
  COMPUTING CURRICULUM YEAR 3&4  
 

 AUTUMN SPRING SUMMER 

CYCLE A THEMES LIFE IN LIVERPOOL 

Graphic Modelling 

THE ROCK DAYS 

Podcasts 

ITALY 

Moving images and videos 

KNOWLEDGE AND 

UNDERSTANDING 

Manipulate digital images using a range of 

tools in appropriate software to convey a 

specific mood or idea.  

  

In this unit children learn to develop and 

realise their visual ideas using computing 

software tools. They explore artistic ideas 

using computer programs and a range of tools 

and techniques.  

By learning to save their work as they go 

along children are able to demonstrate the 

development of their ideas from conception 

to finished version. 
 

Create a class podcast, selecting and 

importing already existing music and 

sound effects as well as recording their 

own. 

 

In this unit of work the children will 

create a class podcast by composing, 

editing, selecting, importing and uploading 

these files. The children will develop a 

secure understanding of how and why 

people use these skills to share sound 

recordings with a wider audience in the 

world around us.  

They will understand how to create and 

record sounds in various ways using various 

tools. 

 

Record and present information 

integrating a range of 

appropriate media combining text 

and graphics in printable form 

and sound and video for on-

screen presentations which 

include hyperlinks. Begin to show 

an awareness of the intended 

audience and seek feed-back. 

Work collaboratively by email to 

share and request information of 

another class or story character 

In this unit of work the children 

will learn how to plan and film a 

short video clip which focuses on 

‘Creating a safer internet 

together. They will learn how to 

use a range of devices to capture 

still and moving images for a 

purpose e.g IPads,  digital cameras, 

video cameras, microscopes or 

webcams. Children will also develop 

skills of being able to discuss and 

evaluate the quality of their own 

and others’ captured images and 

make decisions whether to keep, 

delete or change them. They will 



learn how to download and save 

images and video onto a computer 

and upload images and movies from 

digital cameras and other devices 

to a computer and save in a 

relevant location. 

 

By the end of the unit all children 

should be able to use basic tools in 

a software package to change 

images/videos according to 

purpose. They will be able to upload 

stills or video into video editing 

software for a specific project and 

explore how to arrange, trim and 

cut clips to create a short film 

that conveys meaning. 

To finish films professionally 

children will learn about other 

people, outside of school who use 

these skills when working. They will 

discover how to add simple titles, 

credits and special effects, e.g., 

transitions to their finished film. 

 

Throughout this unit children will 

draw on their knowledge of 

Internet safety and the school’s 

ICT (AUP) acceptable use policy to 

ensure pupil rights and 

responsibilities are adhered to. 

Copyright laws will also be 

addressed and knowledge 

developed. 
 



FOCI 

 

 

key idea: that pictures can be assembled by 
repeating elements  

 

technique: to use stamps and/or the copy 

tool 

 
key idea: that pictures can be assembled by 
repeating elements  

 

technique: to use stamps and/or the copy 

too 

 

technique: to use a range of visual effects, 

such as reflection or symmetry 

-  

With support and direction, select and use 

a variety of appropriate devices to record 

musical and non-musical sounds 

Create own sounds and compositions to 

help create a class podcast.  

Upload and projects to other devices and 

online space e.g. Seesaw and communicate 

with audiences in locations beyond the 

school. 

Be able to share sound recordings with a 

wider audience. 

- Use computing to produce music or 

sound effects for a specific 

purpose, considering the impact on 

the audience e.g. style, genre, 

length. 

Know how to take images 

appropriately and 

responsibly (See school’s 

Acceptable Use 

Policy/AUP). 

 

Know what an email is and what 

type of information can be 

contained in it.  

 

Understand the implications of 

copyright and apply this 

to their work. 

 

Know that images (still and moving) 

can be used to enhance 

presentations or communicate 

ideas 

 

 Independently download and save ס

images and video onto a computer. 

 

 Independently upload images and ס

movies from digital cameras and 

other devices to a computer and 

save in a relevant location. 

 

Create a class email to send to 

another teacher containing a video 

from the class.  

KEY VOCABULARY 

EXAMPLES 

repeated pattern, off screen, cut and paste, 

inserting .image , tools and techniques, 

clipart, internet, background colours , 

graphics packages  

Record, select, playback, upload, download, 

sound, files, devices, sources, software, 

locate, online, Audio Network, copyright, 

website, internet, power point, photo 

story, movie maker, importing, easi-speak 

record, select, playback, upload, 

video, footage, files, devices, 

sources, software, locate, online, 

Audio Network, copyright, website, 

internet, power point, photo story, 

importing, easi-speak microphones, 



Stamps, Textease., flood fill, format images , 

‘undo’, rotated , symmetrical effects , wrap 

text’ , tight 

 

microphones, seesaw, online space, USB, 

podcast 

images, storyboard, folder, copy, 

paste, transition, digital 

photographs, digital camera, video 

camera, Cyberlink youcam,  iMovie 

seesaw, email, address, receipient, 

sender. 

