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MUSIC AND SOUND IN THE PRIMARY CLASSROOM: KEY STAGE 2

W HAT IS DI GI TA L AUD I O?
Digital audio is a general term used to describe how we can use digital
technology to create, generate, record, edit, manipulate, store, broadcast and
transmit sounds.
In the Northern Ireland Primary Curriculum, we can see digital audio within many elements of
the statutory Using ICT curriculum (the 5 ‘E’s) and in particular expressed in the Desirable
Feature of Digital Audio: Music and Sound.
Digital audio also relates to The Arts (Music) Area of Learning of the NI Curriculum for Primary.
The statutory requirements for music outlines the need for children to have opportunities to
develop skills in performing, composing, listening and responding to music.
Most of the music we listen to and many of the sounds that we hear every day have either
been created, recorded or produced using digital audio technologies. These technologies have
revolutionised the music, film, gaming and creative sectors. They are also widely applied across
many other industries such as software and web design, science, engineering and healthcare.
In fact, it is difficult to find an industry where digital audio technologies do not feature.
Digital audio technology can provide the children with new musical opportunities. It can inspire
them to be more aurally aware and musically engaged. How you facilitate this in the classroom
largely depends on your approach to music and digital technology, and your integration of the
suggested activities into your classroom.
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HOW DO ES THI S RESOUR CE WOR K ?
This will enable teachers to introduce digital Music and Sound activities into
their classroom practice, developing the children’s digital (ICT) skills as well as
their aural awareness.
You do not have to be either an ICT or a music specialist to carry out these activities with your
pupils. We have designed this resource to cater for a wide range of learner and teacher ability,
and you should adapt it to take account of your own context, keeping things simple.
This resource will guide you in your teaching of concepts and skills related to digital
audio, but it does assume that you have some familiarity with digital audio apps or
software of your preference. Detailed user guides for individual apps and software are
outside the scope of this resource.
We have however provided lots of suggestions to support you in accessing software, apps
and other sources of information:
•

Useful Apps, software and hardware

•

Basic recording tips

•

Sound effects (SFX), sound samples and other sound files

These can be found in the ‘Overview’ tab of the Digital Audio section of the CCEA website.

The resource is divided into three units:
•

Foundation Stage (Exploring Music and Sound);

•

Key Stage One (Exploring Music and Sound with Purpose); and

•

Key Stage Two (Exploring Music and Sound with Purpose and Control).

Each unit is further split into two parts:
MUSIC: Using Digital Technology as an Instrument
These are activities which are more musical; and
SOUND: Using Digital Technology as a Tool
These are activities that predominantly focus on creating and editing sounds
You can choose to carry out one or both parts (Music and/or Sound) depending on the way in
which you would like to deliver Music and Sound ICT activities to your pupils.
These two areas have a series of steps that encourage skills development. Each step has
suggested age-appropriate activities. The aim of this format is to guide you, the teacher
through the teaching and learning required at each key stage.
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Key Stage Unit
Music

Sound

Using Digital Technology as an Instrument

Using Digital Technology as a Tool

Step 1

Activities

Step 1

Activities

Step 2

Activities

Step 2

Activities

Step 3

Activities

Step 3

Activities

Each section has activity ideas, suggested learning intentions and new vocabulary to introduce
to the children. You can use the ideas and the steps within the resource to support or adapt
any materials that you already use, depending on the equipment and/or resources that you
have available.
You do not need to follow the steps outlined in the order suggested. They simply provide a
structure so that you can consider skills progression across all areas. Within each step we have
provided Suggested Curricular Links.

Activities within this unit have been tagged as
or
. Plugged
activities include the use of ICT software and/or hardware, while unplugged activities
include time spent planning, listening and discussing. These unplugged activities are
essential for developing background knowledge, vocabulary and understanding of the
digital skill of Digital Audio: Music and Sound. You should include both of these types of
activities within your planning for ICT.

Digital technology has made producing music much more accessible to a wider audience.
However, using headphones and being your own composer, performer and accompanist can be
isolating as you no longer need others to create multi-layered and multi-instrumental music.
This is why this resource promotes opportunities to work in groups. It encourages enjoyment
of making music with others and promotes participation, social inclusion and shared musical
experiences.
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KE Y STAGE 2 : I N T ROD UCT I ON
This unit focuses on how the children can use digital audio techniques and
skills to create different types of music and sound compositions. The children
should be encouraged to continue exploring digital audio for a range of specific
purposes. Help them to exercise more control over the quality of their work and
to reflect on how they could improve and refine it over time.
The activities in each of the steps give the children opportunities to self-direct and/or coconstruct their learning. In these activities the children should increase their ability to develop
awareness and understanding of the Elements of Music (see Appendix 1). They should
increasingly be able to use the Elements of Music to describe music and sound, to express
their own opinions and to evaluate their own work and that of their peers.
Encouraging them to explore and experiment with the more advanced capabilities of the
programs or software they are using will enable them to refine their work and engage in
immersive, creative experiences with digital audio technologies. This will further develop
the digital audio skills they have already acquired. Children in Key Stage 2, who have had the
chance to develop skills in digital audio, should also be given opportunities to reflect more on
their creative and technical decisions, and the processes they have used.
You can adapt all these activities to suit the children’s needs and the context they are working
in. For example, you could adapt activities to challenge children who have more advanced
musical skills.
This unit promotes:
•

active listening and responding to a range of environmental and musical sounds;

•

isolating detail within complex sounds, recognising individual sound sources and identifying
a higher level of detail such as instrumentation, effects and processes;

•

recording, editing and manipulating sound using a range of digital technologies and effects
to create a range of media products such as radio shows or audiobooks;

•

choosing different digital audio technologies for specific purposes, for example
performing, composing, recording or editing;

•

creating digital music for a range of creative purposes;

•

activities designed to allow the children to self-direct their own musical discoveries, both
individually and in groups and to engage in more immersive musical experiences;

•

exercising a higher level of control over techniques they use and work on activities
over longer periods of time to go through a process of critical evaluation, refinement and
improvement; and

•

developing and expanding their use of the Elements of Music vocabulary to describe and
discuss music and sound properties.
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Throughout this unit, there are opportunities for teachers to review the learning that has
happened in each section, Music and Sound. You may find the following ideas useful:
Opportunities for Assessment

Documenting Progress

Share learning intentions with the children
and discuss and agree specific success
criteria before starting the activity.

Use a video camera or mobile device
camera to record the children playing their
examples and record any discussions that
take place.

Effective questioning and feedback –
encourage the children to ask meaningful
questions and use thinking skills to inform
their answers and give the children the
time to reflect on feedback and use it to
refine, improve and further develop their
work.

Keep recordings of the children discussing
sounds, recognising sounds and using
language to describe them.
Keep copies of all project files that the
children have created in a shared area so
that previous work can be adapted and
built upon for future activities. If they
experimented with a range of sounds,
ask them to apply version control to their
project names to track their progress.

Class discussion – give the children
opportunities to engage in a range of
peer assessment and self-assessment
strategies. Model the process for the
children and encourage them to identify
the next steps in their learning in their
reflection.

Keep copies of all completed work in the
form of exported audio files such as .mp3
or .wav files.

See AfL (A Practical Guide) for more ideas.

Ask the children to take screenshots
as they are working through activities
to show how they have used certain
techniques or processes.
Ask the children to write about the
processes they went through and
techniques they used to create their
sound files.
Ask the children to demonstrate their
procedural writing ability and also their
ability to reflect and evaluate on their
work.
Create an interactive wall display of the
children’s sound stories, using recordable
pegs or augmented reality apps to include
the sound element.
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Opportunities for Assessment

Documenting Progress
Create a sound diary for the children
to document the sounds they create
and to show progression as they work
through activities. They could add their
exported sound files into this sound diary
(depending on the format) to track their
progress.
Create class mind maps or pictures to
remind the children of what they heard
in activities so that they can be reminded
again to reinforce learning at next steps.

If you wish to make an assessment judgement using the Using ICT Levels of Progression and/
or the non-statutory guidance: Desirable Features for Digital Audio: Music and Sound, any of
the work that children have produced from the activities in this unit can be used to inform
your judgement. CCEA also has a number of Using ICT tasks for Digital Audio: Music and
Sound, which you may also wish to consider using. These can also be used for teaching and
learning purposes, as well as assessment.
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U S I N G D I G I TA L
TECHNOLOGY AS
AN INSTRUMENT
The activities in this section are planned out in steps.
Working through these progressive steps will allow you to
take the children through the creative process of making
digital music.
Step 1

Listening for the Elements (Music)

Step 2

Performing using Digital Instruments

Step 3

Creating Digital Music

You do not have to complete every activity within each step,
but you may find it beneficial to do so.

DIGITAL AUDIO

STEP 1

LI STE NI NG FOR THE E LE ME N T S ( MUS I C)
Prior learning
The children will have already engaged in a range of active listening and focused listening
activities and have used the Elements of Music to structure their discussion and to frame their
responses during listening exercises.

Suggested Learning Intentions
We are learning to identify characteristics and features of the Elements of Music when
listening.

Suggested Curricular Links
The Arts: Music – Listen and Respond
to their Own and Others’ Music-Making,
Thinking about, Talking about and Discussing
a Variety of Characteristics within Music that
they Create, Perform or Listen to; respond
imaginatively to a wider range of music in a
variety of styles and media; think about and
talk about the sound characteristics of some
common instruments and the kinds of music
they play; think and talk about the Elements
of Music and how they are used in music from
different styles and cultures
The World Around Us: Geography – what is in
our world?

10

Shared
Vocabulary
genre
characteristics
features
fusion
structure
All Elements of Music

MUSIC: USING DIGITAL TECHNOLOGY AS AN INSTRUMENT

ACTIV IT Y 1
GE NR E ( ST Y LE)
For this activity, you will need:
– examples of different genres of music.
Introduce the word genre to the children.
Explain that it is a word used to describe
the style, type or category of music. Ask
the children to make a list of as many
different styles or genres of music as they
can. Suggestions may include pop, jazz,
heavy metal, rapping, folk, classical, hip hop,
country, gospel, or opera.

