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Computing

Cycle B
Autumn Term Spring Term Summer Term
(History) (Geography) (History)
Movers and Digital painting Coastline Digital writing Maghnificent Cronti o
reating animations
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Information technology in the UsingIT to in programs
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Using repetition in
programming to
create a game

Year

5/6/

Maafa

Introduction to computer systems
Communication and the internet

Video production
Web page creation

Frozen

Kingdom

Exploring selection in physical
computing
Using variables in programming
to create a game

Flat-file databases
Introduction to spreadsheets

Britain at War

Introduction to vector
graphics
3D modelling

Using selection in
programming o develop a
quiz
Sensing movement with
physical Computing







