
The LIFE Rural Primary Computing Year B 

Years 3 and 4 

 

 

 

Computing 

The Rural Primary Computing Curriculum, which uses the Rising Stars scheme, ensures that pupils are equipped to use a range of computational thinking skills and creativity 
in order to understand the way that technology is used throughout the world. Well-planned and inspiring lessons lead to boundless creativity within the way technology is 
used and shared by the pupils. Teaching across the Rural Primaries equips children to be able to use the internet and other technology safely and compassionately, use a 
range of programmes with confidence and apply their skills in order to analyse and solve problems. Children will approach tasks with courageous optimism, building upon 
the skills they have learnt year by year, ensuring they are ready to use these in the wider world as well as coping with the way that technology is constantly evolving.  

 

 

 

 

 

 

Key Knowledge – Factual information that children will acquire in the topic 

Skills Progression – the building of key skills that children will develop as they go through the year groups and through the topic  

Rationale – to include: why you teach this topic at all, why you teach it at your school and why you teach it in this sequence.  Please make reference to any 
cross curricular links, school values and British Values 



Topic/Text 
 

Key Knowledge  
 

Skills Progression  Rationale  

We are 
software 
developers  

Pupils learn to:  
● develop an educational 
computer game using 
selection and repetition  
● understand and use 
variables  
● start to debug computer 
programs  
● recognise the importance 
of user interface design, 
including consideration of 
input and output 

Design, write and debug programs that accomplish specific goals.  
● 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 

• Why we study this – whilst 
developing a simple educational 
game: Pupils need to consider 
copyright when sourcing images or 
media for their programs and/or 
uploading their own work to the 
Scratch community site.  

• Why we study this in the Rural 
Primaries - Searching for content for 
their programs or viewing others’ 
games offers an opportunity to 
develop safe search habits.  

• Why we study it at this time in the 
year – The children can link this to 
their cross curricular learning about 
the Rainforests. 

We are makers  Pupils learn:  
● about the input – process 
– output model of 
computation  
● about the inputs and 
outputs available on a BBC 
micro:bit  
● to program using the 
MakeCode block- based 
environment  
● to test and debug 
programs they write, using 
an on-screen simulator and 
the micro:bit  

Design, write and debug programs that accomplish specific goals.  
● 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. 

• Why we study this – Pupils extend 
their coding skills. 

• Why we study this in the Rural 
Primaries Online Safety: Pupils can 
publish their programs to the 
MakeCode website. If they are to do 
so, parental permission will be 
needed. Pupils might explore the 
projects uploaded by others to the 
MakeCode website. They must let an 
adult know if they come across any 
inappropriate content when looking 
at these, although this is very 
unlikely. 



● how to convert and 
transfer a program written 
on screen to the micro:bit 
 
 

• Why we study this at this time of 
the year as they can make 
programs linked to their learning 
about the ‘Rainforest.’ 
 

We are 
musicians  

Pupils learn to:  
● create a repeating 
percussion rhythm  
● play music using virtual 
instruments  
● compose or edit tunes 
using the piano roll (pitch 
and duration) tool  
● perform electronic music 
using prerecorded loops, and 
create their own loops  
● create a multi-track 
composition or performance 
using multiple instruments  
● give feedback to others on 
their compositions and 
performances. 
 
 

● Use sequence and repetition; work with various forms of input and 
output.  
● Be discerning in evaluating digital content.  
● Select, use and combine a variety of software on a range of digital 
devices to design and create a range of content that accomplishes given 
goals.  
● Use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour. 

• Why we study creating a piece of 
music in GarageBand - Online 
Safety:  Pupils need to think about 
copyright when sourcing audio or 
publishing their own compositions.  

• Why we study this in the Rural 
Primaries -Pupils are encouraged to 
use Creative Commons licensed 
content if working with others’ audio 
files.  

• Why we study this at this time of 
the year – Children can make 
music to go with their learning 
about the ‘Pre Historic World.’ 

We are 
bloggers  

Pupils learn to:  
● become familiar with blogs 
as a medium and a genre of 
writing  
● create a sequence of blog 
posts on a theme  
● incorporate additional 
media  
● comment on the posts of 
others  
● develop a critical, 
reflective view of a range of 
media, including text 
 

● 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 a variety of software (including Internet services) on a range of 
digital devices to design and create a range of content that accomplish 
given goals.  
● Use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour. 