Ask questions such as:

Arrange the children into small groups or
pairs. Give each group one genre to focus
on. Ask the groups to list the characteristics
of that genre of music, using the Elements
of Music (Appendix 1) to help frame their
discussion.

•

Was it easy to place this example in one
category? Why?

•

Could you have placed it in a different
category? Why?

•

Could there be categories of music with
sub-categories, for example pop music
broken down into further categories such
as dance, R&B or hip hop.

Make the children aware that instruments
(acoustic and digital or electronic) are
used across many different genres.
Encourage them to think about the common
instruments associated with certain genres,
for example:

Ask all the groups to report back to the rest
of the class and make a shared list of each
genre and their associated characteristics.
Encourage feedback and contributions from
other groups to inform the final lists, so that
there is shared agreement.
Next, find and prepare some examples of
genres that typically use a range of digital
instruments and digital processes. This could
be dance music, pop music, electroacoustic
music or film music. You will easily find these
online. Play the examples for the class. Ask
the children to put each example into one of
the categories from their list.

•

classical music usually involves an
orchestra; and

•

rock music usually has guitar, drums,
voice and bass guitar.

This is useful when children choose different
instruments for composing music.
As a potential extension activity, ask the
children to research their favourite style
or genre of music. Prepare a report or
presentation on the characteristics of the
genre, including reference to the Elements
of Music (Appendix 1) where appropriate.
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ACTIV IT Y 2
GE NR E : WO RLD MU SI C
For this activity, you will need:
– examples of world music.

Find and prepare a range of different
styles of world music. These can easily be
found by searching online. Ensure that they
represent a variety of traditional, folk and
indigenous music from around the world, for
example African music, Aboriginal music or
traditional Asian music. You could link this to
any topic work associated with a particular
geographical area or songs the children have
learned from different cultures.

Find and prepare some examples of fusion
styles of music. This is where genres are
merged purposefully, for example:

Play the examples for the class. Ask the
children to discuss the musical properties
and features of each example, using
Elements of Music vocabulary.
Ask the children to list the similarities and
differences between the examples and
try to guess where the music is from. Ask
questions such as:
•

What do you picture when you listen to
the music?

•

Can you recognise any instruments?
What are they?

•

Why do you think the music sounds like it
is from a particular country or region?

•

Punjabi folk music + dance music =
bhangra (such as Panjabi MC); and

•

electronic + folk music = folktronica
(such as Tunng or Four Tet).

Play the examples for the children. Ask
them to discuss the musical properties and
features of each example using Elements of
Music vocabulary. If the children have had
previous experience of digital audio work,
ask them to focus on the digital properties
of the music, for example can they identify
whether loops are used? Are any audio
effects such as reverb, echo or delay used?
As an extension, ask the children to make
an interactive wall display of a Sound World
Map with audio examples of music and/or
instruments from around the world. You
could use QR codes to enable this, or simple
recordable pegs/buttons to play short
snippets of music.

Explain to the class that all of the music,
even though it may sound very different, is
an example of traditional folk music from
different countries or regions of the world.
This is often classified as ‘World music’. It
is a complex genre. Even though the music
may sound very different, it is traditional
and sometimes uses unusual acoustic
instruments such as the gamelan, sitar or
digeridoo.
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ACTIV IT Y 3
STR U CTU RE
For this activity, you will need:
– examples of different styles of genres of music.
Explain to the class that most music is
created using a structure. This means that
composers or songwriters usually write their
music in different sections.

Ask the children to write down what they
think the structure of each of the examples
is, using letters A, B, C, for example A for
the first section, B for the next section, and
so on.

Find and prepare some examples of different
styles of genres of music. You could use the
same examples you used in the previous
activities, ‘Genre’ and ‘Genre: World Music’.
Play the examples for the class.

Encourage the children to discover that
many songs in the pop, R&B and rock genres
use very similar structures. Although this
can be difficult to identify when listening, it
will be extremely useful when the children
compose their own music.

While they are listening, ask the children to
think about how the music may have been
composed or created and how the composer
or writer may have planned the composition
in different sections. You could use a pop
song for these examples as these often
have easily defined structures, for example:
intro – verse 1 – chorus – verse 2 – chorus –
(bridge) – repeat chorus – outro.

As a homework activity, ask the children to
identify the structure of a song or piece of
music they are listening to. If they struggle
with this, you could ask them how they think
they could find that information.

bridge

verse 2

verse 1

intro

outro

chorus

chorus
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ACTIV IT Y 4
E L E M E N TS O F MU SI C R E CAP
For this activity, you will need:
– different samples of music; and
– copies of Appendix 1 (Elements of Music).
This is more of a general idea for classroom
practice, rather than a one-off activity. You
may find it useful to return to this as a simple
isolated 5 minute activity to reinforce the
children’s understanding and the vocabulary
that they have already learned.

Ask the children to:

Give the children a range of opportunities
to listen to different musical examples.
Ask them to compare them, using all the
Elements of Music vocabulary they have
learned. They should focus on:
•

pulse or rhythm

•

pitch

•

duration

•

dynamics

•

timbre

•

texture

•

tempo

•

structure

•

style

You could play music at the beginning of the
day when children are arriving into school
or straight after break or lunch. Ask a series
of questions to gauge their understanding
of the Elements of Music and support their
continued use of vocabulary. You could
choose examples based on topic work,
popular music or music from films.
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•

describe the tempo of this music
(Is it fast or slow? Does it get
faster or slower at any point?)

•

describe the dynamics of this
music (Is it loud or quiet? Does it
become louder or quieter at any
point?)

•

describe the rhythms in this music
(Is there a steady pulse?)

•

describe the different textures
(Does this piece of music have a
thin or thick texture?)

•

describe the different timbres they
can hear

•

identify any particular instruments
(Are these instruments high or low
in pitch? Do they get higher or
lower at any point?)

•

decide what or who they think this
music was written for

•

state what style or genre of music
they think this is

•

decide whether this music has a
clear structure or is it more free
form

•

describe what impact this music
has on your mood (How does it
make you feel?).

MUSIC: USING DIGITAL TECHNOLOGY AS AN INSTRUMENT

STEP 2

PE RFORM I N G USI N G D I G I TAL I N S T R UME N T S
Where possible, give the children a range of opportunities to perform with
acoustic tuned and un-tuned classroom instruments. Encourage them to use a
range of resources to express their musical creativity. Schools have increasing
access to technologies and devices that offer simulated digital instruments
or virtual instruments. You should maximise their potential when it comes to
performing as well as composing. Many children are more comfortable exploring
their musicality with digital instruments. They often find experimenting with
sounds easier and more appealing when using headphones, as no one else can
hear while they practise.

Prior learning
The children will have had the opportunity to perform music on a range of acoustic
instruments such as tuned or un-tuned classroom percussion.
They will have had the opportunity to perform simple melodic or rhythmic pieces on digital
instruments such as instrument simulators.

Suggested Learning Intentions
We are learning to:
•

recognise some early digital instruments – the sequencer and the synthesizer;

•

perform simple melodies and rhythms using digital instruments;

•

keep a steady beat or play with the aid of a digital metronome;

•

perform individually and in small ensembles (pairs or small groups); and

•

record our performances and save our work.
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Suggested Curricular Links
The Arts: Music – Sing and Perform with Simple
Instruments from Memory, by Ear or from Notation
to Develop Vocal and Instrumental Skills – develop
performing skills on a wider range of instruments and
play simple accompaniments to songs
Thinking Skills and Personal Capabilities:
Self-Management – focusing, sustaining attention
and persisting with tasks; reviewing learning and
some aspect that might be improved; seeking advice
when necessary

Shared
Vocabulary
Elements of Music:
rhythm
Other new words:
melody
metronome
perform
sequencer
synthesizer
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ACTIV IT Y 5
TH E SEQ U EN C ER
For this activity, you will need:
– videos of early sequencers (such as barrel organs, player pianos or music rolls); and
– pupil access to a digital sequencer.
Tell the children that sequencers are another
example of an early electronic instrument.
Ask them to think about what the word
sequencer might mean. Have they heard of
any similar words?
Reinforce the concept that a sequence
means a series of things, or the order in
which things happen.

Barrel Organ

Explain to the children that a sequencer is
a programmable electronic device that
stores sequences of musical notes, chords
or rhythms and transmits them to an
electronic musical instrument.
Source some videos online that show
early music sequencers, for example
barrel organs, player pianos or music rolls
being used. Play the videos for the class,
highlighting that these early sequencers
were large and contained hardware and
electronics.

Music Roll

Explain that we now have technology that
can do the same job as the early sequencers,
and create sound sequences or patterns.
Demonstrate a digital sequencer for the
class. You can access a range of grid-based
sequencer apps or web-based sequencers
such as Incredibox (available as App or
online), Chrome Music Lab (Song Maker
or Melody Maker – available online) or
alternative.
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© Chrome Music Lab courtesy of Google

Ask the children to work individually, in
pairs or in groups (depending on access to
resources) to experiment with the sequencer
to compose a short sequence.

Ask the children to play their sequences
for the rest of the class. Then engage in a
class discussion about the musical features
of all pieces, using the Elements of Music to
describe the work produced. Record all the
compositions and any self-evaluation or peer
evaluation, where possible.

Encourage the children to experiment with
different sounds, instrument sources and
effects depending on the sequencer they are
using.
Ensure that the children save their project
file and/or export a final music file, where
possible.

18

MUSIC: USING DIGITAL TECHNOLOGY AS AN INSTRUMENT

ACTIV IT Y 6
TH E SY NTHESI ZER
For this activity, you will need:
– videos of synthesizer music to show to the children; and
– pupil access to a digital synthesizer such as GarageBand or alternative.
Ask the children to experiment with a digital
synthesizer, for example using the keyboard
instrument setting on GarageBand for iPad,
or using specific synthesizer simulator apps.

Source some videos online of 1960s or
1970s synthesizer music (examples may
include Moog or Eko Tiger Smith). Turn the
visuals off and only play the sounds first for
the listening activity. Ask the children to
describe the sounds that they hear, using
the Elements of Music as a prompt for
discussion. Then, once the children have
discussed the music, reveal the visuals.

