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COMPUTING SYSTEMS AND NETWORKS- The Internet

Overview

The World Wide Weh

The Internet

-Youw should also know that Information technology (I.T.) includes
-You should also know that information and data can be shared,
by devices across networks.

-The internet is a network gf networks that is used around the
world.

-The World Wide Web is a system on the internet that has
-Some content is protected on the intermnet. It is important to know
that not all information on the internet is accurate, honest, or
legal, Websites and their content are created by people.

Networks and The Internet

-Networks connect different devices to one another, allowing for information sharing.
-Networks can also connect to other networks in different places, using a router.
-The internet is a network af networks that are all connected together.

The World Wide Weh

-The World Wide Web is the part of the
wehsites.

-Information can be shared in the form of
things we can see or hear (e.g. things we
can read, music, sounds, or videos, etc.).

-When we use the world wide weh, routers
help us to jowrney to different networks in
-We can use truceroute tools to track the
journey, hetween routers.

-Weh browsers, e.g. Google Chrome and

Internet Explorer, let us look at different
pages on the internet.

Webhbsite and Webpages

-Websites are a set off webpages.
-Wehpages may contain different features, e.g. a

title, links to other pages, images, videos, and text.
-Webhsites and webpages can be found using weh
addresses (domains), normally split into three

parts:

1. www (world wide weh).

2. Name of the organisation/ topic.

3. Type of isation/ location. O www.youtube.com

- A weh address may also he called a URL (Universe
Resowrce Locator). This is the text you tuype into
yowr internet browser when you wunt to visit a
wehsite.

Ownership and, Reliability

The Internet: The internet is
a network of networks, that
is used around the world to

comumunicate.

Protection: Nebworks have

Router: A router is
something that finds a
route hetween nebworks,

connecting them.

-The content on the internet may belong to different
people or companies, for example the person who wrote

it or the company who published it.

-The content may be copyrighted, meaning that others
cannot copy or use it without permission. /

-Not all of the information that we see or hear on the

-Inaccwrate information can quickly spread. This has
hecome known as ‘fake news.” We should check

multiple sowrces that we can trust to verify information.

Important Vocahuwlary

Network Router Network Security Nebwork switch  Server Wireless access point (WAP)

Browser World Wide Web, Content Links Files Downloud Sharing Ownership Permission
Information
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COMPUTING: CREATING MEDIA- Audio Editing
Using Software
Audacity is one example of an audio editing tool, but many others are
avuilahle. For example, yow can use the voice memo recorder on a tablet.

1.Go to the tab ‘Tracks and

Overview

Audio Editing
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-The process of recording and listening to- sound,
requires input devices (e.g. a microphone) and,
output devices (e.g. a speaker).

-Podcasts are a type of spoken word audio file, that

" Ll iono Track
Label Track |
— then ‘Add N '
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T pﬁqy f SRip to start X Record
Pause Stop Skip to end

The sound is shown

2.Name the new track

3.Click in the track’s window
to select it.

-People can have ownership over audio files, and
can have the audio copyrighted, so that it can't he
copied without permission.

as a waveform. We
4.Press record to hegin

- e e

= should, aim for it to ress
W peak at around 0.5/ recording into the new track.
N -0.5

Got to the file tab and ‘Save Project to save your work. Yow can also

Input and Output Devices
We use input devices to send the audio to the device/ computer-
We use output devices to listen to the audio from the device/ computer.

Output Devices

Creating Podcasts

Podcasts are a type of spoken word file that can be
downlouded by listeners. A user can often choose to

Some examples of podcasts are ‘Stories Podcast, ‘Six
Minutes' and ‘Brains Onl Kids Science Podcast.’

Features of podcasts include:

Sounds: Voices, jingles, background
music, sound effects

Top Tips for High-Quality,
Podcasts

-Speak clearly
-Avoid fillers (‘wrv, ‘like’)
-Avoid coughing/ sneezing

-Take tums to speak

Input Devices

Digital speakers twrmn the
electrical signal into- an

auwdio output that can he
heard hy the listener.

Headphones are wom
over the ears of the
can hear the sound

output.

devices. Examples include headsets, smartphones, and voice
assistants (e.g. Google Home and Amazon Echo).
Important Vocabulary

which can then be recorded or
transmitted.
cables, musical instruments

Audio Record Playback Input Output Sound Podcast Selection Mixing Time shift Export Sound file
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COMPUTING: CREATING MEDIA- Photo Editing

Overview Using Software
Photo Editing Paint.net is one example of photo editing tool, but many others are available. Below is
You that we car use didi how to select, copy and paste in new elements to edit your photograph.
devices to help us totake and edit photographs. 1.0pen the photo and 2.Right click on'the | 3.0pen the image @.Use the handles to
-There are many different apps and programs to use the ‘lasso select | | MWWW'WWW and
edit and improve photos, for example Photoshop, tool to select the . CUPWdJPhUWU’b
photographs, for example cropping, rotating, . The* .
Hipping, and changing colours and styles. 1 one part to- another. ‘Recotor’ is used
-We should understand, the not all photographs that | i to replace cotowrs. ‘Magic wand’

we see are real - they may have heen edited. ! allows areas with @ similar colowr to
‘ e ' - ‘ be selected.

