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Programming — Data Logging
B - PG, DD
| know how to capture data and represent it
in a digital way — Graphs and charts
| can analyse data and use a digital program
to forecast trends.

Finally, they learn how to communicate responsibly
by considering what should and should not be shared
on the internet. Note: Some of the content in this

unit was previously included in the Year 5 —
‘Computer systems and networks’ unit, so some
learners may have already completed similar
activities. Where this is the case, the context for the
activity has been changed.

This unitintroduces
the learners to the
term ‘data’. Learners
will begin to
understand what
data means and how
this can be collected
in the form of a tally

chart

Their final project is to design and create a game
which uses repetition, applying stages of
programming design throughout.
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Programming
B - PG

| know how to program a computer

by typing in commands

1 know how to write an algorithm to
produce a given outcome

r

ext and images
They will start to add text and images to

create their own pieces of work using desktop
publishing software. Learners will look at a
range of page layouts thinking carefully about
the purpose of these and evaluate how and
why desktop publishing is used in the real

world.

They will identify what each
floor robot command does and
use that knowledge to start
predicting the outcome of
programs. Learners are also
introduced to the early stages
of program design through the

. They use and modify designs to create their
own quiz questions in ScratchJr and realise
these designs in ScratchJr using blocks of
code. Finally, learners evaluate their work
and make improvements to their
programming projects

ways

Learners will also be introduced$o the
early stages of program design
through the introduction of
algorithms.

Programming

| know how to identify and use
the sprites, backdrops and
command blocks in Scratch.

They will develop artwork and test it
for use in a program. They will design
algorithms and then test those
algorithms as programs and debug
them.

Networks and Systems NW

| know how to recognise the use
and features of information
technology

I know how to use a computer to
share information in different

Children will revisit these concepts and learn
how to use this knowledge to solve problems
using computer technology.

use two or more programming languages, at
least one of which is textual, to solve a variety
of computational problems.

understand simple Boolean logic [for example,
AND, OR and NOT] and its use in programming;

Programming — Screen Turtle coding
B - PG, DD

| know how to use repeat and loop
commands to create a simple algorithm in
an application like Scratch

1 know how to create shapes using an on-
screen turtle that repeat.

This unitis the first of the two
programming units in Year 4, and looks at
repetition and loops within programming.
Pupils will create programs by planning,
modifying, and testing commands to create
shapes and patterns. They will use Logo, a
text-based programming language.

The Internet — SS, NW

| know that the internet is comprised of
computers that form part of a network

| know how to share information safely
across the internet and know how to
prevent/ report information mis use.

Digital Photography
ET, CM
I know how to use a
digital device to take a
photograph (iPad)

1 know how to identify and fix
bugs in my program.

| know how to use
software to digitally edit
photographs

Data Analysis DI
I know how to explain
what a ‘field’” and
‘record’ isin a
database

They will then
begin to
demonstrate their
ability to sort
objects into
different groups,
based on the
properties they
choose. Finally,
pupils will use their
ability to sort
objects into
different groups to
answer questions
about data.

I know how to explain
that computer
programs can be used
to compare data
visually

Through enhanced

provision, children have the
opportunity to explore a range of
technology in their environment
including, IWB, iPads

(including cameras), role play
phones, boom box, remote

Knowledge Categories

AL Algorithms €S Computing Systems CM Creating Media DI Data and information DD Design and Development

ET Effective use of tools IT Impact of technology NW Networks PG Programming SS Safety and Security

controls, Beebots.
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