Encourage the children to recreate some of
the sounds they heard on the original video
and describe the sounds they can produce.
Ask the children to experiment with the
keyboard function as well as the (digital)
knobs and faders that control the different
properties of the sound, for example effects,
ADSR (volume attack/release, resonance),
or cut off. They don’t need to understand all
of these knobs and faders, but they should
experiment to see how they modify the
sounds produced.

Encourage the children to focus on texture.
Ask them to decide if the music has a thin
or thick texture. Depending on the examples
you have chosen, the children may describe
the music as having a thick texture, which is
complex and multi-layered, usually indicating
that there are a range of instruments playing
at the same time.
Play the examples again, this time with the
visuals on. Show the children that the music
has been produced using a synthesizer (one
of the earliest forms of electronic musical
instruments). Explain to the class that a
synthesizer is an electronic machine that
produces and controls sound. Tell them
that synthesizers are used to compose
music.

The children can work individually, in pairs
or in groups (depending on resources) to
experiment with and compose a short piece
of music using synthesizer sounds. Ask the
children to write about how they created
their short piece of music so that they
remember which functions they have used.
Ensure that the children save their project
file and export a final music file, where
possible.

Point out how big a synthesizer was. Tell the
children how difficult it was to play. Show
them the switches, knobs, faders, keys and
controllers.

Ask the children to play their pieces for
the rest of the class. Engage the class in a
discussion about the musical features of all
the pieces, using the Elements of Music to
describe the work. Record all compositions
and any self-evaluation or peer evaluation,
where possible.

Explain to the children that advances in
technology means that we don’t need to
have a large synthesizer, but can use a digital
version on an iPad, a PC or online.
19
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ACTIVIT Y 7
PE RFORMI N G W I TH D I G I TAL I N S TR UM E N TS
(R HYTHM)
For this activity, you will need:
– pupil access to an instrument simulator (such as GarageBand or equivalent).
Remind the children about the Elements of
Music, rhythm and pulse.

Next, ask the children to create a short
rhythm or loop (a repeating section of
sound). They could use virtual percussion
instruments or drum pads only for this
activity, as the focus is on rhythm.

Give the children access to a range of
digital percussion instruments. Depending
on resources, these instruments could be
an online or application based instrument
simulator or software available through a
DAW of their choice.

You may wish to use a metronome
(Resource 1) to keep in time and ensure they
are playing in time with the steady pulse.
Give the children time to practice and then
perform their rhythmic piece live for the rest
of the class.

Digital Audio Workstation
(DAW) – an electronic device
or application software used
for recording, editing and
producing audio files.

Ask the children to visually represent
their composition by creating a graphic
score. Encourage them to record their
performance and save their work, if possible.

A metronome is a device
that makes click/sound at a
regular interval (usually beats
per minute although the user
can set the rhythm). Musicians use
the device when they are practising
playing to help them stick to a
regular pulse.

As an introduction to this activity, ask the
children to pick an appropriate popular
song that they currently enjoy as a class.
Ask them to clap along to the rhythm of
the music. Then, instead of clapping, ask
them to play their instrument along to the
rhythm of the music and stay in time. Ask
the children to do this in small groups. They
should demonstrate how they can maintain
the pulse and play along, using their digital
instrument.
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ACTIV IT Y 8
PE R FORMI NG W I T H D I G I TAL I N S TR UM E N TS
(ME LODY )
For this activity, you will need:
– pupil access to a digital audio workstation (such as GarageBand or equivalent).
Explain to children that rhythm is often used
as a foundation for creating a piece of music
and that the melody is the tune that sits
on top of the rhythm.

Encourage the children to practice their
melody. Ensure that they are continuing to
keep in time. Ask the children to perform
their melodic phrase live for the rest of the
class.

Give the children a brief to perform a short
demonstration of how they can play a digital
instrument of their choice to the rest of the
class. Depending on access to resources, this
could be an online or app based instrument
simulator of their choice. The children
should use tuned instruments that allow
for variation in pitch for this activity, as the
focus is on melody.

Ask the children to create a graphic score
to visually represent their composition.
Encourage them to record their
performance and save their work, if possible.

Ask the children to create a short melody.
If applicable, they could use their original
rhythmic piece completed in the earlier
activity, ‘Performing with digital instruments’
as their backing track, by looping the
rhythmic piece. They could then create their
melody to accompany it on another track.
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ACTIV IT Y 9
PE R FORMI NG I N A D I G I TAL E N SE M BL E
For this activity, you will need:
– pupil access to a digital audio workstation (such as GarageBand or equivalent).

Arrange the children into pairs or small
groups. Ask them to create a short
composition, using any digital instruments
they have access to. Depending on the size
of the group, one child could be responsible
for the drum or percussion part (the
rhythm) and the others could be responsible
for the tuned parts (the melody). Where
possible, you could also assign one of the
children the role of conductor.

Encourage them to listen carefully to each
other’s performances. Engage in a class
discussion and/or evaluation about the
qualities of the melody, the rhythm and the
performance as a whole.

Extension
Depending on access to resources, ask the
children to form their own digital bands (for
example iPad bands) to perform together in
small groups. Give them a brief to perform
live for an audience at a specific school
event or to create a musical performance
to complement a particular project they are
working on in class.

Give the children time to practise their short
composition. Ensure that they are keeping in
time and playing in time with each other.
Ask all the groups to perform their short
composition for the rest of the class.
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S TEP 3

CRE ATI N G DI GI TA L MUS I C
In this step, children develop and refine their digital composition skills. They
consider the effect of music on people’s emotions and moods. They also learn
how digital music and sound can contribute to a sense of atmosphere or feeling
and how this can be used commercially to influence behaviour.

Prior learning
Children will have:
•

created short digital music compositions, fulfilling a brief or purpose;

•

created music to represent visual imagery, pictures and different stimuli;

•

explored a range of digital instruments and digital audio techniques and processes, for
example audio effects;

•

explored a range of capabilities of the software applications they are most likely to use for
digital composition;

•

recorded external sound sources, such as their voices or environmental sounds, using a
digital audio application; and

•

considered the effect that sounds and music can have on our mood.

Suggested Learning Intentions
We are learning to compose different types of music using digital instruments and digital audio
techniques.
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Suggested Curricular Links
The Arts: Music – Listen and Respond to
their Own and Others’ Music-Making, Thinking
about, Talking about and Discussing a Variety of
Characteristics within Music that they Create,
Perform or Listen to – discuss and make
suggestions about their own and other’s music
making; create short musical patterns or musical
conversations
Language and Literacy: Talking and Listening
– participate in group and class discussions for a
variety of curricular purposes; formulate, give and
respond to guidance, directions and instructions
Thinking Skills and Personal Capabilities:
Working with Others – listening actively and
sharing opinions; developing routines of turn
taking, sharing and co-operating; giving and
responding to feedback
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Shared
Vocabulary
samples
soundtrack
remix
edit
mood
atmosphere
drama
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ACTIV IT Y 1 0
SAM PLE S
For this activity, you will need:
– samples of current popular music; and
– pupil access to a digital audio application of your choice that will allow the children to
edit (such as Audacity).
Introduce the concept of a remix. Before
starting this activity, encourage the children
to experiment with apps that will enable
them to remix, such as Incredibox.

Play a short section of dance music, a
famous piece of classical music or a wellknown theme from a television show or
film to the children. You may wish to source
copyright-free samples for the children to
use and it is always a good idea to remind
the children about the importance of using
copyright-free images and audio in their
work.

Find and play examples of current popular
music that have used a sample of music from
another song or well-known piece of music.
You can find many examples online. These
are commonly used in rap, R&B, hip hop,
electronic dance music and other genres.

Explain that you would like them to use it
as inspiration for their own composition.
Download the clip and put it into a folder
that the children can access.

Explain to the children that much of the
music they hear borrows sections from
other pieces of music. These are known as
samples.

Ask the children to import the file into the
digital audio application of their choice
(Audacity for example) to add more
textures, instruments, effects or loops to
the music.

Explain to the children that these samples
can be directly placed into the music or
edited and manipulated in different ways. For
example, they can be made faster or slower,
higher or lower or changed with effects.
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ACTIV IT Y 1 1
MUSIC FO R MO O D
For this activity, you will need:
– pupil access to a digital audio application (such as GarageBand or equivalent) which will
enable the children to compose.
As an extension activity, ask the children
to think about the music they hear when
they are out, for example playing sports or
shopping in different types of shops.

Research has shown that loud music makes
people go through a shop much more
quickly. Quieter or softer music makes
people spend more time browsing and stay
longer in the shop. Sometimes retailers, such
as fast food restaurants, want you to move
faster through their shop. At other times
they want you to stay longer, hoping you
might spend money on an impulse buy. The
longer you stay, the more likely you are to
buy.

Ask them to think about the types of music
(style or genre) that they have heard
when in:
•

a sports complex such as a gym, pool or
bowling alley;

•

a shopping centre; or

•

a hotel.

Give the children a list of locations such as:

Ask the children to think about why that
particular music is played in those locations.
Encourage them to consider the influence
the music has on the overall mood and
atmosphere.
Explain that many places, from hotels to
cinema lobbies to clothes shops, play music
to create a desired mood or atmosphere.
Music can tap into our emotions and
manipulate them. Companies use this to
encourage people to spend more money.
For example, high-end jewellery stores often
play classical music to create an elegant,
refined mood. Shops aimed at young people,
such as games or clothes shops, often play
current chart-based music to appeal to that
audience.

•

a clothes shop

•

a perfume shop

•

a sports shop

•

a museum

•

a takeaway

•

a beauty spa

•

a car showroom

Ask the children to compose a 20–30
second piece of music using a digital audio
application to represent the mood or feeling
that shop owners might want to create. They
could use a mixture of existing sound files or
loops, or create their own music using digital
instruments.
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Encourage the children to plan their
compositions by using a graphic score to
structure their ideas, using symbols, words
and/or shapes.

Make sure that the children save their
project file and export their finished
composition. As an extension activity, they
could use a video editing or presentation
application to create a short video that
combines their finished piece of music with
pictures of the location they created it for.

