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Intent for the Year 7 Computing Curriculum 2021-2022 

 ‘All children will experience a well-balanced and comprehensive curriculum that enhances informed, intellectual, developmental and moral character. As a result, this will 

improve life chances, interpersonal relationships, social mobility and preparedness for employment.  Our curriculum will encourage everyone to have a positive impact on society.’ 

In Computing lessons, students follow the National Curriculum to develop knowledge and skills in a sequential curriculum.  

Year 7 has a Digital Literacy focus to build upon skills taught in KS2 including life skills such as the use of Word Processing, Presentation and Spreadsheet software 

as well as learning how to use software used by the school across all subjects such as SMHW, Google Drive, Gmail and Classroom. 

Students are also taught E-safety such as staying safe online, CyberBullying, safe internet research, and investigating what data can be kept about individuals by 

online companies. 

Computer Science skills are covered by showing the importance of technology in modern life and how the technology works such as differences between 

Software and Hardware, the purpose of a network and computational thinking skills, which include ways of breaking down one big problem into smaller parts. 

Implementation:  

In KS3 every student has one hour lesson a week for Computing. 

Year 7 has half termly themes. In the Autumn term students learn about whole school software, staying safe online, uses of Word processing software as well as the Internet and 

WWW. The Spring term covers creating Presentations and the importance of planning using Algorithms as well as different types of Software and Hardware. The focus of the 

Summer term is block programming skills which are taught using Micro Bits and Scratch. 

Different Career options are discussed throughout the year. 

Curriculum adaptations as a result of the pandemic:  

Year 7 has become more focussed on Digital Literacy skills to prioritise life skills such as use of everyday software. This is to cover the gaps that have evolved through KS2 and 

different schools approaches to covering the Computing curriculum, especially due to students' access to technology in the pandemic. 

Term Enquiry/Topic/Unit: 

What is going to be 

taught? 

Key Outcomes: What will 

students have achieved 

by completing this 

scheme of learning? 

Character Education: How 

does this topic link to a 

sense of Self, Others and the 

World, in terms of Character 

Education? 

Assessment: Will there be 

formative and/or summative 

testing? What role will 

interleaving play? How will 

this be marked? 

Vocabulary: What are 

the key words for this 

topic/unit that students 

must know? 

Home-Learning: What 

homework will be set 

and why (e.g. 

consolidate/extend)? 

How will this be marked? 

1a i) E-safety 
 
 
 
 
 
ii) Logging on/ Setup user & 
Google chrome 
areas.    SMHW and Arbor. 
 

Understand a range of ways to 

use technology safely, including 

protecting their online identity 

and privacy. 

 

Access to cross-curricular 

technology. 

 

 

Be a responsible digital citizen- 

compassionate / courteous / 

responsible 

 

resilient in completing / learning 

new skills 

 

confident in approaching skills / 

learning 

Verbal feedback – interleaved 

throughout KS3 

 

H/W tasks 

 

Autumn assessment - Practical use 

of word processing skills 

 

Summer assessment - written 

questions on use of software 

Show My Homework 

Log in 

Social media 

Safe online 

Password 

Word 

Google Doc 

Layout 

Bold 

Italic 

H/W task - Google forms quiz 

on E-safety (consolidate) 

 

 

H/W Task – drafting letter to 

consolidate and extend class 

/ literacy skills 
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iii) Basic Word Processing 

Skills 

 

To be able to use software 

effectively 

Centre 

Justify 

Align 

1b i) Idea website 

 

 

ii) Bebras Computational 

thinking challenge 

 

iii) Internet Searches 

 

iv) Difference between 

internet & WWW 

 

 

 

 

v) Introduction to Excel 

Access to different levels of 

challenge and extra tasks on 

top of learning 

 

To improve logical thinking 

skills 

 

 

use search technologies 

effectively, appreciate how 

results are selected and ranked, 

and be discerning in evaluating 

digital content 

 

understand a range of ways to 

use technology safely, 

respectfully, responsibly and 

securely, 

 

Select, use and combine a 

variety of software that 

accomplish given goals, 

including collecting and 

presenting data. Be able to use 

a spreadsheet to enter data, 

use formula and draw graphs 

 

Be a responsible digital citizen- 

compassionate / courteous / 

responsible 

 

Curious in discovering new ways 

of challenge through using 

technology and available online 

certificated learning schemes. 

