. ® | can describe ways in which people might make themselves look different

They should learn how to use new equipment, such as data loggers, online.

appropriately. They should collect data from their own observations and Copyright and ownership

measurements, using notes, simple tables and standard units, and help to e When searching on the internet for content to use, | can explain why | need

make decisions about how to record and analyse this data. to consider who owns it and whether | have the right to reuse it.
Managing online information

Evaluating content for honesty and accuracy. e | can analyse information to make a judgement about probable accuracy,

and | understand why it is important to make my own decisions regarding
content and that my decisions are respected by others.

e | can explain what is meant by fake news, e.g. why some people will create
stories or alter photographs and put them online to pretend something is
true when it isn’t.

e | can describe ways of identifying when online content has been
commercially sponsored or boosted, (e.g. by commercial companies or by
vloggers, content creators, or influencers).

e | can describe how fake news may affect someone’s emotions and



https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

behaviour, and explain why this may be harmful.

Context

What has been learnt previously:

Next steps for learning:

In Year 3, pupils will have learnt about:

Connecting computers

Identifying that digital devices have inputs, processes, and outputs, and how
devices can be connected to make networks

Sequencing sounds

Creating sequences in a block-based programming language to make music
Online Safety

Online safety: ‘fake news’, privacy settings, ways to deal with upsetting online
content, protecting our personal information on social media

Desktop publishing

Creating documents by modifying text, images, and page layouts for a specified
purpose

Events and actions in programs

Writing algorithms and programs that use a range of events to trigger sequences
of actions

Branching databases

Building and using branching databases to group objects using yes/no questions
Stop-frame animation

Capturing and editing digital still images to produce a stop-frame animation that
tells a story.

In Year 5, pupils will learn about:

Systems and searching

Recognising IT systems around us and how they allow us to search the internet
Selection in physical computing

Exploring conditions and selection using a programmable microcontroller
Online safety

Potential online dangers and safety

Vector drawing

Creating images in a drawing program by using layers and groups of objects
Selection in quizzes

Exploring selection in programming to design and code an interactive quiz
Flat-file databases

Using a database to order data and create charts to answer questions
Video production

Planning, capturing, and editing video to produce a short film.

Autumn 1

Autumn 2

Spring 1

Spring 2

Summer 1

Summer 2

The internet
Recognising the internet as a
network of networks
including the WWW, and
why we should evaluate

Repetition in shapes
Using a text-based
programming language to
explore count-controlled

Online Safety
Learning how to navigate the
internet in an informed, safe

and respectful way.

Repetition in games
Using a block-based
programming language to
explore count-controlled and
infinite loops when creating

.Data logging
Recognising how and why
data is collected over time,
before using data loggers to
carry out an investigation.

Photo editing
Manipulating digital images,
and reflecting on the impact
of changes and whether the

online content. loops when drawing shapes. a game. required purpose is fulfilled.
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