Ask them to:
•

start with a new percussion track;

•

add a new bass track or lower pitched
sounds; and

•

add a new track for higher pitched
sounds.

Encourage them to experiment with a
range of different sound sources, digital
instruments and effects. They should try to
combine their own original ideas with
pre-recorded loops and other sound files.
Give the children opportunities to selfevaluate their work and engage in peer
evaluation sessions to refine it.
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ACTIV IT Y 1 2
MUSIC FO R O CCA SI O N
For this activity, you will need:
– pupil access to a digital audio application (such as GarageBand or equivalent) which will
enable the children to compose.
Many composers have written music for
celebrations, seasons or to commemorate
specific events in history.

Give them opportunities to evaluate their
own work and engage in peer evaluation
sessions to refine it.

Play some examples of music that have
been composed for special occasions. Ask
the children to guess what sort of occasion
it may be for and why. Use the Elements of
Music as a prompt to encourage discussion.
You could include music written for:

This activity is a good opportunity for the
children to discuss digital effects and how
they can use them to enhance the mood of
a piece of music. For example, for a scary
piece of Halloween music, they may choose
to add an echo, reverb or delay effect to
sound spooky.

•

a coronation or a royal wedding; or

•

sporting events such as world cup songs
or team songs.

Ask the children to create a short piece of
music to suit a specific occasion, for example
a topical celebration, a seasonal event such
as Christmas or Halloween or a special event
in the school. Make sure that the children
consider the Elements of Music and the best
style or genre to suit the occasion.
Encourage the children to:
•

plan their compositions by using a
graphic score to structure their ideas,
using symbols, words or shapes;

•

experiment with a range of different
sound sources, digital instruments and
effects; and

•

combine their own original ideas with
pre-recorded loops and other sound files.
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ACTIV IT Y 1 3
SOU NDT RACK
For this activity, you will need:
– Garageband for Mac or other digital audio application that can import video; and
– movie scenes which have background music.
The children should have a basic
understanding of the role music and sound
plays in films. They should be aware of how
it affects mood, atmosphere, drama and the
viewer’s emotional response.

From these words, ask them to think of
musical words to go along with the film
genres. Use the Elements of Music as a
prompt.
Using a scene from a film trailer (either
teacher-selected or allow the children to
choose and download their own), have the
children work individually to import the video
file into a digital audio app onto the film
track.

To refresh the children, spend some time
playing examples of film clips with the visuals
turned off. Ask the children to listen carefully
to the music and the sounds and then
identify what kind of film they are listening
to. You could focus on examples of films
from genres such as comedy, fantasy, spy,
romance or adventure. A quick search online
should provide you with these.

Encourage them to plan and compose a
piece of digital music to accompany the
visuals. They should experiment with a
range of different sound sources, digital
instruments and effects, trying to combine
their own original ideas with pre-recorded
loops and other sound files. Give them
opportunities to evaluate their own work
and engage in peer evaluation sessions to
refine it.

You may find it useful to recap some active
listening questions, for example:
•

What did you see? Can you draw picture
of what you saw?

•

How did it make you feel?

•

What places or settings did it make you
think of?

•

What kind of film does it remind you of?

•

Why did you like or dislike the sounds?

Ask the children to save their project file
and, depending on the software they are
using, export their finished piece as either
a sound file (audio only) or a film file (audio
and video).

In groups, give the children a list of the
different film types (comedy, fantasy, spy,
romance or adventure and so on), and
encourage them to write down as many
different words that come to mind, when
they think of the different film types.
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ACTIVIT Y 1 4
ORIGINA L SO NG
Refer back to previous activities that focus
on structure in music (Step 1, Activity 3
‘Structure’). Discuss how most songs have a
particular structure such as verse/chorus or
AB, AB. Explain that it’s useful to consider
the structure first when planning to create
an original song.

They should consider:

Ask the children to compose an original
song. They could compose their song on a
specific theme or they could choose what to
write about, depending on their experience
and/or skills. You could also ask them to
write a song for a specific reason such as a
theme tune or jingle for a broadcast. They
can choose the style or genre as long as
there are at least four different parts
such as:
1.

•

structure;

•

style or genre;

•

instrumentation;

•

lyrics;

•

digital audio technology, for example
the resources, such as GarageBand or
other apps, they will use to create their
music;

•

sound effects;

•

audio effects.

Give the children time to ensure that their
plan is detailed enough and they have ideas
to support them when they use technology
to create their song.

voice

2. guitar
4. drums; or

Depending on access to technology, ask
the children to work together to choose or
create their original song. They could follow
the following structure:

1.

1.

3. bass

voice

Choose or create drum tracks first.

2. They should then compose or record
their lower-pitched instruments or
loops such as bass guitar or low synth
melodies.

2. beat 1
3. beat 2
4. synth.

3. Next, they should record their main or
higher-pitched instruments such as
guitar, higher synth melodies or strings.

Ask the children to form groups. Try to place
children with more musical experience with
those who are less experienced. Give the
children enough time to plan their original
song. Ask them to start by thinking of the
structure they will use to compose their
music. Encourage them to map out their plan
using a graphic score.

4. Their final step is adding or recording
the voice.
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If you are recording all digital instruments
one after the other in the same program
or application without headphones, it is
good practice to mute all other tracks. This
is especially important when recording the
voice, so that the signal is clean and not
distorted with all other sounds.

The children should record their final song,
save their project file and export their song
as an audio file such as .mp3 or .wav.

Example of a graphic score
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RE V IE W I N G THE LEAR N I N G
Key Stage 2 – Exploring Digital Audio: Music
Step 1: Listening for the Elements (Music)
Step 2: Performing using Digital Instruments
Step 3: Creating Digital Music
Name of child/group:

Date:

Consider the following questions when you evaluate
the activities in the steps above:
Evaluate

•

How has using digital audio in the classroom
developed the children’s active listening skills?

•

Can the children use an increasing range of
language and shared vocabulary, including the
Elements of Music, to describe sounds and frame
discussion?

•

Can the children recognise more detail in sounds
they hear and think critically about how sounds
might be produced?

•

Are the children able to use a more descriptive
range of vocabulary, including the Elements of
Music, to justify their decisions and creative
processes?

•

Can the children identify any digital audio
techniques or processes when listening?

•

Can the children use digital audio instruments and
techniques creatively to produce music for specific
purposes and different audiences?

•

Can the children choose appropriate digital audio
techniques and processes to achieve a specific goal
and justify their decisions?

•

Can the children demonstrate their use of digital
instruments to create short compositions and/or
performances (rhythmic/melodic)?

•

Can the children stay in time and work well
collaboratively when performing live?
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Consider the following questions when you evaluate
the activities in the steps above:
Evaluate

•

Can the children identify potential applications of
the skills gained in activities to other areas of
their learning and use it to design their own followup activities?

•

How have the children demonstrated a higher level
of control when composing music, for example
refining and improving their work over time?

•

How have the children demonstrated their use of
digital instruments to create short digital
compositions (rhythmic or melodic) for different
purposes and/or audiences?

•

Can the children demonstrate their ability to save
both project files and final audio files?

•

What processes did they go through?
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SOUND:

U S I N G D I G I TA L
TECHNOLOGY
A S A TO O L
The activities in this section are planned out in steps.
Working through these progressive steps will allow you to
take the children through the creative process of making
digital audio.
Step 1

Active Listening and Sound Design

Step 2

Audio Products

You do not have to complete every activity within each step,
but you may find it beneficial to do so.

DIGITAL AUDIO

STEP 1

AC TI VE L I S TEN I N G AN D S O UN D D E S I G N
This step aims to reinforce children’s active listening skills. It encourages them
to think critically about sound sources and enquire how sounds can be produced
in different ways, especially using digital audio technologies.
Prior Learning
The children will have engaged in a range of active listening activities and discussed the
properties of everyday and musical sounds.
They will have carried out basic composition activities, creating sounds to accompany visual
imagery and pictures and exploring a range of digital audio techniques.

Suggested Learning Intentions
We are learning to:
•

use a more descriptive range of vocabulary to describe the sounds we listen to;

•

recognise more detail in sounds and think critically about how sounds might be produced;

•

develop increased aural awareness of everyday sounds in AV (audiovisual) products, such
as television, film or video games; and

•

create detailed soundscapes to represent events, places or activities and explain their
creative processes.

Suggested Curricular Links
The Arts: Music – work creatively with sound
by creating musical stories, pictures, patterns;
create stories and pictures through sound;
investigate ways of preserving music they have
created by using graphic scores or recording
technology
Thinking Skills and Personal Capabilities:
Self-Management – focusing, sustaining
attention and persisting with tasks

Shared
Vocabulary
All Elements of Music
Other new words:
sound effect
foley
foley artist
soundscape

Using Mathematics: recognise times on the
analogue and digital clocks and understand the
relationship between the 12 and 24 hour clocks
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AV (audiovisual)
post-production
sound engineer
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ACTIV IT Y 1
W HAT’S THAT SO U N D ?
For this activity, you will need:
– access to everyday sounds (Resource 2).
Recap the Elements of Music and the
vocabulary that the children are already
familiar with (Appendix 1). This will remind
them what each element is and some of the
common binary terms associated with them
such as dynamics (loud or quiet), tempo
(fast or slow), texture (thick or thin) and
pitch (high or low). Refer to the Elements
of Music and encourage the children to use
appropriate vocabulary.

Engage the class in a discussion about the
features of the sounds. Ask the children to
guess what each of the sounds are and ask
them to make a list of these sounds. This is
linked to the next activity.
To promote the children’s listening skills and
aural awareness, you could do this as a short,
standalone activity or as an introduction to a
topic area or seasonal event.

Find and prepare a variety of real world,
everyday sound recordings or effects
(Choose from a selection from Resource 2).
Play these examples for the children. Ask the
children to describe what they hear, using
terms from the Elements of Music.
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ACTIV IT Y 2
FOLE Y SO U N DS
For this activity, you will need:
– access to a digital audio application (such as Audacity) that will allow the children to
create and edit sounds.
Following on from the previous activity
What’s that sound?, ask the children to
look back at their list of sounds. Play the
examples again to refresh them, if necessary.

