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	Autumn 1
	Autumn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Year 1
	Computing systems and networks – Technology Around Us:

Technology Around Us teaches children to recognise and use technology safely and responsibly in school -understanding what computers do, practising simple digital skills, and learning that tech helps people in everyday life.
	Creating Media – Digital Painting

Digital Painting teaches children to create art on a computer, choosing appropriate tools, colours, and shapes, then comparing digital art with real-world painting to understand the benefits and differences of each.
	Programming A – Moving a Robot

Moving a Robot teaches children to write and follow simple instructions (algorithms) to control a floor robot, predict outcomes, and understand how computers follow precise commands.

	
	Creating Media – Digital Writing

Digital Writing teaches children to use a computer to type and edit text, change its appearance (like font or size), and compare typing with handwriting to understand the advantages of each.
	Programming B – Programming Animations

Programming Animations teaches children to design and create simple on-screen animations, making characters move using basic coding blocks to tell short, interactive stories.

	Year 2
	Computing Systems and Networks – IT Around Us 

Information Technology Around Us teaches children to identify where and how technology is used in school and the wider world, and to use it responsibly to make life easier, safer, and more efficient.
	
	Programming A – Robot Algorithms

Robot Algorithms teaches children to create and debug simple programs for a robot, using step-by-step instructions (algorithms) and logical reasoning to predict what will happen and fix mistakes when things don’t go as planned
	Data and Information – Pictograms

Pictograms teaches children to collect and organise data, then present it using pictograms and charts to spot patterns and make simple comparisons.
	Creating Media – Digital Music

Digital Music teaches children to create simple tunes on a computer, exploring rhythms, patterns, and melodies, and learning how digital tools can be used to compose and edit music.
	Programming B – Programming Quizzes 

Programming Quizzes teaches children to design and code simple quizzes, using events and sequences so that the program responds to user input and becomes interactive.

	Year 3
	Computing Systems and Networks – Connecting Computers

Connecting Computers teaches children that digital devices have inputs, processes, and outputs, and that these can be connected together to make networks. They learn how information moves between devices and why connections help people work and communicate.
	
	Programming A – Sequencing Sounds

Sequencing Sounds teaches children to use block-based programming to create music, arranging sounds in a specific order to make rhythm and melody. They begin to see how code can control timing and sequence.
	Data and Information – Branching Databases

Branching Databases teaches children to ask and answer yes/no questions to group and sort objects, then create their own branching databases on a computer to organise information clearly.
	Creating Media – Desktop Publishing

Desktop Publishing teaches children to combine text and images for a purpose, learning how to edit layout, font, and design to make posters or documents that communicate effectively.
	Programming B – Events and Actions in Programs

Events and Actions in Programs teaches children to write and test programs that respond to events, such as mouse clicks or key presses, so that actions happen in sequence to create simple interactive projects.

	Year 4
	Computing Systems and Networks – The Internet

The Internet teaches children that the internet is a network of networks, including the World Wide Web. They learn how information travels online, why not everything online is reliable, and how to evaluate digital content critically.
	Creating Media – Audio Production

Audio Production teaches children to record, edit, and combine sounds to create a finished piece, such as a podcast. They learn about sound quality, volume, and layering, and to respect copyright when using others’ audio.
	Programming A – Repetition in Shapes

Repetition in Shapes teaches children to use a text-based programming language to draw shapes and patterns, exploring how loops (repetition) can make code shorter and more efficient.
	
	Creating Media – Photo Editing

Photo Editing teaches children to manipulate digital images, adjusting colours, cropping, and combining pictures to achieve a specific effect. They also reflect on how editing changes meaning and why authenticity matters.
	Programming B – Repetition in Games

Repetition in Games teaches children to use a block-based programming language to design simple games that use count-controlled and infinite loops. They learn how repetition can make code more powerful and purposeful.


	Year 5
	Computing Systems and Networks – Systems and Searching

Systems and Searching teaches children to recognise IT systems in the wider world and understand how data is searched, stored, and retrieved. They explore how search engines work, how results are ranked, and how to use search technologies effectively and responsibly.
	Creating Media – Video Production

Video Production teaches children to plan, record, and edit video clips to create a short, polished film. They learn how to use camera angles, lighting, and sound, and how to edit scenes to communicate a clear message or story.
	Programming A – Selection in Physical Computing

Selection in Physical Computing teaches children to use a programmable controller (such as a Crumble) to control motors, lights, or sensors. They learn about selection (if… then…) statements and how computers make decisions based on conditions.
	
	Creating Media – Introduction to Vector Graphics

Introduction to Vector Graphics teaches children to create digital images using shapes, lines, and layers, exploring how vector graphics differ from pixel-based images. They learn to group, duplicate, and edit objects to produce clean, scalable designs.
	Programming B – Selection in Quizzes

Selection in Quizzes teaches children to design and program interactive quizzes that respond to user input using selection (if… then… else…). They build on prior coding skills to make their programs dynamic and purposeful.

	Year 6
	
	Creating Media – Web Page Creation

Web Page Creation teaches children to design and build web pages, considering layout, navigation, and copyright. They explore how to combine text, images, and links effectively to create pages that are both informative and visually appealing.
	Programming A – Variables in Games

Variables in Games teaches children to design and program games that use variables to keep track of scores, timers, or lives. They learn how variables change the behaviour of a program and make it more interactive.
	Data and Information – Introduction to Spreadsheets

Introduction to Spreadsheets teaches children to use spreadsheets to organise, calculate, and present data. They learn to use formulas, charts, and functions to answer questions and draw conclusions from data.
	Creating Media – 3D Modelling

3D Modelling teaches children to plan, create, and edit 3D digital models of real-world objects. They explore how design choices affect appearance and function, linking computing to design and technology skills.
	Programming B – Sensing Movement

Sensing Movement teaches children to design and code programs that use inputs from physical sensors, such as motion or light detectors. They learn how computers can interact with the physical world through data and control.
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