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Year 4 Computing Curriculum – Summer 1
	
	Theme: Audio Production

	Curriculum objectives
	
Vocabulary
	Links across the curriculum

	- Use search technologies effectively, appreciate how results are selected unranked, and be discerning in valuating 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 programmes, 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

	Keyword
	Definition
	align
	To play two or more recordings at the same time
	Education for a Connected World links
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 
· I can give some simple examples of content which I must not use without permission from the owner, e.g. videos, music, images.

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


	1. 
	audio
	Term denoting sound
	layer
	To play something over the top of something
	· 

	2. 
	microphone
	Device that transforms sound waves into an electric current 
	trim
	To cut something down
	· 

	3. 
	speaker
	An electronic device that makes sound audible
	playback
	To listen to something recorded
	· 

	4. 
	input device
	A piece of equipment that records information and can be analysed by a computer
	podcast
	A recording involving one or more person talking about a given subject
	· 

	5. 
	output device
	 piece of computer hardware that converts information or data into a human-perceptible form
	MP3
	Coding format for digital audio
	· 

	Prior Knowledge:
Year 1 – Digital Painting, Digital Writing; Year 2 – Digital Photography; Year 3 –Desktop Publishing; Year 4 – Photo Editing
	Future Knowledge:
Year 5 – Vector Drawing, Video Production; Year 6 – 3D Modelling, Web Page Creation

	Lesson Sequence
	Key Knowledge
	Key Skills

	1. Recording sound



	In this lesson, learners will identify the input devices used to record sound and output devices needed to listen to it. They will then record their voices using a computer, and reflect on what makes a good audio recording. Lastly, learners will consider ownership and copyright issues related to recordings. 
	To identify that sound can be recorded
· I can identify the input and output devices used to record and play sound
· I can use a computer to record audio
· I can explain that the person who records the sound can say who is allowed to use it

	2. Editing audio



	In this lesson, learners will record and re-record their voices to improve their recordings. They will edit the recordings, removing long pauses and mistakes. Learners will also listen to a range of podcasts and identify the features of a podcast.

	To explain that audio recordings can be edited
· I can re-record my voice to improve my recording
· I can inspect the soundwave view to know where to trim my recording
· I can discuss what sounds can be added to a podcast 

	3. Planning a podcast



	In this lesson, learners will record their voices and then import and align sound effects to create layers in their recordings. Learners will learn how to save their work so it remains editable. They will then plan their own podcast which they will work on in future lessons.
	To recognise the different parts of creating a podcast project
· I can explain how sounds can be combined to make a podcast more engaging
· I can save my project so the different parts remain editable
· I can plan appropriate content for a podcast

	4. Creating a podcast



	In this lesson, learners will record the voice tracks for their podcast. They will review their recordings and re-record if necessary. Learners will edit, trim, and align their voice recordings, and then save their project so they can continue working on it in the next lesson.

	To apply audio editing skills independently
· I can record content following my plan
· I can review the quality of my recordings
· I can improve my voice recordings

	5. Combining audio



	In this lesson, learners will develop their podcast further by adding content such as sound effects and background music. The audio will be layered with their existing voice recordings and exported as an audio file.
	To combine audio to enhance my podcast project
· I can open my project to continue working on it
· I can arrange multiple sounds to create the effect I want
· I can explain the difference between saving a project and exporting an audio file

	6. Evaluating podcasts



	In this lesson, learners will evaluate their own podcasts and that of others. After looking at the evaluation, learners will decide if they can improve their podcast and then make any changes they have chosen.
	To evaluate the effective use of audio
· I can listen to an audio recording to identify its strengths
· I can suggest improvements to an audio recording
· I can choose appropriate edits to improve my podcast

	
Themes and links

	Computing themes
	Where these are covered:

	Technology around us 
Autumn 1 
	· Scratch links to the real world and computer games the children know.

	Digital painting 
Autumn 2 

	· Understanding the need for coding and algorithms

	Programming A 
Spring 1 

	· Programming the Scratch

	Data /information 
Spring 2 

	· Storing the commands and the effect on language on the outcome of your commands. 

	 Creating media 
Summer 1 

	· Your own designs of Scratch 

	Programming B 
Summer 2 

	· Using Scratch to implement an algorithm as a code
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