Ask the children why you might need to use
something else to create a sound effect.
Encourage them to think of sounds in
television, films and games and how they are
created.

Explain that these are real world, everyday
sounds that we hear all around us, but not all
sounds or sound effects are produced in the
way we might think.

Explain to the children that many of the
sound effects they hear in television, films
and advertising are not recorded live as
part of the scene during production. Sound
engineers usually add the sound at after the
scene has been filmed (post-production).
Explain that foley artists are sound
designers who work in the film, television
and games industry to create sound effects
to accompany these visuals. They are named
after Jack Foley. He was a young man who
worked in radio, creating sound effects
for radio plays, and gave his name to the
technique.

Many different objects and combinations
of objects produce very similar sounds. For
example, coconut shells knocked together
sound like horses’ hooves and we can make
rain sounds by pouring dry rice onto a metal
tray.
Encourage the children to think about the
sounds from the previous activity. Describe
the properties of the sounds, using Elements
of Music vocabulary where appropriate and/
or as a prompt.

Find, prepare and show the class some
suitable online videos of foley artists
explaining how they work. This will give the
children an insight into their role. Encourage
the children to discuss the role.

Ask the children questions to inspire them to
think about the sound sources such as:
•

Could those sounds have been created in
a different way?

•

How could they be re-created using
materials in the classroom?

•

Is there anything you could do to the
sound to make it more convincing? For
example by recording, editing or adding
effects, such as a pitch shift or reverb, to
the sound.

Next, give the children a list of specific
sounds, for example an airplane, an alien,
an earthquake, walking on snow, a lift door
opening or a fire crackling. Ask them to
work in pairs and think about how they could
produce these sounds using other materials.
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Extension

Remind the children not only to think of what
materials they could use, but also about how
they could edit or manipulate the sounds, for
example by using effects such as reverb or
pitch shift, to make them sound different.

As a homework activity, ask the children to
make a list of sound effects they hear when
watching a film or television show at home.
Encourage them to think about how they
might recreate them like a foley artist.

In their pairs, and depending on access to
resources, ask the children to recreate the
sounds using the digital audio application
of their choice. They should record their
voices or sounds around the school, editing
them and applying effects. Ensure that they
save all project files and export these as
audio files.

Alternatively, you can show the children a
short video clip or animation with no sound
and ask them to list all sound effects they
would need for the video. They can then try
to act as foley artists and create sounds to
accompany the video.

You could shorten or extend this activity,
but it is important for children to work
toward the goal of recreating the sounds
as faithfully as possible to the original.
Ask them to reflect on how to improve the
quality of the sounds. They should consider
how believable the sound is and why it
sounds like the object or activity they were
trying to create. They should also think
about how they might improve it. Encourage
them to spend some time refining their
sounds and evaluating their work and others.
Make sure that the children document
the process of creating their final sounds,
including what they tried, what didn’t work
so well and what worked better.
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ACTIVIT Y 3
WHE R E A RE YO U ?
For this activity, you will need:
– examples of soundscapes for the children to listen to.
A soundscape is a sound or combination
of sounds that forms or arises from an
environment. It can also be an atmosphere or
environment created with sound.

Explain that what they have been listening to
is a series of soundscapes. Ask the children
what they think soundscapes could be used
for, or why you might need to create a
soundscape.

Find and prepare some examples of
soundscapes (a quick search online should
provide you with examples that are suitable).
You could source examples associated with
a WAU topic. These should have a range of
recognisable sounds associated with them,
for example:
•

World War II might have air raid sirens,
aircrafts, bombs or explosions; or

•

Rainforests might have rainfall, crickets
or tropical animals.

Extension
Ask the children to research how
soundscapes are used in films or television
and even in healthcare. Soundscapes are
often used by music therapists and other
health practitioners to work with stroke or
Alzheimer’s patients to trigger memories.
Ask the children to write a short story or
poem inspired by the soundscape.

Play the examples of soundscapes to the
children. Ask them these questions.
•

Where do they think they are?

•

Why?

•

How do they know?

•

What sounds can they hear?

•

Can you list the sounds?
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ACTIV IT Y 4
SOU NDSCA P ES
For this activity, you will need:
– pupil access to a digital audio application (such as Audacity) that will enable the children
to record and edit sounds;
– access to sound effect banks (available online); and
– materials to use when creating own sound effects.
This activity is as open-ended as possible.
Ask the children to produce a soundscape.
They should combine all the elements from
the previous activities. They should also use
the knowledge, understanding and skills they
developed previously to plan and create
their soundscape.

The children should use the digital audio
skills they have acquired to:

Ask the class to form small groups. Ask
them to create their own soundscapes to
represent a place, event or activity, for
example a train station, a rainforest, space, a
celebration, sports day or going fishing.

•

record their own sounds;

•

locate and import sounds and sound
effects;

•

edit their sounds;

•

manipulate sounds by adding effects;

•

save their project file; and

•

export their finished soundscape as an
audio file.

Children should consider their foley task and
try to think creatively about how to produce
sounds they can’t access. Encourage them
to be as detailed as possible. This is an
important part of the planning process.

Ensure that you save all project files and
audio files, as you could use the soundscapes
produced as a stimulus for other creative
Using ICT work. For example, you could
use them to support a presentation or as a
soundtrack for an animation.

Ask the children to think of the best way
to plan their soundscape. Encourage them
to create their own planning document.
This could be a visual plan or a graphic
score, created on paper or using digital
applications. The children must complete a
plan before they start any practical activities.

Encourage the children to carry out selfevaluations and peer evaluations. This will
provide evidence of their creative use of
materials around them to create sounds, and
their use of recording techniques and digital
audio tools or processes.

Give the children time to source sound
effects online and download or save them
where appropriate. Also allow them enough
time to create and record their own sound
effects.
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STEP 2

AUDI O P RODUC TS
This step gives the children opportunities to practice, develop and refine their
digital audio skills by creating a range of commonly heard audio products. The
children combine the techniques and processes they have learned to create
popular media packages such as news broadcasts, radio shows, adverts (or
podcasts) and audiobooks.
These activities give the children a sense of how it might feel to work on these
types of projects in the world of work. They also learn how developing these
types of products works in the creative media industries. The activities also give
you opportunities to co-create content with children, encouraging immersive
engagement, control, ownership and creativity in their learning.
The children should develop their digital audio and digital literacy skills through
increased understanding and awareness of digital audio in the media. They
should also consider how to present information and storytelling effectively
without any visual stimulus. You can integrate these activities into language and
literacy work.
Ask the children to think critically about the spoken word, sound effects and
music. Encourage them to consider how they might use these to enhance their
work, and how they feature across television, films, advertising and online.
Ask them to consider how the media uses sound and digital audio to create
atmosphere and mood. These activities link directly to Media Awareness, one of
the curriculum objectives for developing the young person as a contributor to
society.
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Prior learning
The children will have developed a range of active listening skills through different focused
listening activities.
They will have formed an association between the use of sound and music and the effect it has
on atmosphere and mood.
They will be able to record, edit and manipulate sound appropriately and save their work (both
as project files and exported audio files).

Suggested Learning Intentions
We are learning to:
•

use digital audio creatively to produce audio packages for specific purposes; and

•

choose appropriate techniques and processes to achieve a specific goal and justify our
decisions.

Suggested Curricular Links
The Arts: Drama – develop dramatic skills
appropriate to audience, context, purpose and
task by exploring voice for a specific role and by
structuring dramatic activity to make meaning
clear for a chosen audience
Language and Literacy: Talking and Listening
– use appropriate quality of speech and voice,
speaking audibly and varying register according
to purpose and audience; Writing – create,
organise, refine and present ideas using
traditional and digital means; write for a variety
of purposes and audiences, selecting, planning
and using appropriate style and form
Thinking Skills and Personal Capabilities:
Being Creative – making new connections
between ideas and information; experimenting
with ideas and questions

Shared
Vocabulary
broadcast
audiobook
podcast
content
features
journalistic
techniques
bulletin
format
creative choices
technical choices
intro
outro
project file
audio file
.wav
.mp3
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ACTIV IT Y 5
E D ITING T ECHNI Q U E S
For this activity, you will need:
– pupil access to a pre-recorded sound file of a story or poem with deliberate mistakes
(Resource 3); and
– pupil access to a digital audio application (such as Audacity or equivalent).
For this activity, you will need a pre-recorded
sound file of someone reading a well-known
short story, rhyme or poem in a clear voice.
It should also have deliberate, common
mistakes. These mistakes could be coughing,
stuttering, mixing up words, repeating
lines, saying lines in the wrong order or
an interruption such as a door slamming
or school bell ringing in the background.
Resource 3 can be used for this activity or
alternatively you could create this sound
file with whichever audio application you
choose. Send or upload it to all the children’s
computers or devices.

This should include (but is not limited
to):

Introduce the children to a digital audio
application or program of your choice,
for example Audacity, GarageBand or
alternative. The children may already have
used the application, so they may not
need to be refreshed on how to use it. If
the children have not used the application
before, make sure they are familiar with the
interface, playback controls and functions
they will need to use for this activity. Ensure
they have headphones and, if working in
pairs, headphone splitters.
Using Resource 3 or the pre-prepared
recording you created, show the class how
to carry out some basic editing functions.
These editing functions will vary depending
on the application you are using.
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•

moving the playhead through
the sound file to precise locations
(scrubbing);

•

zooming in and out of the sound
file when editing so that you can
be as precise as possible;

•

splitting or cutting the sound file
into different sections so that you
can make edits;

•

trimming unwanted sections of
audio to delete mistakes, for
example to remove coughing;

•

moving sections of audio around
to insert silence or re-order
sections so that the sound file
plays back correctly;

•

joining sections of audio together
so that you can move them as one;

•

copying and pasting sections of
audio to repeat sections; and

•

changing the volume or output
level of the track, usually using
sliders on the side of tracks.
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Ensure all the children have the pre-recorded
sound file imported onto an audio track in
the digital audio application you are using.
They should listen to the track first, so
that they can hear where the mistakes are.
Encourage them to keep notes and write
down where the mistakes are by scrubbing
through the track and noting the time
mistakes occur.