• Why we study this - Sharing 
experiences and opinions. 

• Why we study this in the Rural 
Primaries - Online Safety: Pupils 
write content for their own or a 
shared blog, thinking carefully about 
what can be appropriately shared 
online. They consider issues of 
copyright and digital footprint as well 
as what constitutes acceptable 
behaviour when commenting on 
others’ blog posts.  



 • Why we study this at this time in 
the year. The children will have 
the opportunity to create a blog 
linked to their learning about the 
‘Pre Historic World.’ 

We are artists  Pupils learn to:  
● develop an appreciation of 
the links between geometry 
and art 
 ● become familiar with the 
tools and techniques of a 
vector graphics package  
● develop an understanding 
of turtle graphics  
● experiment with the tools 
available, refining and 
developing their work as 
they apply their own criteria 
to evaluate it and receive 
feedback from their peers  
● develop some awareness 
of computer generated art 
 
 

● Use sequence, selection and repetition in programs; work with 
variables and various forms of output.  
● Select, use and combine a variety of software (including Internet 
services) on a range of digital devices to design and create a range of 
content that accomplish given goals. 

• Why we study this – This unit 
fuses geometry and art.  

• Why we study this in the Rural 
Primaries - Online Safety: If pupils 
use Google image search to study 
examples of artists’ work, this offers 
an opportunity to develop safe 
search habits.  

• Why we study this at this time in 
the year -’To create Artwork linked 
to their cross curricular learning 
about ‘We Came, We Saw, We 
Conquered.’ 

We are 
meteorologists  

Pupils learn to: ● understand 
different measurement 
techniques for weather – 
both analogue and digital  
● use computer-based data 
logging to automate the 
recording of some weather 
data  
● use spreadsheets to create 
charts  
● analyse data, explore 
inconsistencies in data and 
make predictions  

Work with variables and various forms of input and output. 
● Use logical reasoning to explain how some simple algorithms work.  
● 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. 

• Why we study Presenting the 
weather - Online Safety: Pupils 
consider the importance of obtaining 
and using accurate data for any 
information-processing work.  

• Why we study this in the Rural 
Primaries - If pupils’ film one 
another, they need to ensure 
appropriate permission is obtained 
and that recordings are made, edited 
and shown in safe, respectful and 
responsible ways.  



● practise using presentation 
and video software. 

• Why we study this at this time in 
the year – As it can relate to how 
the Romans had to march in all 
different weathers etc. Linked to ‘We 
Came, We Saw, We Conquered.’ 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Appendix – Key Vocabulary  



 
Unit Key vocabulary  

We are software 
developers  Algorithm: a sequence of precise instructions or steps (sometimes a set of rules) to achieve an objective  

Bug: an error or mistake in a program or algorithm, causing the computer or robot to behave in a manner that was not originally 
intended  

Debug: correct mistakes in a computer program or algorithm  

Input: data supplied to a computer, in this case the algorithm taken from the storyboard for the animation  

Output: information produced by a computer, in this case an animation  

Program: a sequence of instructions (or sometimes a set of rules) that can be followed by a computer  

Repeat loop: a sequence of instructions executed a fixed number of times or until some condition is met, or possibly forever  

Repetition: programming construct which allows a group of instructions to be repeated a number of times, or until a certain 
condition is met  

Scratch: simple, block-based programming language in which programs for characters are built by snapping together code blocks  

Sequence: placing programming instructions in order, so each one happens one after the other  

Sprite: a graphical character in a program that can be given its own sequence of instructions  

Variable: lets computer programs store, retrieve or change simple data. Typically thought of as a particular location in the 
computer’s memory that holds a specific item of data 

We are makers  
Accelerometer: hardware component providing data on changes in motion, typically in three directions  

Algorithm: a sequence of precise instructions or steps (sometimes a set of rules) to achieve an objective  

Bluetooth: wireless digital communication protocol using low energy signals over short distances 

If/else if/else: programming selection construct which indicates what code should be run depending on which one of multiple 
conditions are satisfied JavaScript: text-based programming language, commonly used to power interactive web pages 

 LED: light emitting diode, an electronic component that lights up when current flows in one direction  



MakeCode: block- and text-based editor from Microsoft, supporting a variety of hardware platforms including the micro:bit  

micro:bit: simple, single board programmable computer with integrated input, output and network capabilities 