KEY HARDWARE PC Easispaek microphones, i-Pads, PCs Pro-bots, PCs 

CYCLE B THEMES CHANGING BRITAIN 

Programming 

BRAZILLIAN RAINFOREST 

Nwtworks 

ANCIENT EGYPT 

Simulationg 

KNOWLEDGE AND 

UNDERSTANDING 

Children are able to type a short sequence 

of instructions and to plan ahead when 

programming devices on and off screen. 

In this unit children learn how to create 

their own algorithms. They use these to 

develop their computer programming skills. 

During the unit pupils will develop their 

understanding that efficient 

procedures/algorithms can be used to solve 

problems and to plan for specific outcomes.  

Children will Design and write programs that 

accomplish specific goals and then solve 

problems by decomposing them into smaller 

parts. Children will then move onto use 

sequence, selection and repetition in 

programs. They will be able to discuss and 

explain their work using logical reasoning to 

explain how a simple algorithm works and to 

detect and correct errors in algorithms and 

programs 

Independently and with due regard for 

safety, search the internet using a 

variety of techniques to find a range of 

information and resources on a specific 

topic.  Use appropriate methods to 

validate information and check for bias 

and accuracy.   Repurpose and make 

appropriate use of selected resources 

for a given audiences, acknowledging 

material used where appropriate. 

In this unit children will explore how 

digital technology is a huge part of all our 

daily lives. They will consider all the 

aspects of technology both throughout 

their school day and beyond. They will 

learn how to use this technology safely and 

respectfully and continue to develop their 

understanding of why they must keep 

personal information private. Children will 

begin to understand how computer 

networks work and how they can provide 

multiple services, They will explore the 

opportunities offered by this technology 

with regards to communication and 

collaboration. 

Use models and simulations to 

find things out and solve 

problems. Recognise that 

simulations are useful in widening 

experience beyond the classroom.  

 Make simple use of a 

spreadsheet to store data and 

produce graph 

this unit children begin to 

understand that computer 

simulations can represent real and 

imaginary situations. They learn 

how to explore simulations, explore 

options and to test their 

predictions. They evaluate 

simulations by comparing them with 

real situations and considering 

their usefulness. Children learn 

that simulations are controlled and 

can have different outcomes 

depending on the choices made by 

the controller. 

Children will apply what they have 

learnt when using simulations 

throughout their work, for example 



rainforests in geography 

simulations. 

Simulation definition: Acting out 

or mimicking an actual or 

probable real life condition, 

event, or situation. 
 

FOCI Key Idea: 

I can explain how a simple algorithm works. 

I can use sequence and repetition in 

programs. 

I can design and write programs that 

accomplish specific goals. 

I can detect and correct errors in algorithms 

and programs. 

I can explain how a simple algorithm works. 

I can use sequence and repetition in 

programs. 

I can design and write programs that 

accomplish specific goals. 

I can detect and correct errors in algorithms 

and programs. 
 

Recognise common uses of information 

technology beyond school 

 

Develop understanding of the wide range 

of technologies used in daily life. 

 

Understand computer networks including 

the internet. 

 

Use search technologies effectively 

 

Appreciate how results are selected and 

ranked 

 

Understanding computer networks 

including the internet 
 

• To know what a simulation 

is 

• To have experience of 

controlling a simulation 

• Use simulations and explore 

models in order to answer 

‘What if?’ question. 

•  key idea: that computer 

simulations can represent real 

or imaginary situations 

• key idea: that computer 

simulations allow users to explore 

options  

 

• technique: to enter data into a 

computer simulation 

 

• key idea: that computer 

simulations are simplified 

representations 

• Use simulations and explore 

models in order to answer ‘What 

if?’ questions, to investigate and 

evaluate the effect of changing 

values and to identify patterns 

and relationships. 

 

• Talk about how they could 

improve future work. 



• Use simulations and explore 

models in order to answer 

‘What if?’ questions, to 

investigate and evaluate 

the effect of changing 

values and to identify 

patterns and relationships. 

 

• Talk about how they could 

improve future work. 

• Use simulations and explore 

models in order to answer ‘What 

if?’ questions, to investigate and 

evaluate the effect of changing 

values and to identify patterns 

and relationships. 

 

• Talk about how they could 

improve future work. 
 

KEY VOCABULARY 

EXAMPLES 

Program, algorithm, instruction, de-bug, 

scratch, code, sprite, axis, blocks, projects, 

scripts, back drop, costumes, repeat blocks, 

speech bubble, volume, tempo, cloning. 

digital technology, computer networks, 

input, output, data , control, internet 

search, internet search spider, 

workstation, wireless, www, internet, 

Simulation, rules, option led, 

adventures, saving position real 

life, virtual, control, instructions, 

explore, predictions, evaluate, 

imaginary, real, choices, outcome 

HARDWARE USED Pro-bots, PC, i-pad PC PC,  

 