Save the whole project file in case you need
to re-open it to work on again. Make sure to
give it a meaningful name.
Once the children have finished, help them
to export their final fixed story as an audio
file such as an .mp3 or .wav file.
Save all their work, and ask the class to
reflect on the different examples they have
created. Encourage discussion about the
editing techniques they used and how they
could improve the quality of the sound and
the overall product. Ask questions such as:

Encourage the children to experiment with
these basic editing techniques and practice
using them to edit out mistakes and to
re-order the story so that it is fixed.
This activity may take some time, so help the
children to save their work as a project file.
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•

Which editing techniques did you use and
why?

•

How could you improve that sound?

DIGITAL AUDIO

ACTIV IT Y 6
NE WS BROA DCA S T
For this activity, you will need:
– examples of radio news bulletins (source online); and
– pupil access to a digital audio application (such as Audacity) that will enable the children
to record and edit sounds.
Please note: This activity is not intended as a sole lesson, but it is likely that it could last
a number of weeks in which the pupils will research, plan and then create their own news
broadcast. The process is more important than the finished product, and taking time to learn
about editing, audience and purpose and so on, will be invaluable to the children’s learning.

RESEARCH
Source some examples of different news
bulletins from a variety of different local
and national radio stations aimed at both
younger and more mature audiences. You
can source these online and either stream
them for playback or download them to
your computer or device.

•

The children should discuss what makes
a good news bulletin or broadcast.
Encourage them to think about how they
could use digital audio techniques to
create a similar broadcast.

Play the news bulletin examples for the
children. Ask them a series of questions
about the content of the broadcasts
as well as the digital audio features or
techniques used. For example:
•

How long was each bulletin?

•

How many different stories were
presented?

•

What were the main headlines? Why
did they come first?

•

What was the language like?

•

Was the broadcast live? How do you
know?

•

Was the broadcast recorded in the
one place? How do you know?

•

What sound effects and/or music
could you hear?

What would make the bulletin
better?

Ask the children to form pairs or small
groups. Encourage them to think about
how they would go about creating a news
bulletin, what they would need, how they
would plan and create it. Encourage the
groups to discuss this. Share each group’s
ideas for the class.
Give the children a brief to create a news
bulletin of their own. You can design the
brief to be as prescriptive or open-ended
as you like, depending on the children
and/or the topic or content you choose:
Specify the length and the intended
audience for the news bulletin, for
example 60 or 90 seconds.
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PLAN

CREATE

Ask the children to create a plan
and to write a script that is in
keeping with the factual or journalistic
writing styles of news bulletins.

Once the children have created
their plan and written their script,
they can use a suitable digital audio
application (PC software, web application
or mobile device application) to record
their voices. Encourage them to edit out
any mistakes, import other sound files
or sound effects and set all track volume
levels. Then ask them to save their project
file and export their final news bulletin as
an .mp3 or .wav file.

When writing their plan, encourage the
children to consider:
•

the purpose of the news broadcast:
will it be uploaded to a website or part
of a bigger project?;

•

the audience, which should inform the
style of writing and script content;

•

the length of the broadcast and how
to fit or structure the content to fit
the time;

•

what content to include – what
research is needed, where to access
the information;

•

the script and what language or style
to use;

•

the voices they need, such as a news
presenter, an expert being
interviewed, vox pops, and how to
source these, for example by
recording or adding effects to their
own voices or using other people’s
voices; and

•

Tell the children to create a new track for
each voice in the news broadcast, as this
is good practice when recording multiple
voices. The children should have access
to headphone splitters when recording in
groups.

REVIEW
Encourage the children to listen
to their work and critically
reflect and evaluate it based on the
specifications of the original brief.
Encourage them to develop and refine
their work so that they are happy with the
final version.
Ask them to document the process of
creating their news bulletin, including
what they tried, what didn’t work so well
and what worked better.

the sounds they need, for example a
news jingle or stinger, sound effects or
a musical bed (low level and often
loop-based background music).

Ask them to carry out self-evaluation and
peer evaluations to provide evidence of
their learning, and their use of recording
techniques and digital audio tools or
processes. Where appropriate, encourage
the children to use the Elements of Music
to frame their reflections and evaluations.

Encourage the children to think critically
about the sounds they want to use and
how important they are for creating
atmosphere, mood and for storytelling in
the absence of any visual media.
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ACTIV IT Y 7
RA DIO SHOW, A DVER T OR P OD C AST
For this activity, you will need:
– examples of radio shows to play to the class (source online); and
– pupil access to a digital audio application (such as Audacity or alternative) that will
enable the children to record and edit.
Please note: This activity is not intended as a sole lesson, but it is likely that it could last
a number of weeks in which the pupils will research, plan and then create their own news
broadcast. The process is more important than the finished product, and taking time to learn
about editing, audience and purpose and so on will be invaluable to the children’s learning.
The term podcast is often misused and
misinterpreted. Podcasts are usually
created as a part of a regular series and
accompanied by show notes. They usually
require listeners to subscribe to receive
updates and access content.

Ask the children what would they make a
radio show about and how would they go
about it? Encourage them to acknowledge
the importance of planning their radio show
and consider the importance of planning
before they begin to create their show.

Ask the children to extend the skills they
developed in the previous activity, News
Broadcast, by creating their own radio show
(or podcast-style show).

Give the children a brief. This could be
related to topic work they are studying, to
promote a school event or to talk about a
school trip. Alternatively, you could ask the
class to create the brief themselves. The
children could mind map ideas as a class and
agree a brief. In groups, the children can
then work together to plan and create their
radio show based on the brief.

Find and source a range of examples of
radio shows, including local, national, current
affairs shows, music shows, shows that target
younger and more mature audiences.
Ask the children to consider these questions:
•

What was the radio show about?

•

What was the style of the radio show, for
example music, chat or information?

•

What was the language style?

•

What sound effects and/or music did it
use?

•

Did you like it and why?

Similarly to the news broadcast, the children
should make a plan for their radio show. This
might include:
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•

clearly defining the purpose or brief;

•

researching or gathering information
on the topic, event or trip to provide
background and content ideas;

•

deciding the best format for the show or
different parts of the show, for example
an interview, a phone-in, a quiz or a
review;
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•

deciding what voices are required;

•

writing a script for all of the voices
required, and/or preparing questions for
interviewees;

•

assigning roles to each group member;

•

listing the sound effects and music
required; and

•

planning timings for the content, such as:

Encourage the children to demonstrate
higher level digital audio skills when
undertaking these activities. They should
evaluate the content and whether it is fit
for purpose. They should also evaluate the
quality of the audio and what they could
have done to improve it. Where appropriate,
ask the children to use the Elements of Music
to frame their reflections and evaluations.
The children should make creative and
technical choices, explaining their decisions.
They should discern the best approaches
to create the right atmosphere, mood and
narrative without any visual media.

̶̶ Intro/Welcome by presenter
̶̶ Introduction of information, guest
speaker/interviewee
̶̶ Music break (play a song)
̶̶ Guest speaker Q and A, for example
a telephone-style interview with
callers posing questions

You could adapt this activity to encourage
the children to create an advert instead of a
radio show.

̶̶ Music break
̶̶ Show conclusion
̶̶ Outro
Ask the children to produce their radio show
using a suitable digital audio application.
Encourage them to combine their skills,
for example in recording, editing or effects
processing.
Ask the children to evaluate their work and
that of others in the class. They should focus
in particular on what worked well and what
they could improve.
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ACTIV IT Y 8
INTE RVI EW A N EXP E R T
For this activity, you will need:
– examples of radio interviews with experts (source online); and
– pupil access to a digital audio application (such as Audacity or alternative) that will
enable the children to record and edit.
As an alternative way to present factual
information related to a class topic or
theme, ask the children to work in pairs
to take the roles of an interviewer and an
interviewee. One child asks the questions
and the other provides factual responses.
You may find it useful to do this at the end
of a WAU (World Around Us) topic, where
children have already collected a range of
facts or created fact sheets or presentations
that they can use to support the activity.

Using the digital audio application that
children have been using for all previous
activities, ask them to record their dialogue
first. Make sure that child A records their
questions first on one audio track and that
child B records their answers onto a new
separate audio track.
Next, ask the children to import their sound
effects and/or background music, jingles or
stingers onto separate tracks in their project
file. Give them time to edit their interview
together. Ensure that they name and save
their project files. When they are finished,
export their final recording as an audio file.
Save a copy of all work.

Arrange the children into pairs and assign
the roles of interviewer and interviewee.
Play some examples of radio interviews
with experts so that children are aware of
some basic interview techniques. Identify
whether there are any other sounds used in
the interview such as background music or
sound effects.

Select the children to play their work for
the rest of the class. Encourage discussion
and self-evaluation and peer evaluation,
highlighting both the technical skills used
and the creative ideas explored.

Ask the children to work together to write
a short script for their interview. Once they
complete this, ask the children to think about
what sounds might make their interview
more realistic.

Ask the children to consider the following
questions:

They might decide to pretend that the
expert is on location on a farm or in the
middle of a hurricane, while the interviewer is
in a radio studio.
Ask them to make a list of the sounds
they want to use to add interest to their
interview. Encourage them to download the
sound from either an online site or a bank of
sound files.

•

What worked well when working on my
sound activity?

•

What would I do to make it sound better?

•

If I was to do it again, what would I
change?

•

How could I use what I did in this activity
to learn about other things in school?

You could extend this activity into a
podcasting activity, where appropriate.
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ACTIV IT Y 9
AU DIOB O O K
For this activity, you will need:
– excerpts or examples from well-known children’s audiobooks.
Ask the children if they know what an
audiobook is. Can they describe an
audiobook they have listened to? As a
prompt for discussion, you could have
pre-prepared excerpts or examples from
well-known children’s audiobooks.

Give the children a brief to create an
audiobook version of a short chapter of
a book, a short story or poem they are
reading in class or one they have written
themselves. Alternatively, they could create
an audiobook of a book or nursery rhyme for
the younger children in the school.

