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KS3 Curriculum: Computing 

 

Department Vision 

To equip students with the skills to participate in a rapidly-changing world through challenging and engaging topics.  Students will 

develop an understanding and application in the fundamental principles of computer science by having the opportunity to write 

programs, design webpages, produce professional digital products and understand key concepts within the topic area.  

 

Computing skills are a major factor in enabling children to be confident, creative and independent learners in all subject areas and it is 

our intention that children have every opportunity available to allow them to achieve this. 

 

We are dedicated to ensuring our students leave with the skills to fully embrace a future of rapidly advancing computer technology 

and be able to solve problems that don’t yet exist. 

 

Intent 

1. To encourage students to want to explore different aspects of computing including how physical components fit together, the 

range of different software running on a computing devices and how data is stored using binary to represent different data 

types (images; text; sound). 

2. To enable students to solve algorithms using flowcharts/ pseudocode designs and to program solutions using more than one 

programming language. 

3. To understand the use of Boolean concepts of AND; OR and NOT gates. 

4. To enable students to understand and perform different searching and sorting methods and recognise the algorithms 

portraying each method. 

5. To enable students to investigate topologies of common networks and be able to name hardware involved in Local Area 

Networks and Wide Area Networks. 
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Sequence of Learning & Implementation of Curriculum 

The curriculum plan initially assesses the students using a simple baseline assessment which will provide a starting point for assessing 

progress. Assessment will then occur at the end of each term in order to ensure progress is as expected and to gauge any areas that 

need to be revisited. Topics within the curriculum will then incorporate the topics as below:   

Year 7 Year 8 Year 9 

File management Data representation (Text; Image; Sound) Search & Sort Algorithms 

Ethical/ Environment - EWaste Search & Sort Algorithms Boolean/ Truth Tables 

Data Representation – Binary 

Conversion/ Hex Conversion; Adding 

Binary Numbers 

Boolean/ Truth Tables HTML 

Encryption (Cryptography) Networks (LANs/ WANs/ Topologies) Networks (LANs/ WANs/ Topologies) 

Microbits Python Programming Python Programming 

Flowcharts Cybersecurity Digital Graphics 

Python Turtle  Web Design 

Computer Inventors   

Spreadsheets   
 

Building Citizens of the World Inclusion 

The curriculum incorporates literacy in the keywords which are 

very subject specific and numerical concepts of binary and 

hexadecimal conversions and adding binary numbers together. 

Careers are encompassed in the topic of encryption when the 

role of Alan Turing (Mathematician/ Computer Scientist) is 

discussed and in the topic of ‘Computer People’ when students 

will investigate the contribution made by various innovators in 

the computer science industry. 

 

Disadvantaged students are included into the topic by 

incorporation of differentiated worksheets which can range from 

printing on different coloured paper, using larger paper (i.e. A3 

instead of A4) and overlays for screens.  

 

Some students will be able to get one-to-one support from 

Learning Support Assistant if needed. 

 

 

 


