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

	Year 
3 & 4
	E-safety
(PiXL)
1. Intro to E-safety
2. Exploring Online
3. Communication Devices
4. Communicating Online
5. Personal Information
6. Games and Apps
	Data and Information – Branching databases
1. Yes or No Questions
2. Making Groups
3. Creating a Branching Database
4. Structuring a Branching Database
5. Planning a Branching Database
6. Two Ways of Presenting Data
	Programming – Sequencing Sounds
(Sequence)
1. Introduction to Scratch
2. Programming Sprites
3. Sequences
4. Ordering Commands
5. Looking Good
6. Making an Instrument
	Data and Information – Data-logging
1. Answering Questions
2. Data Collection
3. Logging
4. Analysing Data
5. Data for Answers
6. Answering my Question

	Programming – Events and Actions in Programmes
(Sequence)
1. Moving a Sprite
2. Maze Movement
3. Drawling Lines
4. Adding Features
5. Debugging Movement
6. Making a Project
	Creating Media – Desktop Publishing
(Text)
1. Words and Pictures
2. Can you Edit it?
3. Great Template
4. Becoming a Designer
5. Lay it Out
6. Why Desktop Publishing?

	Year 
5 & 6
	E-safety
(PiXL)
1. Intro to E-safety
2. Social Media
3. Cyber-bullying
4. Online Communication
5. Digital Footprints
6. Online Scams
	Data and Information – Flat-file databases 
1. Creating a Paper-based Database
2. Computer databases
3. Using a database
4. Using Search Tools
5. Comparing Data Visually
6. Databases in Real Life
	Programming – Selection in Quizzes
(Selection)
1. Exploring Conditions
2. Selecting Outcomes
3. Asking Questions
4. Planning a Quiz
5. Testing a Quiz
6. Evaluating a Quiz
	Data and Information – Spreadsheets
1. Collecting Data
2. Formatting a Spreadsheet
3. What’s the Formula
4. Calculate and Duplicate
5. Event Planning
6. Presenting Data
	Programming – Variables in Games
(Variables)
1. Introducing Variables
2. Variables in Programming
3. Improving a Game
4. Becoming a Games Designer
5. Design to Code
6. Improving and Sharing
	Creating Media – Vector Graphics
(Graphics) 
1. The Drawing Tools
2. Creating Images
3. Making Effective Drawings
4. Layers and Objects
5. Manipulating Objects
6. Becoming a Graphic Designer
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