
                                    Maths 
 

A big focus for the coming weeks will be on our use of 

written strategies to solve addition and subtraction 

problems. Once we have secured these, we will then use 

them to solve problems in a variety of contexts. Later in 

the term, we will move on to develop our understanding 

of shape, including identifying right angles, parallel sides 

and perpendicular lines. We will also learn to measure 

and calculate the perimeter of shapes. Throughout the 

term, we will continue to develop our recall of number 

bonds and multiplication facts, which are vital for so 

many different areas of maths. We will be tested every 

week on our tables facts, working towards our Star,          

Superstar and Megastar Awards. 

Computing 
 

We will begin by continuing to develop our ability to 

programme using Scratch, creating our own animations 

as well as a simple game. We will then move on to 

combining text and images to create comic books. 



                                    Maths 
 

 Add and subtract numbers with up to 3 (in Year 3) or 4 (Year 4) digits, 

using the formal written methods of column addition and subtraction. 

 Estimate the answer to a calculation and use the inverse to check. 

 Solve problems, including missing number problems, using number facts 

and addition and subtraction. 

 Recognise angle as a property of a shape or a description of a turn. 

 Identify right angles and identify whether angles                                                         

are greater than or less than a right angle. 

 Draw 2d shapes and make 3d shapes 

using modelling materials 

 Compare, classify and describe a range 
of 2d and 3d shapes, based on their 
properties.  

 Identify parallel and perpendicular lines. 

 Quickly recall facts from the 2,3,4,5 
and 10 times tables. 

Computing 
 

 Design, write and debug programs that accomplish specific goals. 

 Use sequencing and repetition in programming. 

 Use logical reasoning to explain how programs work. 

 Combine text and images using publishing and design software to 

create a specific goal. 

 Evaluate and assess our work and the work of others. 


