
 

 

 

Key Stage 3 Programme of study 2019-20 

Computing 

 

Year Autumn-term Spring-term Summer-term 

7 & 8 

Introduction to 

Computing 

 

Pupils will enhance 

their digital literacy 

by learning how to 

use the computer 

network and 

different types of 

computer software. 

 

Including; 

 

- School Network. 

- Saving work and 

organising Files 

- Passwords 

- Email 

 

Using the Software 

Including;  

 

Word, PowerPoint, 

Excel and Publisher 

 

E-Safety 

 

Including; 

 

How to stay 

safe online. 

 

- Digital 

Footprint 

 

- Using the 

internet 

effectively 

 

- Search 

Engines and 

web browsers 

 

- Website 

reliability / 

Validity 

Understanding 

Computers 

 

Pupils will learn 

computer 

fundamentals 

including: 

 

- Input devices 

 

- Processing 

components 

 

- Output devices 

 

- Storage 

devices 

 

- Hardware and 

Software 

 

Digital 

Technology 

  

(You Phone 

Project) 

 

Pupils will learn 

about: 

 

- Smartphone 

technology 

 

- Smart homes 

 

- Emerging 

technologies 

 

Algorithmic 

Thinking and 

Programming 

in Scratch 

 

Pupils will learn 

about 

sequencing, 

decisions and 

loops 

 

Flowcharts 

(Symbols and 

uses). 

 

Visual based 

programming in 

scratch where 

students will 

design and 

make their own 

computer 

game. 

Programming 

in Python 

 

Pupils will learn 

how to 

programme a 

computer to 

carry out basic 

functions. This 

will be achieved 

using the text 

based 

programming 

language called 

Python. This is 

widely used in 

digital 

industries. 

 

Boolean Logic 

-Datatypes 

-Commands 

-If statements 

-Loops 

-Functions 

 

 

Key: 

Each unit is assessed following our STEPs model. The course has been split into 5 themes or ‘strands’. These 

strands have been highlighted above using the following colours: 

 

Strand 1 Digital Literacy 

Strand 2 E-safety 

Strand 3 Understanding Computers 

Strand 4 Programming 

Strand 5 Computer Science 

 

 

 



 

 
 

 
 

Computing 
 

Step Strand 1 
Digital Literacy and E-Safety 

 (Equal weighting) 

Strand 2 
Understanding Computers 

 (Equal weighting) 

Strand 3 
Computer Science 
 (Equal weighting) 

9 

All of the below and… 

 can present extensive information and advice to 

others on how to stay safe online. Including a 

comprehensive explanation of possible threats, 

how to spot them, digital footprint and how it may 

affect their future and how to report online 

threats. 

 can create and run macros correctly. 

 can create ‘vlookup’ functions in spreadsheets. 

All of the below and… 

 can place any device given into the category of 

input, output and storage device. 

 can describe computer components and explain 

their functions in greater detail. 

 can explain in detail how a CPU works. 

 can describe sensor technology in detail with a 

range of examples. 

All of the below and… 

 can design, create and test an enjoyable 

multi-level game that includes: scores, 

variables, broadcasts, sound, a range of 

characters and a clear objective and 

reward. 

 can use nested ‘ifs’ in code. 

 can include more detailed comments in 

code to explain function of code. 

 can produce basic sorting/searching 

algorithms. 

8 

All of the below and… 

 can use the school network to organise all their 

work in a professional way. 

 can use the school email in a professional way 

including adding a signature. 

 always uses the most suitable software for a given 

task. 

All of the below and… 

 can describe different elements to a computer 

network. 

 can name computer components and describe 

what their functions are. 

All of the below and… 

 can use comments to explain code. 

 can write code to solve a given problem. 

7 

All of the below and… 

 can use conditional formatting appropriately in 

spreadsheets. 

 can use transition and animation timing 

appropriately in presentations. 

 can use a range of editing techniques across all 

software. 

 Can explain how online criminals can steal identity. 

All of the below and… 

 can state pros and cons of different storage 

devices. 

 Can explain the difference between ROM and 

RAM. 

 can state what different sensors are sensing and 

give examples of ways this can help us in society. 

All of the below and… 

 can convert binary to denary. 

 can make a sprite chase another sprite. 

 can make a sprite or object hide and re-

appear  

 can use ‘while’ loops in code. 

 can make use of variables of different 

data types (text, number, Boolean). 

6 

All of the below and… 

 can use basic functions (count, counta, 

countblank, max, min) appropriately in 

spreadsheets. 

 can produce reports based on queries in a 

database. 

 can use hyperlinks in a presentation, document or 

website. 

 can explain ways to avoid a negative digital 

footprint. 