Edjjjng,Teduu(v,ws, When we want to save owr edit, we should click on this icon or the ‘save (j
button. We can reverse the last thing we have done with the undo tool.

Below are a numher of different ways that we can edit photographs.,

Considerations of Edited Photos
-As photographers and editors hecome more Positive Reasons
skillful, and. editing programs hecome more Jor Editing, Photos
advanced, it can be hard to tell if images are real | 16 make things
or edited. clearer;

We therefore need to be alert, and not believe -To highlight the
everyﬂwmse@ We,show)cl,al,&creditp}wtos}or important things;
-To show things in

a nice way;
-To avoid
embarrussment.

subjects cLeamr.

Important Vocabulary

[ Arrange Digital Crop Undo Copyright Composition Pixels Rotate Flip Effects Hue/Saturation Sepia Illustrator Vignette Retouch Clone Recolour Sharpen J




Greenfield Primary School Year 4 and Year 4/5 Knowledge Organiser
COMPUTING: DATA AND INFORMATION- Data Logging,

Overview Data Recording
Data.Logging -One wuy for us to record data is by writing it down.
-Data is raw numbers and figures. Information is what Some data loggers can also record data themselves, which
we can understand from analysing data. we can downloud later. Computers can also help us to
“There are lots of diff that we can collect, Log record data, e.g. by connecting our data loggers to
and. i lates, including by using data | . computers and opening data logging softwuure.
-Data loggers and logging software can be used tor | | Seniage of s thab computers canyrecom dat - ZRAES 8o 8
automatically capture data, We can then drow automatically, meaning that someone does not need to sit f? _
lUSioTs, in to oUr I oms. wuiting for a long period of time. Data loggers can be set zzz:aﬂ ........ M“ o
to- measure at different intervals (points in time). _________
. . f"\ i
Data Collection -Data logger safware can also he used to show different 7 /\ /\ /\\7
charts and graphs. This can save the user a lot of time! '/f \ / \/'\\/
Asking Questions: Data gathered over time can be used to- answer important questions. —
For example, the class register can he used to answer questions abhout _ S ﬂlfﬂiﬂﬁ TS
children’s attendance. Before collecting data, we need to carefully S —— Analysing Data Answering Questions
consider which questions we are trying to- answer. =] I '
weare tor — — -When scientists collect data, they usually store it | -Remember that data should be collected,
-Sensors: Our senses (sight, hearing, smell, - Data Loggers: Data loggers have sensors built sothat it can be analysed at any time. The data | for o reason: to- answer questions.
taste, touch) detect things in our environment. can also be shared so that other scientists can -It is very important to ensure that the
m,a,' wug,yor not give you the accurate answers that
Some o are: understanding it. It is Jou
o ] important to be able to s '
Microphones (sound) A heat sensor (to record the temperature) / \_/.\ Ttisi o |
. , . see trends as clearly as —et \ | I 9
Cameru (light) -A light sensor (to record hrightness) Vou can o
-Touchscreen (touch) -A sound sensor (to record the noise). possible. ' . .
detailing what youwr conclusions are.
Important Vocabulary

Input device Sensor Data logger Logging Data point Interval Analyse Data set Import Export Logged Collection Review Conclusion
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COMPUTING: PROGRAMMING- Repetition in Shapes

Overview Programming Patterns
b ogo Screen M=] E3 R it i S - , H H :
eap §l a— epetition in Shapes Patterns: .Pauern&aret}ung&thabrepeat in a logical way. In
- - Programming is when we make a set of instructions for everyday life, pattems are everywhere!
-Patterns in Logo: Instead of typing in the code to create each
I individual shape, we can save time by repeating a sequence of
<\/<§§ -Logo is a text-hased program that we can use in order to instructions. We use the ‘repeat function. e e,
i create shapes and pattermns. -Repeat: Type the command ‘repeat — this repeats commands a } ’ |
-We use algorithms (a set of instructions to perform o of times to repeat the code, and the code to he repeated is in g
. == . - task) which we can plan, model and test, in order to square bruckets, e.g. repeat 4 [FD 100 LT 90] —
" create accurate and imaginative shapes and patterns. The ahove code will repeat FD 100 LT 90 four times. A Q D
-Creating Shapes and Loops: To make shapes, we need to know
The, Basi OﬁFMSL ﬂwwqgle&oj&wmoj&dﬂm%shapwf;wnghb)meg,tha O O
-What is FMS Logo? = \ repeat junction. with shapes can help-us PR .
Logo is a text-hased programming language, where we can type  |-o=
-Logo helps us to learn how to use programming language, Sequencing and Algorithms Trialling and Debugging,
whilst also being creative and using problem-solving skills. - N B

