
 

TERM 1 TERM 2 TERM 3 
KNOWLEDGE/SKILLS 
 
Understands key programming constructs – sequencing, 
variables, selection, and count-controlled iteration. 
 
Developed computational thinking skills – abstraction, 
decomposition, pattern recognition whilst learning to 
code. 
 
Can solve a problem by programming a solution – 
combining programming techniques with computational 
thinking to design and create the solution. 
 

KNOWLEDGE/SKILLS 
 
To know how to select appropriate software for 
a given task. 
 
Can identify trustworthy and untrustworthy 
sources of information when using the internet 
for research. 
 
To know and understand how to collect and 
analyse and process data effectively using 
spreadsheet software. 

KNOWLEDGE/SKILLS 
 
Can combine software to manipulate and create digital 
content with awareness of audience and purpose. 
 
Can identify and explain the use of technology beyond 
the classroom and relate this to their own experiences. 
 
Knows how to evaluate solutions using criteria or 
feedback and make improvements based on evaluation. 

KEY ASSESSMENTS 
 
Half term 1: BEBRAS Challenge 
 
Half term 2: Scratch programming summative assessment 

KEY ASSESSMENTS 
 
Half term 1: Using media summative assessment 
 
Half term 2: Spreadsheets summative 
assessment 

KEY ASSESSMENTS 
 
Half term 1:  Game genres and platforms summative 
assessment 
 
Half term 2:  Kodu Summative assessment 
 
 

Extended reading suggestions and external resources: 
 
BBC Bitesize Key Stage 3 Computer Science https://www.bbc.co.uk/bitesize/subjects/zvc9q6f 
 
Join the weekly code-along using open projects based on a weekly theme, with different levels available for all abilities  https://www.raspberrypi.org/at-home/ 
 
Remix any website to include your own content https://x-ray-goggles.mouse.org/ 
 
Badges and awards to demonstrate digital, enterprise and employability skills   https://idea.org.uk/ 
 
 

Curriculum Overview Subject: Computing 

Year Group:  7  

In Computing, the year is divided into 3 key areas of Computer Science, Information Technology and Games Development. Students are introduced to increasingly 
complex block based computer programming, they investigate the use of productivity software to complete a project and explore the 3D games development 
process. Computational thinking underpins all lessons in Computing with digital literacy being a key aim. Students are encouraged to articulate and record specialist 
terms to develop their understanding of the subject. 