All of the below and… 

 can describe a computers role in society in a clear 

and coherent way. 

 can describe the difference between hardware and 

software with a clear comparison to human body 

parts. 

All of the below and… 

 can explain sequence, selection and 

loops 

 can draw more complex flowcharts. 

 can include decisions in flowcharts 

(yes/no). 

 can use basic ‘for’ loops in code. 

 can covert from denary number system 

to binary. 

 



 

 
 

 

 

5 

All of the below and… 

 can state what to do if an online danger presents itself. 

 can explain viruses/worms. 

 understands the term digital footprint. 

 can use spreadsheet software to create a model that solves 

a real problem e.g. calculate BMI and print back medical 

advice to a user. 

All of the below and… 

 can explain why something fits into the input 

or output category. 

 can explain sensor technology with examples. 

All of the below and… 

 can make sprites interact with each other. 

 can program ‘hello world’ to print back on 

screen in the programming language 

called Python. 

 can add a scoring system in scratch 

 understands variables in programming. 

4 

All of the below and… 

 can describe clearly which software should be used for which 

task. 

 can explain and use data validation in spreadsheets. 

 can adjust variables in what-if scenarios. 

 can choose appropriate layout of text, shapes and other 

media in documents or presentations. 

All of the below and… 

 can identify most input, output and storage 

devices. 

 can describe pros and cons of different 

storage devices 

 understands the term sensor and can give a 

‘real life’ example, of the use of a sensor in a 

computer system. 

All of the below and… 

 has a basic understanding of binary (1s 

and 0s). 

 can make correct use of relational logic 

(<, >, =. >=, <=, <>). 

 can create an idea for a computer game 

they would like to make, including: 

objective, characters, points, levels, scoring 

system. 

3 

All of the below and… 

 can use basic functions and formulae in excel. 

 can advise others ways to stay safe online in the form of an 

information leaflet. 

 can use the sum function in a spreadsheet. 

 can create a basic chart or graph in a spreadsheet. 

 can use simple media-editing tools (crop, rotate, resize). 

 can choose appropriate media to present (image, sound, 

video). 

 can name files and folders appropriately. 

 can organise files in appropriate folders/file types. 

All of the below and… 

 can identify a range of storage devices can 

define the terms hardware and software. 

 can explain what an operating system is. 

 can state a range of data types (text, 

number, Boolean) and where they might be 

used. 

 can explain different file formats (.doc .mp3 

.html). 

All of the below and… 

 can turn an algorithm into a flow chart. 

 state what some different shapes in a 

flowchart represent 

 can introduce more than one character in 

a game. 

 understands there are different data 

types. 

 can name some different data types. 

2 

All of the below and… 

 choose from a range of software suitable for a range of 

tasks. 

 can create a table in excel with basic functions / formula. 

 can insert documents in an email. 

 can describe how to stay safe online. 

 can create a folder in their documents. 

All of the below and… 

 can define what a CPU is. 

 can name different storage devices. 

 can define the terms LAN and WAN. 

 State at least two input and output devices 

and explain what they are. 

All of the below and… 

 make a sprite move. 

 describe elements of a computer game 

that make the user want to play. 

 can create an algorithm for a daily task. 

1 

Can… 

 use the school network to open a document, save a 

document. 

 can use basic features in word processing software and 

presentation software. 

 can explain some online dangers 

 can send an email. 

Can… 

 state one input device and one output device 

and explain what they are. 

 define what a computer is. 

Can… 

 sequence instructions. 

 understand what makes a computer game 

enjoyable to play. 

 can make a unique sprite for use as a 

character in a computer game. 

 



Year 7 & 8. Introduction to Computing and E-Safety  
Objectives of the unit Key Themes/ concepts Key Skills/ Assessment Criteria linked to STEPs 

• By the end of this unit all students will know 

... how to use the school network safely and 

effectively. 

• By the end of this unit all students will have 

enhanced their digital literacy by learning to 

use different computer software. Pupils will 

have an understanding of which software is 

best for which task and their desired 

outcomes. 

• By the end of this unit all students will be 

able to effectively use a variety of computer 

software programs to present information 

and data. 

 
 

  

First half term – Introduction to Computing 

Week 1 – An introduction to the school network and organising 

files. 

Week 2 – Using email in a professional way. 

Week 3 – Using which software for what task. 

Week 4 – Using word processor to present information and 

images. (All about me project). 

