Subject: KS3 Computing Curriculum

Intent Statement: Our intention is to provide students with the knowledge of how to stay
safe online and develop computational thinking to become resilient problem solvers, to
enable them make informed choices in the digital world.

Assessment: The computing curriculum is taught bi-weekley by a specialist computing
teaching. Each topic runs across a full term, at the end of every half-term a MCQ mini-test is
completed to check on a students’ knowledge so far. At the end of every unit there will be
an end of topic test which is completed online. The results of these tests are given to
parents as part of a child's DCP Entry. Please encourage your child to use their knowledge
Organisers to revise for these end of topic tests from home.

KS3

Year 7

Year 8

Year 9

Term 1: E-Safety (3.9, 3.7)

Students cover E-Safety in
term 1 alongside setting up
user accounts and going
through the Acceptable Use
Policy so that students know
how to use devices safely
both in school and at home
as well as learning the
importance of creating a
positive online reputation
and digital footprint.

In addition to this, students
will also learn the 4C
approach of Contact,
Conduct, Content &
Commerce, which is the
KCSIE approach to online
safety for children as well as
the importance of the law in
regards to consent.

Students will be tested on
their knowledge through the
unit through an online MCQ
test and then at the end of
the term there will be an end
of topic test which will also
be online.

Term 1: Python
Programming (3.1,3.2,3.3)

In year 8 we start the
academic year by
challenging all students to
learn a textual programming
language in Python. They
will develop their logical and
computational thinking skills
from the last unit that they
had learnt in year 7 (scratch)
and become resilient
problem solvers.

They will learn and create
code themselves as well as
reviewing existing code for
errors and debug this.

Students will learn
computational and everyday
algorithms as well as
understand technical terms
such as abstraction and
decomposition.

Students will be tested on
their knowledge through the
unit through an online MCQ
test and then at the end of
the term there will be an end
of topic test which will also
be online.

This unit helps to prepare

Term 1: Data
Representation (3.6)

Students start year 9 by
learning & studying Data
Representation.

In this unit, learners will
focus on making digital
media such as images and
sounds, and discover how
media is stored as binary
code.

Students will draw on
familiar examples of
composing images out of
individual elements, mix
elementary colours to
produce new ones, take
samples of analogue signals
to illustrate these ideas, and
then bring all these things
together to form one
coherent narrative.

The unit has a significant
practical aspect; students
will use design software
Adobe Photoshop to
manipulate images. This will
help you to understand how
the underlying principles of
digital representations are




Term 2: Networks (3.5)

In term 2 Students will
develop their understanding
of using the internet to learn
how the internet
infrastructure is formed
through hardware and
software as well as the
protocols used and the
different types of computer
networks (network
topologies).

These elements are
essential knowledge within
the KS4 curriculum for
Computing which
showcases that there are
high expectations. Students
will also learn about the
different devices which can
be used to access the
internet as well as gain
knowledge about bandwidth
which is later visited in
multiple units within Creative
iMedia.

Students will be tested on
their knowledge through the
unit through an online MCQ
test and then at the end of
the term there will be an end
of topic test which will also
be online.

Term 3: Scratch
Programming (3.2, 3.3, 3.4)

Term 3 allows students to
learn basic programming
skills in Scratch, this will
allow students to learn the
essential programming skills
of sequence, selection (IF
and IF ELSE) and iteration
(count control and condition
control), all which will be

students for choosing KS4
GCSE Computer Science
course.

Term 2: Spreadsheets
(3.1)

In Term 2 students develop
their knowledge of data and
information along with the
types and uses of primary
and secondary research.
They look at who would use
a spreadsheet to store data
and what they do with the
data.

Students learn how to create
a range of graphs including
bar charts, pie charts and
line graphs.

They will also explore both
simple formulas such as
+,/,*,- and complex functions
such as SUM, MIN, MAX,
AVERAGE, COUNT and
COUNTIF.

Students will be tested on
their knowledge through the
unit through an online MCQ
test and then at the end of
the term there will be an end
of topic test which will also
be online.

This unit also helps to
prepare students for a range
of KS4 courses they may
consider choosing.

Term 3: Website and
Graphics Design (3.3, 3.7,
3.8)

In Term 3 students end the
academic year by learning
about the types of graphics
such as bitmap and vector
and their uses. This will then
help them to produce a
range of professional

applied in real settings.

Term 2: Computer
Systems (3.4, 3.5, 3.6)

In Term 2 students will
embark on an educational
journey to understand
computer systems, focusing
on the differences between
purpose-built computers and
general-purpose computers.

They will explore how
various hardware
components in computing
systems collaborate to
execute programs, gaining
insight into the roles of
processors, memory, and
storage.

Students will then learn
about logic gates,
specifically focusing on the
functions of AND, NOT, and
OR gates, to understand
how they form the
foundation of digital circuits
and perform essential
computational tasks within
computer systems.

Students will learn about
converting between binary
and denary systems,
performing binary addition,
and understanding standard
sorting algorithms, such as
bubble sort and insertion
sort, to enhance their
computational problem-
solving skills.

Term 3: Cyber Security
(3.9

In Term 3 students get to
learn how Cyber criminals
exist in society today.

This unit takes the learners




recalled upon in year 8
when students will be
studying the Python unit of
study. In addition to this,
scratch also requires the
use of operators such as <,
>, =, which are covered in
the spreadsheet unit of
study which is taught in year
8 term 2.

Students will be tested on
their knowledge through the
unit through an online MCQ
test and then at the end of
the term there will be an end
of topic test which will also
be online.

graphics for their website
they create.

Students will study how the
internet is used in particular,
search engines and the top
3 reasons people would use
a search engine. Students
learn how to identify and
explain elements of search
engines and what they
mean.

Students will use a wide
range of graphic design
techniques to build their
website using both HTML
and CSS.

Students will be tested on
their knowledge through the
unit through an online MCQ
test and then at the end of
the term there will be an end
of topic test which will also
be online.

This unit helps to prepare
students for choosing KS4
IMedia course.

on an eye-opening journey
of discovery about
techniques used by
cybercriminals to steal data,
disrupt systems, and
infiltrate networks.

Students will start by
considering the value of
their data to organisations
and what they might use it
for. They will then look at
social engineering
techniques used by
cybercriminals to try to trick
users into giving away their
personal data.

The unit will look at the more
common cybercrimes such
as hacking, DDoS attacks,
and malware, as well as
looking at methods to
protect ourselves and our
networks against these
attacks.

Useful Resources and Revision Support

Knowledge Organisers