To encourage discussion, ask the following
questions:
•

What was the audiobook about?

•

What age group was the audiobook made
for?

•

What voices were used in the audiobook
and why?

•

What sound effects and/or music did it
use? (provide examples)

•

How did these sounds enhance the story?

•

Did you like the audiobook and why?

•

What would improve the audiobook?

•

Why do you think audiobooks are
popular?

•

Who do you think listens to audiobooks?
Why?

•

Why do you think it is important that
audiobooks are made?

Ask the children to work alone for this
activity, depending on access to resources,
as other activities in this section are groupbased.

You could ask these questions as a
homework activity, encouraging the children
to research an audiobook themselves and
answer the questions before starting the
activity in class.
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Before the children create their audiobook,
they must have a plan. Encourage them to
develop their own plan. This might include
questions such as:
•

What are the details of the written or
printed text?

•

Who is the intended audience?

•

What voices will they need to record
and why? What characters are in the
book? Do they need a different voice for
each character and a narrator for the
story?

•

Who will voice these characters? Can one
person create all the voices? Can they
add effects to voices to create the right
sounds or will they need help?

•

What sounds do they need? For example,
background music or sound effects.

Ask the children to work on their audiobook
in a suitable digital audio application,
combining their skills in recording, editing
and effects processing.
Ask the children to evaluate their work and
that of others in the class. In particular, they
should focus on what worked well and what
they could improve. Ask them to consider
how their choices met the brief and the
quality of the audio. Where appropriate, they
should use the Elements of Music to frame
their reflections and evaluations.

ACTIV IT Y 1 0
DIGITAL AU DI O JO B S
Give the children the opportunity to consider
a range of jobs that require digital audio
skills as they progress through many of the
previous activities. Give the children specific
time to reflect on their learning and find and
research jobs that require the digital audio
skills they have gained.

•

music teacher

•

games designer

•

theatre technician

•

audiologist

•

web developer

These jobs might include:

Ask children to think about the digital audio
skills they have gained. Encourage them to
consider how the professionals listed above
use those skills. They should consider what
it might be like to work in one of these
roles. They should then prepare a report,
video or presentation on their findings.
They should refer to the digital music they
have produced. Where appropriate, they
could also assume the roles for any of the
activities in this resource.

•

musician

•

producer

•

audiovisual technician

•

film composer

•

sound engineer

•

sound designer

•

foley artist

•

music therapist
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RE V IE W I N G THE LEAR N I N G
Key Stage 2 – Exploring Digital Audio: Sound
Step 1: Active Listening and Sound Design (Everyday sounds)
Step 2: Audio Products
Name of child/group:

Date:

Consider these questions when you evaluate the
activities in the steps above:
Evaluate

•

How has using digital audio developed the children’s
active listening skills?

•

Can the children use an increasing range of language
and shared vocabulary (including the Elements of Music)
to describe sounds?

•

Can the children recognise more detail in sounds
they hear and think critically about how sounds might
be produced?

•

How have the children demonstrated increased aural
awareness of everyday sounds in AV products, such as
television, film, video games?

•

Can the children create detailed soundscapes to
represent events, places or activities and explain their
creative processes?

•

Can the children use digital audio creatively to produce
audio packages for specific purposes and different
audiences?

•

Can the children choose appropriate digital audio
techniques and processes to achieve a specific goal and
justify their decisions?

•

How have the children demonstrated increased aural
awareness of sound and music used in popular audio
products such as radio shows, news broadcasts and
audiobooks?

•

Can the children demonstrate their ability to save both
project files and final audio files?

•

What processes did they go through?
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A PPE ND I X 1 : THE ELE M E N T S OF M US I C
Teacher Notes
Music is a combination of sound and silence. The Elements of Music are terms or properties
that you can use to define the characteristics or features of music. The Elements of Music
make describing and discussing music and sound easier.
There is no comprehensive list of the Elements of Music. The table on the following page is a
list of the more commonly used terms.
Several of the Elements of Music have commonly associated binaries. For example, pitch
can be HIGH or LOW. You can use these binaries to describe the Elements of Music at a
basic level. As the children progress through the key stages, encourage them to develop
their musical vocabulary. This document frequently refers to the Elements of Music. This is
a way to encourage children to recognise and describe key properties of music and sound
during listening activities and to reinforce their understanding of how music is created and
performed.
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The Elements of Music
PULSE

The steady, regular beat maintained throughout a piece of music,
resembling a heartbeat.

PITCH

HIGH/LOW: The highness or lowness of a piece of music, a note or a sound.
Some instruments, such as the tuba, can play very low notes and others,
such as the piccolo, can play very high notes.

DYNAMICS

LOUD/QUIET: The loudness or quietness of the music. The volume.

DURATION

LONG/SHORT: The length of each sound. Some sounds are long, some are
short.

RHYTHM

The patterns of long and short sounds played over a pulse or steady beat.

TEMPO

FAST/SLOW: The speed of music.

TEXTURE

THICK/THIN: The number of layers in a piece of music. A singer songwriter
may only sing with a guitar to accompany them, which would be a thin
texture (two layers – voice and guitar). A piece of film music may have
voices, a full orchestra and sound effects. This would have many layers and
would be a thick texture.

TIMBRE

The distinctive tone of a sound. Every instrument and sound has its own
timbre. For example, a wooden instrument sounds very different to a metal
instrument or an electronic instrument, even when they all play the same
note.

STRUCTURE

How a piece of music is organised into sections. It could be section A
followed by section B, a beginning, middle and end, or verse, chorus, verse,
chorus.

GENRE
(STYLE)

The way music falls into categories or groups based on its common
characteristics, for example pop, folk, classical or jazz.

SILENCE

The absence of sound. Silence in a piece of music can be very important. It
can create a sense of drama and surprise or allow sounds to echo and fade
away.
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A PPE ND I X 2: GLO SS ARY
Below is a list of terms used throughout this unit, with their definitions. Some of the terms are
not covered in this unit, but teachers may find them useful as a reference.
Acoustic
The sound made by instruments, such as string instruments, which do not use electronic or
electric means.
Amplitude
In digital audio, amplitude refers to perceived loudness.
Audio Effects
Effects that you can add to the original sound files to make them sound different or
processed.
Audio File
Any complete sound file (usually finished exported products). Common formats include .mp3
and .wav.
Background
Sounds or music that sit behind the prominent sounds, or is perceived as furthest away from
the listener.
Distortion
An intentional change in the audio waveform, causing a raspy or edgy sound quality, a
commonly used guitar effect.
DAW (Digital Audio Workstation)
A computer or any digital system designed for recording and editing digital audio.
Digital
Music that has been recorded in, or converted to digital format.
Edit
Any change made to an audio file.
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Electronic
An instrument that produces or modifies sounds using electric.
Foreground
The space where the most prominent sounds are heard or the sounds that are closest to
the listener.
Frequency
The number of cycles per second of a sound wave or audio signal, which we perceive as
pitch, for example, a high frequency is a high pitch; a low frequency is a low pitch.
Graphic Score
A way to represent music and sound visually. You can use them to plan music compositions
or to visually represent or write music down.
Layers
The number of different layers in a piece of music. For example, the beat, the melody and
the harmony would be different layers of a piece of music.
Loop(s)
A repeating section of sound material. You can repeat short sections of material to create
longer loop patterns.
Melody
A tune. A series of notes that are played one after another to make a tune.
Metronome
A device designed to mark exact tempo by a regular, repeated tick.
Microphone
A device that changes sound waves into electronic signals. Microphones are used to make
sounds louder or to broadcast or record them.
MIDI (musical instrument digital interface)
MIDI instruments are also known as software instruments in many digital audio applications.
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Motif
A short melody or tune that is usually easy to remember.
Pitch Shift
A digital audio effect that changes the pitch of the audio selected to either make it higher
or lower.
Playhead
A vertical line that indicates your current position on the timeline of a digital audio project.
You can move the playhead backward and forward to scrub through your audio quickly.
Project File
The file that you work on over a period of time, saving as you go along. It is important to
name and save this so you can easily pick up where you left off. This is not a finished or
exported audio file.
Remix
A remix is an audio clip which has been altered from its original form by adding, removing or
changing parts of it.
Reverb
Short for reverberation, reverb is an audio effect that changes a sound to make it seem as
though you are hearing it in a different environment, for example a church, a cosy room, a
hall or a large space, giving different types of echo-style effect.
Rhythm
A regular repeated pattern of beats or sounds.
Sequencer
A programmable electronic device for storing sequences of musical notes, chords or
rhythms and transmitting them to an electronic musical instrument. Sequencers are often
built-in to larger digital audio programs or can be replicated in software applications.
Scrubbing
An interaction in which a user drags a cursor or playhead across a segment of a waveform
to hear it. You can use it to quickly go back and forth through your project file.
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Soundscape
A sound or combination of sounds that forms or arises from an environment or it can also
refer to an atmosphere or environment created by or with sound.
Sound Effects (SFX)
A sound (other than speech or music) either recorded or made artificially for use in a play,
film, games or other broadcast production.
Sound Waves/Waveforms
A digital representation of how loud or quiet, long or short a sound is.
Speaker
An electronic device that produces sound.
Split
Making a cut somewhere in an audio file to split it and move the different parts around
independently.
Synthesizer
An analogue or digital electronic machine instrument that produces and controls sound.
Trim
Dragging the edges of an audio file to delete unwanted content, for example if someone
coughs at the end of a recording, you can trim off the sound to leave only the good
dialogue.
Vibrations
Fast shaking, shuddering movements or anything that moves up and down very fast.
Vibrations from different objects create soundwaves that move through the air and then
reach our ears, where we hear this as sound.
Zoom
The ability to make audio files appear close up to be as specific as possible when making any
edits.
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A PPE ND I X 3 : OVERV I E W OF D I G I TAL ON L I N E
RE SOUR C ES
No.