 

resilient in completing / learning 

new skills 

 

confident in approaching skills / 

learning 

Verbal feedback – interleaved 

throughout KS3 

 

 

Use in research across the 

curriculum 

 

bebras certificate - building on 

previous score 

 

 

Search engine 

internet 

world wide web 

logic 

computational thinking 

Formula 

Cell 

Hyperlink 

Presentation 

Excel 

Data 

H/W task - complete digital 

citizen badge on E-safety and 

Entrepreneur badge on 

problem solving.  

This is set twice over this half 

term so students start to 

explore idea. (extend 

learning) 

2a i) Cyberbullying 

 

 

ii) Algorithms 

 

Understand a range of ways to 

use technology safely, including 

protecting their online identity 

and privacy. 

 

Be a responsible digital citizen- 

compassionate / courteous / 

responsible 

 

resilient in completing / learning 

new skills 

 

Verbal feedback – interleaved 

throughout KS3 

 

H/W task - quiz 

 

Summer assessment - written 

questions  

Network 

Topology 

Wi-Fi 

Software 

Hardware 

H/W task - Google forms quiz 

(consolidate) 

 

H/W task - extend learning 

on algorithms by creating 

own independently 
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iii) Software 

iv) Hardware 

v) What is a network? 

to understand that an 

algorithm is a set of 

instructions 

 

To understand computational 

thinking 

 

understand the hardware and 

software components that 

make up computer systems, 

and how they communicate 

with one another and with 

other systems 

confident in approaching skills / 

learning 

 

be respectful in use of 

technology in school 

Mouse 

Keyboard 

Touch screen 

Input device 

Output device 

2b i) Managing online 

information 

 

 

 

ii) Presentation software 

 

 

 

 

 

iii) career ideas 

Understand a range of ways to 

use technology safely, including 

protecting their online identity 

and privacy. 

 

 

To be able to use software 

effectively 

 

Select, use and combine a 

variety of software that 

accomplish given goals, 

including collecting and 

presenting data. 

 

To consider future career paths 

in software development 

resilient in completing / learning 

new skills 

 

confident in approaching skills / 

learning 

 

reflective in work compared to 

given success criteria  

Verbal feedback – interleaved 

throughout KS3 

 

H/W project of creating own 

presentation 

 

Summer assessment - written 

questions on use of software 

 

 

presentation 

hyperlink 

Google slides 

PowerPoint 

theme 

insert 

H/W project of creating own 

presentation (consolidate 

and extend) 

3a Micro bit – block 
programming skills 
 
 
 
 
 
 
 

use a programming language to 

solve a variety of 

computational problems, in this 

case block programming 

focussing on sequence, 

selection, iteration 

 

resilient in completing  / learning 

new skills 

 

confident in approaching skills / 

learning 

 

be respectful in use of 

technology in school 

Verbal feedback – interleaved 

throughout KS3 

 

H/W task - challenge 

 

Summer assessment - practical 

tasks  

Programming 

Block 

Command 

Input 

Output 

Sequence  

Selection 

H/W task - Programming 

challenge (extend) 

 

H/W task - idea badge intro to 

gaming 
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iii) career ideas 

To understand computational 

thinking 

 

To consider future career paths 

Iteration 

Decision 

3b Scratch - 
 Game planning, design and 
creation using more 
advanced block 
programming skills to 
include mind maps, 
storyboards and 
visualisation diagrams  
 
 
 
 
 
 
iii) career ideas 

Undertake creative projects 

that involve selecting, using, 

and combining multiple 

applications, to achieve 

challenging goals. 

 

Use a programming language 

to solve a variety of 

computational problems, in this 

case block programming 

focussing on sequence, 

selection, and iteration to 

create a working game. 

 

To consider future career paths 

resilient in completing  / learning 

new skills 

 

confident in approaching skills / 

learning 

 

be respectful in use of 

technology in school 

Verbal feedback – interleaved 

throughout KS3 

 

H/W task - worksheet 

 

Summer assessment - practical 

tasks  

Program 

Block 

Command 

If 

Else 

Elif 

Forever 

H/W task - revision quiz 

(consolidate) 

 

H/W task - worksheet on 

Scratch (consolidate / 

extend) 

 

Impact:  

Students will have achieved knowledge and skills using whole school software such as Google suite and SMHW which will support across every subject. Students 

will have improved their knowledge and skill set on cross-curricular software such as word processing and presentation. Students will have more of an awareness 

of breaking down problems into smaller components to assist with programming skills as well as support this skill across other subjects. 

Students will have a basic knowledge of key Computer Science principles which will be built upon in year 8. 

Careers are discussed throughout the year for key opportunities such as Game designers, Computer programmers, and Software designers. 

 


