	Cycle A 2022-23
	AU
	
	SP
	
	SU
	

	Opal 1
	Computing systems and networks – Technology around us
	Creating Media – Digital Painting
	Programming A - Moving a robot 
	Data and Information - Grouping data
	Creating Media – Digital Writing
	Programming B – Programming animations

	Emerald 2/3
	2.Computing systems and networks – IT around us
	2.Creating Media – Digital Photography
	2.Programming A – Robot Algorithms
	3.Data and Information – branching databases
	3. Creating Media – desktop publishing
	3.Programming A – sequencing sounds

	Sapphire 4/5
	4.Computing systems and networks – The Internet
	4. Creating Media – Audio Production
	4. Programming A – Repetition in shapes
	5. Data and Information - Flatfile databases
	5. Creating Media – Introduction to vector graphics
	Programming A – selection in physical computing

	Ruby 6
	Computer systems and networks – communication and collaboration
	Creating media – web page creation
	Programming A Variables in games
	Data and information - spreadsheets
	Creating media – 3D modelling
	Programming B – Sensing Movement



	Cycle B 2023-24
	AU
	
	SP
	
	SU
	

	Opal 1
	Computing systems and networks – Technology around us
	Creating Media – Digital Painting
	Programming A - Moving a robot 
	Data and Information - Grouping data
	Creating Media – Digital Writing
	Programming B – Programming animations

	Emerald 2/3
	3.Computing systems and networks – connecting computers
	3.Creating Media – stop frame animation
	3.Programming B – events and actions in programmes 
	2.Data and Information - Pictograms
	2.Creating Media – digital music
	2.Programming B – programming quizzes

	Sapphire 4/5
	5. Computing systems and networks – systems and searching
	5. Creating Media – video production
	5. Programming B – selection in quizzes 5. 
	4. Data and Information – data logging
	5. Creating Media – Photo editing
	4. Programming B – repetition in games

	Ruby 6
	Computer systems and networks – communication and collaboration
	Creating media – web page creation
	Programming A Variables in games
	Data and information - spreadsheets
	Creating media – 3D modelling
	Programming B – Sensing Movement



The Teach Computing curriculum is structured into units for each year group, and each unit is broken down into lessons. Units can generally be taught in any order, with the exception of programming, where concepts and skills rely on prior knowledge and experiences. Lessons must be taught in numerical order.
[bookmark: _GoBack]In order to achieve this, Programming A is in cycle A and Programming B is in cycle B, so that these units progress over the course of the 2 year cycle.
