
Year 7 Computing 

Half Term 1 (Sept to Oct) – Input, Storage and Output Devices 
The first couple of lessons in the computing curriculum are dedicated to getting the new pupils to 

know the College network and the rules associated with using it. Following the settling in period, 

where a baseline test is also completed, the pupils will learn about a range of Input, Storage, 

Network and Output devices.  

Half Term 2 (Nov to Dec) – Introduction to programming with Scratch 
Computers can only complete tasks if they are programmed to do them. In this unit pupils will gain 

understanding of what a computer program can and can’t do well. They will plan programs, use 

Scratch software to carry out their plans and use programming features such as repeating 

commands with loops and using variables to change the program. 

Half Term 3 (Jan to Feb) – Introduction to data 
Data collection and analysis are a vital part of the way that organisations and businesses work. Pupils 

will learn about the purpose of collecting data, how to collect data from people, how to store data 

on the computer so that it is useful, how to make the data more useful by sorting and searching and 

presenting data as charts and graphs. 

Half Term 4 (Feb to Easter) – Real-world programming 
One of the most useful applications of computer programs is to use it to control or monitor real-

world situations. Computer control systems are used in a wide variety of contexts. Pupils will learn to 

understand how to break down a problem into parts, use Flowol software to mimic real-life 

computerised systems such as; Traffic lights, Lighthouses or Automatic homes. They will also test the 

programs to see if they work as intended. 

Half Term 5 (Easter to May) – Introduction to Spreadsheets 
When large quantities of numbers need to be manipulated, there are few better solutions than a 

spreadsheet. Pupils will learn about the parts of a spreadsheet (Rows, Columns, Cells, Labels, 

Numbers, Formulas), formatting a spreadsheet, spreadsheet structure and organisation, variables 

and values, rules and formulas/functions. Finally, pupils will see the full potential of modelling using 

spreadsheet by changing the values in a variable to see different results. 

Half Term 6 (May to Jul) – Gadget Comparison Project 
As Year 7 concludes, pupils will have the opportunity to share the knowledge they have gained in 

their use of technology, and especially gadgets, within the curriculum and throughout their lives. 

Pupils will use gadget terminology – the words we use to describe technological devices, they will 

research current gadgets and then prepare a report or presentation to show what they have found 

out. Evaluating the project will allow pupils to reflect on their work and look for future 

improvements. 

Year 8 Computing 

Half Term 1 (Sept to Oct) – HTML and Webpage Design 
Almost all businesses and organisations have a presence on the web. Pupils will gain a knowledge 

and understanding of the way that websites can be built so that they are fit for purpose and 

efficient. They will learn about good websites and what makes them good. They will begin to 

understand HTML structure and the tags used to format the webpage.  They will also develop 

knowledge of CSS and use Dreamweaver software to aid the website creation process. 



Half Term 2 (Nov to Dec) – JavaScript 
Once the pupils have an understanding of the way that websites are built from HTML code, there is 

the opportunity to develop more complex webpages that have interactive features that add to the 

user experience. Pupils will learn to understand strings of text, variables and values, pop-up 

commands such as; alert, confirm and prompt, if…else statements, the importance of correct syntax, 

commenting on your code and the importance of crediting others work when copying from the 

internet. 

Half Term 3 (Jan to Feb) – Real-world programming 
One of the most useful applications of computer programs are to use them to control or monitor 

real-world situations. Computer control systems are used in a wide variety of contexts. Pupils will 

learn to understand how to break down a problem into parts, use Flowol software to mimic real-life 

computerised systems such as; traffic lights, lighthouses or automatic homes. They will also test the 

programs to see if they work as intended. 

Half Term 4 (Feb to Apr) – Database design 
Pupils will develop further their knowledge of data handling by creating more complex solutions to 

allow data to be stored and manipulated in the way that the user requires. They will gain knowledge 

about Input, Storage, Processing and Output of data, and use Microsoft Access to create tables to 

store data – (fields and records), forms to enter data, queries to process data and reports to print 

out data. 

Half Term 5 (Apr to May) – E-Safety 
As digital devices are so prevalent, it is important that pupils are aware of their rights and 

responsibilities while using technology. During this unit pupils will research E-safety and their digital 

identity. They will acknowledge the use of social networks and develop their understanding of the 

way that they might be portrayed to the wider world. They will also learn about legislation that 

protects users of computer systems. 

Half Term 6 (Jun to Jul) – Digital Graphics 
Whether the pupils are writing a report, completing a presentation, or developing a website, the 

inclusion of digital images adds another dimension to the product and enhances the appeal to the 

viewer. In this unit, pupils will research the graphics that have been produced professionally, plan 

and create their own graphics and then present them in a suitable format for the viewer. 

Year 9 Computing 

Half Term 1 (Sept to Oct) - Understanding Computers 
This unit covers the fundamentals of how a computer works. Pupils will develop their understanding 

of binary numbers and converting binary to denary and back. They will find out how binary numbers 

are stored in computer systems such as on CD-ROM/DVD-ROM and magnetic hard discs. They will 

represent text and images as binary code and understand how images are created and optimised for 

their end use. 

Half Term 2 (Nov to Dec) – Game/App Design 
The main focus of this unit is to develop the pupils ability to plan a product that will meet the needs 

of it’s user. They will create a game or an app that has been developed from an initial idea, planned 

in detail and then programmed using a visual programming language. Finally, the game or app will 

be tested to ensure that it works and it fit for the intended use. 



Half Term 3 (Jan to Feb) - Text based Programming 
Text-based programming is efficient and allows programming projects to be shared with the wider 

programming community with relative ease. This unit introduces pupils to Python and the 

importance of correct syntax. The will revisit variables and values, comparisons, if…else statements 

and loops (both for and while) though in Python programming language. They will also plan to solve 

problems and create algorithms that will solve those problems. 

Half Term 4 (Feb to Apr) - Understanding Boolean and more... 
Following the ‘Understanding Computers’ unit, this unit will further develop the pupils theoretical 

knowledge of computer science. They will compare sorting and searching algorithms, use Boolean 

logic (AND, OR and NOT) and then apply Boolean logic to spreadsheets, databases and web-

searching. They will research Search Engine Optimisation and become more effective at searching 

for information on the internet. 

Half Term 5 and 6 (Apr to Jul) – Interactive / Dynamic Product Project 
Pupils will have the opportunity to carry out an extended project that will challenge their ability to 

create a large, significant product based on a teacher-led theme. They will plan the project and 

produce a project specification, gather their components and make sure that they comply with 

copyright law. They will use software to create the product and evidence the creation and show that 

they have tested any parts that require it. Finally, they will gather feedback from a test audience to 

see if it meets their needs and requirements. 

 


