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Autumn Term

Half Term 1

Online Safety

Half Term 2

Creating with Materials

Spring Term

Half Term 3

Technology Around Us

Half Term 4

Creating with Materials

Summer Term

Half Term 5

Communication and
Language

Half Term 6

Creating with Materials
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instruments and digital
tools.
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Copyright and
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https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/programming-b-introduction-to-animation
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-technology-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-1/creating-media-making-music
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us

Coding

Project C — Code.org.
Sequencing.

Desktop Publishing

Creating Media —use
desktop publishing
software and consider
careful choices of font

Scratch

Sequencing — explore the

Stop Motion Studio

Stop Frame Animation —
use a range of

Scratch

Events and Actions —
explore the links
between events and

Databases

Branching Databases —
develop understanding
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Conditionals.

Privacy and Security

create images.
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programming.
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manipulating videos.

Copyright and
Ownership

depending on whether a
condition is ‘true’ or
‘false’.

Managing Online
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transferred between
systems and devices.

Self-Image and Identity



https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/creating-media-audio-editing
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/creating-media-photo-editing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-repetition-in-games
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/creating-media-vector-drawing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-sensing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-video-editing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-sharing-information

Coding

Project F-Code.org.

Tinkercad

3D Modelling — gain
knowledge and
understanding of using a

Scratch

Variables in Games —
explore the concept of
variablesin

Websites

Web Page Creation -
create and identify a

Programming with
micro:bits

Sensing — use previous

Spreadsheets

Data and Information -
organise data and use

Year 6 . . . . are
Variables in different computer to produce 3D programming through . gooc! web pag.e, learnlr.1gto Utl!lse a formulas to produce
contexts. . including copyright physical device.
models. games in Scratch. ssues calculated data.
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. . Self-Image and Identity Reputation
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Digital Media / Networks / Scratch-Partl/ Spreadsheets /
Digital Media Scratch -Part I
Networks Scratch -Part | Spreadsheets Scratch -Part i
Year 7 Effective Use of Tools & Algorithms &
Networks & Computing Algorithms & Effective Use of Tools & Algorithms &
Safety and Security Programming
Systems Programming Creating Media Programming
Representing Data / Cybersecurity /
Computing Computing Binary/ Intro to Python
Cybersecurity Intro to Python
Year 8 Architecture Architecture / Binary Representing Data Algorithms &
Impact of Technology & Algorithms &
Computing Systems Data and Information Computing Systems Programming
Safety and Security Programming
Advanced
Advanced Game Development
Spreadsheets / Business Project Game Development User Interface Design
Spreadsheets / User Interface Design
Year 9 Business Project Effective Use of Tools & Algorithms & Effective Use of Tools &
Algorithms & Effective Use of Tools &
Effective Use of Tools & Creating Media Programming Creating Media
Programming Creating Media
Creating Media
Component 1: Component 1: Component 2: Component 2: Component 2: Component 3:
User Interface Design User Interface Design Spreadsheets Spreadsheets Spreadsheets Digital Working
Year 10

Effective Use of Tools &

Creating Media

Effective Use of Tools &

Creating Media

Data and Information &

Programming

Data and Information &

Programming

Data and Information &

Programming

Practices Exam

Impact of Technology



https://teachcomputing.org/curriculum/key-stage-2/creating-media-3d-modelling
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachcomputing.org/curriculum/key-stage-2/creating-media-web-page-creation
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-spreadsheets

Year 11

Component 3:
Digital Working
Practices Exam

Impact of Technology

Component 3:
Digital Working
Practices Exam

Impact of Technology

Component 3:
Digital Working
Practices Exam

Impact of Technology

Component 3:
Digital Working
Practices Exam

Impact of Technology

End of Option

End of Option