Title

Contents of Resource

Related Activity

1

Metronome

1.1 120 bpm
1.2 100 bpm
1.3 80 bpm

MUSIC: Step 2: Activity 7,
Performing with Digital
Instruments (Rhythm)

Mp3 files of digital
metronome
2

Everyday Sounds

2.1 car horn
2.2 door slamming
2.3 rain storm
2.4 tap dripping
2.5 vacuum cleaner
2.6 washing machine
2.7 wind storm
2.8 footsteps
2.9 thunder
2.10 crunching
2.11 dog barking
2.12 school bell
2.13 coughing
2.14 bird tweeting
2.15 bell
2.16 phone
2.17 TV
2.18 door
2.19 kettle
2.20 microwave
2.21 brush
2.22 tap
2.23 clock
2.24 spray can
2.25 hairdryer
2.26 lawnmower
2.27 computer keys typing

SOUND: Step 1: Activity 1,
What’s that Sound?

3

Editing Techniques
Poem

Poem with deliberate mistakes

SOUND: Step 2, Activity 5,
Editing Techniques
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A PPE ND I X 4: OVERV I E W OF S K I L L S
DE V E LO P MENT
PROGRESSION IN MUSIC: USING DIGITAL TECHNOLOGY AS AN INSTRUMENT
Foundation Stage
Exploring Music and Sound

Key Stage 1
Exploring Music and Sound
with Purpose

Key Stage 2
Exploring Music and Sound
with Purpose and Control

Step 1: Active Listening
(Music)

Step 1: Listening for the
Elements (Music)

Step 1: Listening for the
Elements (Music)

• Listening, identifying and
describing everyday sounds
and instruments

• Listening with purpose to
describe what we hear:
Timbre (Acoustic or
Electronic)

• Recognising and identifying
style, genre and Elements of
Music

• Recognising simple features
of music such as high/low
and fast/slow
• Understanding rhythm

• Texture

• Understanding structure in
music

• Recognise steady rhythm/
pulse and be able to
describe tempo
• Introduction to layers in
music

Step 2: Digital Instruments/
Digital Music

Step 2: Digital Instruments/
Digital Music

Step 2: Performing using
Digital Instruments

• Understanding playback
controls

• Performing with digital
instruments

• Experimenting with digital
instruments

• Representing music as a
graphic score

• Early digital instruments
– the sequencer and the
synthesizer

• Creating music to represent
emotion

• Introduction to loops in
music
• Digital composition

• Performing with digital
instruments – focusing on
rhythm and on melody
• Performing in a digital
ensemble
Step 3: Creating Digital Music
• Creating short digital music
compositions, fulfilling a
brief or purpose
• Creating and editing sounds
and music
• Samples and remixes
• Creating mood, atmosphere
and drama with music
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Foundation Stage
Exploring Music and Sound

Key Stage 1
Exploring Music and Sound
with Purpose

Step 1: Active Listening
(Everyday Sounds)

Step 1: Listening for Layers
(Everyday Sounds)

• Listening to and identifying
sounds around us

• Identifying sounds and layers
in soundscapes
• Introduction to texture in
music

Step 2: Sound Pictures

Step 2: Sound Imagery

• Representing sounds visually

• Graphic scores

• Listening to and identifying
soundscapes

• Discussing and recording
sound effects

• Recording and playing back
sounds

Step 3: The Science of Sound

• Creating and recording
sounds to accompany
images

Key Stage 2
Exploring Music and Sound
with Purpose and Control
Step 1: Active Listening and
Sound Design (Everyday
Sounds)
• The use of foley sounds
(sound effects) and their use
in audiovisual
• Using editing techniques
such as reverb and pitch
shift to create sound effects
• Creating soundscapes

• Introducing amplitude
(loudness) and pitch
• Recognise a waveform as
a way of representing digital
sounds
• Investigating vibrations

Step 3: Record and Playback
• Using microphones to record
sounds
• Investigating sound quality
when recording

Step 4: Recording, Editing and
Manipulating Audio
• Record, edit and change
sounds
• Editing techniques
• Creating sound effects
• Producing completed audio
files

Step 2: Audio Products
• Planning, creating, editing
and saving broadcasts or
podcasts
• Record, edit and manipulate
sound appropriately and
save their work

Please note:
The progression outlined here applies to the activities in this resource. There is also much more to cover
in Music and Sound and Digital Audio. This resource is not intended to be completely comprehensive,
but will complement a Music and Using ICT curriculum.

64

MUSIC AND SOUND IN THE PRIMARY CLASSROOM: KEY STAGE 2

A PPE ND I X 5: DESI RABL E F E ATUR E S –
DIGITAL AU DI O : MU SI C AN D S OUN D
The Desirable Features guidance sets out what it is desirable to see pupils doing in various
types of ICT, at each of the statutory Levels of Progression.
This Appendix lays out what it is desirable to see children doing at each level in Digital Audio:
Music and Sound.
As the guidance shows a progression in learner competency, it can support you to plan
appropriate activities for pupils in the different stages of primary school while also showing
the type of evidence to look for when observing a pupil, and assigning a level to their work in
Using ICT.
In Digital Audio: Music and Sound pupils find, create, record and edit sound and/or music,
for example sound effects to use in digital story, podcast or radio show, a recording of a
musical performance, a soundtrack for a film or animation or their own original digital musical
composition. As they move up the levels, they create increasingly complex sound files by using
multiple tracks, balance sound levels and demonstrate appropriate use of effects.
Level 1
Pupils should:
• listen to a range of digital sounds, for example playground sounds or traffic, and identify and talk
about them;
• explore and interact with a digital device, for example click on images and objects, and use virtual
musical instruments in a sound app or software to create their own music and sounds;
• with help, use a USB microphone, tablet or computer to record sounds such as voice, a musical
performance or sound effects, in real time for a class story;
• share and talk about their digital work with someone; and
• save their work, with teacher help.
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Level 2
Pupils should:
• listen to a range of sounds or music to develop awareness of audio features such as high or low
(pitch), loud or soft (dynamics) or fast or slow (tempo);
• explore and interact with a digital device, for example click on images and objects in a sound app
or software to create their own music and sounds or a soundscape for a story, routine or event,
for example by using a sequence of images or loops;
• with teacher help, carry out simple edits such as copying and pasting sound files to repeat a
sequence in their project;
• be aware that digital sounds can be manipulated by, for example changing the pitch or volume of
sounds in the software or app they are using;
• use and understand terms such as pitch (higher or lower sounds), tempo (fast or slow) and reverb
(echo);
• with more independence record in real time, for example capture voice, musical performance or
sounds with a USB microphone, tablet or computer;
• experiment with using sound effects in their software or app to change their recording, for
example make a voice sound higher, lower or as though it is in different locations* or change the
tempo (make it faster or slower);
• share and talk about their digital work; and
• save the work, with teacher help.
* The choice of software or app will affect how difficult this is to do. Using programs such as
Garageband or Chrome Music Lab will allow children working at this level to achieve this. However,
at this level, Audacity is more difficult to use, if working independently.
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Level 3
Pupils should:
• listen to some examples of soundscapes, music clips or podcasts and identify features
such as:
̶̶ the tempo, pitch, dynamics or atmosphere of a soundscape or piece of music; or
̶̶ the elements that make up a podcast such as its structure (beginning, middle and end), length,
voiceover, sound effects or atmosphere (note the importance of atmosphere in sound work as
there are no visual cues);
• plan and create a soundscape or digital music composition using virtual instruments or simple
podcast-style project using one sound layer (one track);
• create a short piece of music or sound work and carry out simple editing, for example use
Audacity or similar software to crop a sound file or use GarageBand to compose a piece of music
using pre-existing loops, virtual instruments and/or sound recordings;
• manipulate their sounds to suit the purpose of the project, for example change the pitch or
volume of sounds and work with tempo to create atmosphere;
• save into a given folder, using filenames, or if using an app, save work and with teacher help,
export it in an appropriate format, for example an audio file such as .mp3 into the location the
teacher specifies; and
• in their group, listen to their project and discuss how they could improve it, make any agreed
changes and save again.

Level 4
Pupils should:
• listen to some examples of soundscapes, music clips or podcasts and identify features such as:
̶̶ using more than one track (layers), the tempo, pitch, dynamics or atmosphere of a soundscape
or piece of music; or
̶̶ the elements that make up a podcast such as its structure (beginning, middle and end), the use
of more than one track (layers), voiceover, interviews, backing track or sound bed, length,
sound effects or atmosphere;
• plan, storyboard and create a soundscape, digital music composition or podcast-style project,
using more than one layer (track) that combines sound files from a range of sources;
• create music or sound clips and edit these for use in their project, considering how to manipulate
their sounds to suit the audience and purpose of their product;
• use music and sound language when reviewing and editing their work, for example describe editing
decisions using language such as track, layer, trim, split, cut, crop, reverb, tempo and dynamics;
• make clear editing decisions, for example deciding what to omit or include during the editing
process;
• show their sound product to another group, discuss it with them and modify it using the editing
tools; and
• organise saved work and export it in an appropriate format such as .mp3 or upload to the cloud so
that others may listen to it.
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Level 5
Pupils should:
• listen to examples of soundscapes, music clips or podcasts relevant to their project and identify
features such as:
̶̶ the use of more than one track (layers), the tempo, pitch, dynamics and features of different
genres of music or soundscapes;
̶̶ the elements that make up a podcast such as its structure (beginning, middle and end), the use
of more than one track (layers), voiceover, interviews, backing track or sound bed, length,
sound effects and atmosphere;
• plan and create a multitrack soundscape, digital music composition or podcast-style project that
combines sound files from a range of sources, including their own compositions created using
virtual instruments;
• adjust volume (gain) in each track to balance the sounds and use fade-ins and fade-outs;
• review and edit their work showing a clear understanding of audience and purpose, confidently
using sound editing language during ongoing reflection, discussion and evaluation of how they are
carrying out the activity and describing editing decisions;
• share their sound product with another group, discuss it with them and modify it (use digital tools
to collaborate online, if appropriate);
• integrate self-produced assets into their production;
• be discriminating in the use of audio effects, for example the sound levels and timings, use of
reverb and special effects;
• export their project, if appropriate, into another app, for example an existing iMovie or Book
Creator project; and
• organise saved work and export it in an appropriate format such as .mp3 or upload to the cloud
so that others may listen to it.
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