Week 5 – PowerPoint features and functions. 

Week 6 – Excel to present alphanumerical data. 

Second half term – E-safety  

Week 1 and 2 – How to stay safe online. (Create an internet 

safety leaflet – Link to stand 1) 

Week 3 - Digital Footprint. Positive and negatives. 

Week 4 Using the internet including search engines and how 

they work and web browsers. 

Week 5 – Website Validity. Are all websites reliable sources 

of information? 

Week 6 – Assessment and Feedback 

Strand 1 – Digital Literacy. 

Steps 1-3: Basic use of school network and available software. 

Steps 4-6: Describing and using the correct software for different tasks 

and desired outcomes. Using software in an effective way to present 

information and data. 

Steps 7-9: Using advanced features and tools in each software. For 

example, ‘if statements’ and graphs in excel.  

Strand 2 – E-Safety  

Steps 1-3: Identifying a range of ways using digital technologies can be 

dangerous. 

Steps 4-6: Being able to present information to others on how to stay safe 

online. 

Steps 7-9: Explaining a deep understanding of how our digital footprint is 

created and the positive and negatives this can bring to our lives. 

Key Vocabulary Links with other subjects Links to careers 

Network 

File  

Document 

Organise 

Save 

Tools 

Features 

Present 

Information 

Online 

Search engine 

Web browser 

Validity 

Reliable source 

Digital Footprint 

E-Safety 

Stranger Danger 

Reporting 

Inappropriate images 

Legal / Law 

Sharing images 

 

All across curriculum when using 

IT to process and present data. 

PHSE 

Design Technology 

Graphic Design 

IT technician 

Network manager 

Computer Scientist 

Computer programmer 

Graphic Designer 

Data analyst 

Teacher 

  

Website designer 

Animation 

Media 

Data entry 

Social Worker 

Law 

 

Enrichment Opportunities/ clubs in the local 

area 

Wider reading/ video/ website links Extension Opportunities 

Software Cornwall is Cornwall's Tech 

Community. They connect, promote, develop and 

grow Cornish business through events, 

education and recruitment. They would love to 

hear from enthusiastic computer scientists.  

E-safety Guide (Department of Education) 

https://www.education-ni.gov.uk/publications/e-safety-

guidance 
 

Microsoft Office Guide - 

https://www.investintech.com/resources/articles/beginnersms

office/ 
 

Video Tutorials - 

https://www.youtube.com/watch?v=yCVy5Kw0l8s 
 

BBC Bitesize Revision 

https://www.bbc.com/bitesize/subjects/z8mtsbk 

Why not enhance your digital literacy by coming along to after school 

computer club.  

 

Compete the in class extension tasks. 

 



Year 7 & 8. Understanding Computers  
Objectives of the unit Key Themes/ concepts Key Skills/ Assessment Criteria linked to STEPs 

• By the end of this unit all students will know 

... All computers have the same four basic 

building blocks. These are the input devices, 

output devices, storage devices and the brain 

of the computer, the Central Processing Unit 

(CPU). 

• By the end of this unit most students will be 

able to identify and categorise computing 

devices into input, output or storage. They 

will know the difference between hardware 

and software. Some students will be able to 

explain why the device in in its category. 

• By the end of this unit all students will be 

able to apply ... their knowledge and 

understanding to real world computing 

technology used in industry. For example 

sensors detect and input to a computer, how 

that data is collected and processed and then 

outputted in a variety of ways to the user. 

Week 1 – An introduction to input and output devices. Which 

device comes under which heading and why? 

Week 2 – Different types of storage devices. An exploration 

into the pros and cons of each type. 

Week 3 – The processor and other components – (Link to 

human body task). 

Week 4 – Sensor technology. 

Week 5 – Hardware and software 

Week 6 – Assessment and feedback 

Strand 3 – Understanding Computers. 

Steps 1-3: Able to identify different input output and storage devices. 

Steps 4-6: the ability to identity describe the difference between 

hardware and software with a clear comparison to human body parts. 

Steps 7-9: Explaining sensor technology and being able to categorise all 

device under either; input, output, storage or processing. 

Strand 5 – Computer Science 

Steps 1-3: able to identify and describe some computer components. 

Steps 4-6: Using processes to explain how sensors work. I.e. sensor 

detects (input) e.g. heat, computer stores and processes data and then 

outputs for a user to use. 

