Science – Electricity
Pupils should be taught to:
 identify common appliances that run on
electricity
 construct a simple series electrical
circuit, identifying and naming its basic
parts, including cells, wires, bulbs,
switches and buzzers
 identify whether or not a lamp will light
in a simple series circuit, based on
whether or not the lamp is part of a
complete loop with a battery
 recognise that a switch opens and closes
a circuit and associate this with whether
or not a lamp lights in a simple series
circuit

recognise some common conductors and
insulators, and associate metals with
being good conductors.

WOW!

Visit a wind farm, gadgets
day, Make mini haunted
houses with lights.

English – Reading and
Narrative

Computing:


design, write and debug programs that
accomplish specific goals, including
controlling or simulating physical systems;

Operation Gadgetman by Malorie
Blackman

solve problems by decomposing them into
smaller parts

Year 4
Autumn 2:
Exciting Electricity



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.

Design and Technology
Design
 use research and develop design criteria to inform the design of innovative, functional,
appealing products that are fit for purpose, aimed at particular individuals or groups
 generate, develop, model and communicate their ideas through discussion, annotated
sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and
computer-aided design
Make
 select from and use a wider range of tools and equipment to perform practical tasks [for
example, cutting, shaping, joining and finishing], accurately
 select from and use a wider range of materials and components, including construction
materials, textiles and ingredients, according to their functional properties and aesthetic
qualities
Evaluate
 investigate and analyse a range of existing products  evaluate their ideas and products
against their own design criteria and consider the views of others to improve their work

