Computing curriculum map 2025-26
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Autumn Term

Spring Term

Summer Term

Autumn 1

Autumn 2

Spring 1

Spring 2

Summer 1

Summer 2

E-Safety
Project Evolve Planning

Digital Skills and Media
Creation
NCCE Planning

E-Safety
Project Evolve Planning

Digital Skills and Media Creation
NCCE Planning

E-Safety
Project Evolve Planning

Computing
NCCE Planning

Yl Self-image and Identity COMPUTING SYSTEMS AND Online bullying CREATING MEDIA: Digital writing Health, well-being and lifestyle PROGRAMMING A: Moving a
NETWORKS: Technology around robot
Online relationships us Managing online information Privacy and security
Online reputations Copyright and Ownership
Y2 Self-image and Identity COMPUTING SYSTEMS AND Online bullying CREATING MEDIA: MAKING MUSIC | Health, well-being and lifestyle PROGRAMMING A: ROBOT
NETWORKS: IT around us ALGORITHMS
Online relationships Managing online information Privacy and security
Online reputations Copyright and Ownership
Y3 Self-image and Identity COMPUTING SYSTEMS AND Online bullying CREATING MEDIA: DESKTOP Health, well-being and lifestyle PROGRAMMING A: Sequence in
NETWORKS: Connecting PUBLISHING Music
Online relationships Computers Managing online information Privacy and security
Online reputations Copyright and Ownership
Y4 Self-image and Identity COMPUTING SYSTEMS AND Online bullying CREATING MEDIA: DESKTOP Health, well-being and lifestyle PROGRAMMING A: Repetition in
NETWORKS: ‘The Internet’ PUBLISHING - ‘Data and Shapes
Online relationships Managing online information information Logging’ Privacy and security
Online reputations Copyright and Ownership
Y5 Self-image and Identity COMPUTING SYSTEMS AND Online bullying CREATING MEDIA -INTRO TO Health, well-being and lifestyle PROGRAMMING B: SELECTION IN
NETWORKS: ‘Systems and VECTOR GRAPHICS *NEW* QUIZZES
Online relationships Searching’ Managing online information Privacy and security
Online reputations Copyright and Ownership
Y6 Self-image and Identity COMPUTING SYSTEMS AND Online bullying CREATING MEDIA -WEB PAGE Health, well-being and lifestyle PROGRAMMING A: VARIABLES IN

Online relationships

Online reputations

NETWORKS: ‘Communication
and collaboration’

Managing online information

CREATION

Privacy and security

Copyright and Ownership

GAMES