Steps 7-9: Strong knowledge of what computer components carry out what 

task with the ability to link them to a comparable human body part. Ability 

to apply computer science principles to everyday problems that might need 

solving with sensors. For example draw a flow chart for a computer system 

for a self-heating fish tank – a temperature sensor that controls the 

temperature of a fish tank. If water temp falls below x degrees then turn 

on heater. If above x degrees turn off. Loops back to start. 

 

Key Vocabulary Links with other subjects Links to careers 

Input 

Keyboard 

Webcam 

Microphone 

Scanner 

Output 

Printer 

Monitor 

Speaker 

Storage 

Memory 

ROM 

RAM 

Hard drive 

Solid state 

USB Stick  

Hardware 

Physical components 

Software 

Programs that run on a 

computer. 

Operating system 

Sensor 

Process 

Biology (Human comparisons) 

Design Tecnology 

 

Systems analyst 

Computer Scientist 

ICT technician 

IT sales 

Web designer 

Network manager 

Teacher 

  

Graphic designer 

Engineer 

Data analyst 

Data entry  

Enrichment Opportunities/ clubs in the local 

area 

Wider reading/ video/ website links Extension Opportunities 

Software Cornwall is Cornwall's Tech 

Community. They connect, promote, develop and 

grow Cornish business through events, 

education and recruitment. Visit 

https://www.softwarecornwall.org/ 

 

For events and information. 

There are books in the library on computer systems and 

computer science. 
 

The internet –  

https://www.softwarecornwall.org/ 

https://www.bbc.com/bitesize/subjects/zvc9q6f 

https://www.techopedia.com/definition/7650/input-output-

device-io-device 

https://www.bbc.com/bitesize/articles/zx8hpv4 
 

Video - 

https://www.youtube.com/watch?v=74YuS4IuywQ&safe=active 

Compete in class extension tasks. 

 

Complete the quizzes on BBC Bitesize Computer Science section 

https://www.bbc.com/bitesize/guides/zxb72hv/revision/1 

 

When in shops see if you can identify the input and output devices. 

 

Next time you’re in the car, have a think about what role sensors play in 

the driving experience. 

 



Year 7 & 8. Algorithmic thinking and programming in Scratch  
Objectives of the unit Key Themes/ concepts Key Skills/ Assessment Criteria linked to STEPs 

• By the end of this unit all students 

will have an understanding of the 

computing concepts of sequencing, 

selection and loops (iteration). 

• By the end of this unit all students 

will have created a flowchart for a 

daily task. Some will include decisions 

and inputs into their flowcharts. 

• By the end of this unit all students 

will be able to apply ... their 

knowledge of programming to create 

their own computer game. 

Week 1 – Flowcharts, uses and symbols. 

Week 2 – Sequencing, selections and loops. 

Week 3 – Scratch introduction / recap. Sprites, 

movement. 

Week 4 – Forever loops, if statement, variables 

Week 5 and 6 – Game design  

Week 6 – Testing, assessment and feedback.  

 

Strand 4 – Computer Science (Including Programming) 

Steps 1-3:  

-Programming a sprite to carry out basic commands such a 

movement and sound. 

-Describing what a flowchart is and what it does. 

Steps 4-6: 

- Using variables, loops and conditional statements. 

- Using knowledge to create a flowchart for one of their 

daily tasks. 

Steps 7-9: 

- As above and demonstrating independent problem solving 

skills (abstraction and decomposition) to create their game. 

- Apply a deeper knowledge by incorporating decisions and 

inputs into their flowcharts. 

Key Vocabulary Links with other subjects Links to careers 

Sequence  

Selection 

Loops 

Iteration 

Scratch 

Interface 

Command 

Move 

Sprite 

Variable 

Score 

Games Design 

If statement 

Condition 

Broadcast 

 

Flowchart 

Terminator 

Input 

Output 

Process 

Decision 

Arrow 

 

Science 

Art 

Design Technology 

Catering 

  

Games designer 

Graphic designer 

Software developer 

Computer scientist 

IT Technician 

  

Systems analyst 

Computer programmer 

Web designer  

Enrichment Opportunities/ clubs in 

the local area 

Wider reading/ video/ website links Extension Opportunities 

Software Cornwall is Cornwall's Tech 

Community. They connect, promote, 

develop and grow Cornish business 

through events, education and 

recruitment. Visit 

https://www.softwarecornwall.org/ 

 

For events and information. 

Scratch online available at; 

https://scratch.mit.edu/ 

 

Video tutorials - 

https://www.youtube.com/user/richardwesty69 

Create your own scratch account which is available on the 

website link https://scratch.mit.edu/. 

Make a game at home. 

 

Attend computer club for further opportunity to design 

your own game and animation. 

 

 