Object code: a version of the program converted (compiled) into the detailed instructions to be followed by the computer’s 
processor  

Runtime: the complete software environment (operating system, drivers, interpreter) needed for a program to run on particular 
hardware  

Simulator: software allowing one computer system to behave as another; in this case, the MakeCode editor includes an on-
screen simulator of a micro:bit so that programs can be tested Source code: the program as written, in a language that can be 
understood by both the programmer and the computer  

Variable: lets computer programs store, retrieve or change simple data – typically thought of as a particular bit of the computer’s 
memory that holds a specific bit of data 

We are musicians  
Beat sequencer: interface for creating a repeating percussion pattern, showing at which beat in a set of bars individual 
instruments are hit  

Live loops: GarageBand tool for creating and performing electronic, typically dance music, in which multiple samples are played 
with synchronisation managed by the software  

MIDI: ‘Musical Instrument Digital Interface’, originally a standard for connecting electronic instruments, now used for the 
associated file format in which note pitch, duration and velocity are specified, allowing subsequent playback using different 
instrument voices or samples  

Piano roll: interface for controlling the pitch and duration of individual notes, a digital equivalent of stave notation, derived from 
the punched-hole piano rolls used for player-pianos in the 19th century. The velocity (volume) of individual notes can also be 
specified Sample: a short, recorded piece of digital audio, for example a hand clap or an individual note  

Stave: traditional musical notation in which pitch is represented by the height of the line on which the note is drawn, and 
duration by the shape of that note  

Touch instrument: GarageBand interface for keyboards, strings and percussion instruments, which can be played and recorded 
live on the iPad screen  

Tracks: GarageBand tool for combining and modifying music recorded, performed or created using other components of the 



program 

 Velocity: here, the volume of individual notes – mirroring the speed and force with which piano keys are pressed determines the 
volume of the notes played  

Voice: in this context, the virtual instrument chosen to replay music, with the associated samples of notes at different pitches 
We are bloggers  

Creative Commons: copyright licensing scheme in which content can be re-used without additional permission, subject to certain 
specified conditions  

Hyperlinks: text or images that, when clicked, opens another page or moves to another part of the document  

Hypertext mark-up language (HTML): the predominant language for web pages Internet: global network connecting computers 
and local networks using automated switches, routers and fibre optic, copper wire and radio connections  

Uniform Resource Locator (URL): a standard for specifying the location on the Internet of certain data files. The URL includes the 
protocol used to transmit the data, the computer on which it is stored, the file path and the file name of the data  

Web server: a service running on a computer (or sometimes the computer itself) that returns HTML data for a web page when it 
receives a request via the local network or the Interne 

We are artists  
Abstraction: a process of managing complexity by setting to the side irrelevant detail and concentrating on function rather than 
form Bitmap: an image represented by a large, rectangular grid of pixels, each having its own colour value, typically in the range 
0 to 255 for each of red, blue and green  

Fractal: a self-similar repeating (or almost repeating) structure in which ever greater detail becomes apparent as the structure is 
examined more closely Pixel: picture element – one of the small, square dots that makes up a digital image 

Repetition: programming construct which allows a group of instructions to be repeated a number of times, or until a certain 
condition is met 

Sprite: a graphical character in a program that can be given its own sequence of instructions  

Tessellation: a regular pattern of one shape that fills a space without overlapping or leaving spaces between  

Transform: to change the shape of an image or part of an image Turtle: a small floor robot (or a representation of one on screen) 
that draws by moving forward and turning, under the control of a program, for example in Logo or Scratch’s pen commands 
Vector graphics: a way of representing an image by specifying the lines, arcs and regions from which it is made 



We are 
meteorologists  Analogue: continuously changing values, such as temperature or pressure 

Data: structured information gathered for analysis, often, but not always, as numbers  

Dataset: a set of data from a group related to a particular topic  

Digital: storing, processing or transmitting information as numbers, such as temperature to the nearest degree or pressure to 
the nearest kPa 

Field: information in a database related to a single type of information given for all the records, such as age  

Filter (database): to identify a subset of data based on one or more criteria Form: a way of entering a record and sometimes 
viewing a database record  

Input: data supplied to a computer Interface: the link between one system and another, typically between the user of a program 
and the computer on which it runs  

Record: information in a database related to one individual or case Sensor: means of getting data from the real world into a 
computer Table: a data structure representing records as rows and fields as columns 

 