-A sequence is a pattern or process in which, | -Programmers do not put their computer

The Display: Basic Commands: one thing follows another. programs straight to- work.
| -FD: Forwards. Abways followed by, o They trial them first to find ﬁmfg 60
=|l| space and the number of steps, e.g. FD 50 -We design algorithms (sets of instructions | any errors: Fo(100)
-BK: Backwurds. As ahove, e.g. BK 50 Jor performing o task) to- help us program the ———
The Turtle - -LT: Left turn. Abways followed by a space sequence that we -Sequence errors: An FS”%‘;LO e.
and then the degrees to-tum, e.g. LT 90 require to- achieve. | -t instruction in the sequence is | o 209
-RT: Right twrn. As ahove, e.g. RT 90 our desired r wrong or in the wrong, place.
Command History o | o || | nd gets the turtle back to the centre. -Logical errors: Mistakes in plan/thinking.
Error :‘Izgsages —— || -PU: Stops turtle from leaving a pen trail. -Programming is the process of keying in the
Next Command | |Eo zil st |l | "PD: Makes turtle leave o pen trail again. code recognized by the computer (using your | -1 your algorithm does not work correctly,
algorithm). the first time, remember to- debug, it.

Important Vocabulary




Greenfield Primary School

Year 4 and Year 4/5

Knowledge Organiser

COMPUTING: PROGRAMMING- Repetition in Games

language, whilst also heing creative and using problem-

There are three main areas in Scratch:

-The Blocks Palette (on the left)

Attributes: There are three attributes of the
sprite which we can change to make our
animation: Code, Costumes, Sounds.
-Event Blocks: Event

blocks are coloured

labelled in easy-to-understand, user-friendly

ways.

-Using the ‘events' blocks logically
can help to- make your
prograumming easy to use. E.g.

when ‘s’ key pressed a square is

Overview Loops and, Repetition
Repetition. in. Scrotch -Pen Drawing in Scratch: Select the ‘add extension’ icon in the
- Programming is when we make a set af instructions for bottorm left corner. Then select ‘pen.’ This allows you to draw with
= = W computers to follow. your sprites.
s oo | -Scrichis @ program that we can use in order to” code our -The Repeat Block: Select ‘code’ and then the ‘control hlocks -
. AT own stories, animations and games. We can use repeat and o Control
L loop. blocks, in order to make our oTe, (orange). Here you will find the repeat block. It should be placed
WWW These help to run code continuously, or for around the command blocks that you want to repeat. The number
. ~ o seb number of times. of times something is repeated can be typed into the white area. TZ’/F— %,
Mm -We use algorithims (a set af instructions to perform a task) to -Creating Shapes: Selecting ‘pen down' (in the ‘operators’ hlocks) —-- %
effective animations. that will be drawn (e.g. ‘move 10 steps’). Turning a number of
; | around this motion code allow to be i
The B of S can more complex shapes Control
drawn.
-What is Scrutch? Scrutch is a wehsite/ app that lets us code |
== Event Managing and Efficiency Algorithms, Trialling, Debugging
-Scrutch helps us to leawrn how tor use programming = -We should, ensure that programs are coded and, | -Designing an algorithm (set of

instructions for performing a task) will
help you to program the sequence that
you require.
-Programmers do not put their computer
programs straight to- work. They trial them
Jirst to find any errors:

-Sequence errors: An instruction in the

T yellow and are used to sense different events drawn, when ‘h’ key, is pressed a hexagon is ) '
control the animation. that happen e.g., the green flag, . - sequence is wrong or in the wrong place.
-Cade Area (in the middle) is heing clicked. . -Keying errors: Typing in the wrong code.
where the blocks are placed to -Action Blocks: Action blocks include ‘Matior -Efficiency, is about getting the right result in the | -Logical errors: Mistakes in plan/thinking.
WG/W- ' . ‘ blocks, ‘Sound’ blocks and easiest way possible, wusting little time or effort. | -1f your algorithm does not
'SWWSW(W)"%W@ f& ‘Looks’ blocks. They make the _ Our use of the repeat and, loop tools should help | work correctly the first time,
the output of the program is presented. | & || sprite move, make sounds and, to create efficient programs. remember to debug it.
The sprite is the character. change appearance.

Important Vocabulary

Loop

Repeat Value Forever Count-controlled loop Animate Event block Duplicate Modify

Refine




