
Chipping Campden School: Year 7 Computer Science Curriculum Overview 
 Autumn Autumn Autumn/Spring Spring Spring/Summer Summer 
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Impact of Technology:  
This unit has been designed to 
ensure that learners are given 
sufficient time to familiarise 
themselves with the school network. 
It also allows the teacher to discuss 
appropriate use of the school 
network, and to update and remind 
learners of important online safety 
issues. Whilst completing this unit, 
learners will also learn how to use 
presentation software effectively. In 
terms of online safety, this unit 
focuses on respecting others online, 
spotting strangers, and the effects of 
cyberbullying.   
 

Learners will: 

• Create a memorable and secure 
password for an account on the 
school network.  

• Remember the rules of the 
computing lab.  

• Find personal documents and 
common applications.  

• Recognise a respectful email.  
• Construct an effective email and 

send it to the correct recipients.  
• Describe how to communicate 

with peers online.  
• Plan effective presentations for 

a given audience.  
• Describe cyberbullying.  
• Explain the effects of 

cyberbullying.  
• Plan effective presentations for 

a given audience.  
• Check who you are talking to 

online  

 

Networks: 
During this topic learners will be 
introduced to networks and where we 
use them, which include 
communicating with one another and 
completing everyday tasks. The types 
of hardware required are explained, as 
is wired and wireless data 
transmission. Learners will develop an 
understanding of the terms ‘internet’ 
and ‘World Wide Web’, and of the key 
services and protocols used. Practical 
exercises are included throughout to 
help strengthen understanding.  
 
 

Learners will: 
 
• Define what a computer network 

is and explain how data is 
transmitted between computers 
across networks  

• Define ‘protocol’ and provide 
examples of non-networking 
protocols  

• List examples of the hardware 
necessary for connecting devices 
to networks  

• Compare wired to wireless 
connections and list examples of 
specific technologies currently 
used to implement such 
connections  

• Define ‘bandwidth’, and it’s 
importance 

• Define what the internet is  

• Describe key words such as 
‘protocols’, ‘packets’, and 
‘addressing’  

• Explain the difference between 
the internet, its services, and the 
World Wide Web  

• Describe how services are 
provided over the internet  

• List some of these services and 
the context in which they are used  

• Explain the term ‘connectivity’  

• Describe how internet-connected 
devices can affect me  

• Describe components (servers, 
browsers, pages, HTTP and 
HTTPS protocols, etc.) and how 
they work together  

Using Media – Gaining 
support for a cause: 
During this unit, learners develop 
their understanding of information 
technology and digital literacy skills.  
 
They will use the skills learnt across 
the unit to create a blog post about a 
real-world cause that they would like 
to gain support for. Learners will 
develop software formatting skills 
and explore concerns surrounding 
the use of other people’s work, 
including licensing and legal issues.  
 
Learners will: 
 
• Select the most appropriate 

software to use to complete a 
task  

• Identify and apply the key 
features of a word processor  

• Evaluate formatting techniques 
to understand why we format 
documents   

• Select appropriate images for a 
given context   

• Apply appropriate formatting 
techniques  

• Demonstrate an understanding 
of licensing issues such as 
Creative Commons licences  

• Demonstrate the ability to credit 
the original source of an image   

• Critique digital content for 
credibility  

• Apply techniques in order to 
identify whether or not a source 
is credible   

• Apply referencing techniques 
and understand the concept of 
plagiarism  

• Evaluate online sources for use 
in own work  

• Construct a blog using 
appropriate software  

• Organise the content of the blog 
based on credible sources  

• Design the layout of the content 
to make it suitable for the 
audience  

Programming – Scratch Part 1: 
This unit is the first programming unit of 
KS3. The aim of this unit and the following 
unit (‘programming 2’) is to build learners’ 
confidence and knowledge of the key 
programming constructs.  
The main programming concepts covered 
in this unit are sequencing, variables, 
selection, and count-controlled 
iteration. All of the examples and activities 
for this unit use Scratch 3.  

 
 
Learners will: 
• Compare how humans and computers 

understand instructions  

• Recognise that computers follow the 
control flow of input/process/output  

• Define a sequence as instructions 
performed in order, with each 
executed in turn then modify them 

• Predict the outcome of a simple 
sequence and a on that includes 
variables  

• Define a variable as a name that refers 
to data being stored by the computer  

• Trace the values of variables  

• Make a sequence that includes 
variables  

• Define a condition as an expression 
that will be either true or false  

• Identify that selection uses conditions 
to control the flow of a sequence  

• Identify where selection statements 
can be used in a program   

• Modify a program to include selection  

• Create conditions that use comparison 
operators (>,<,=) and logic operators 
(and/or/not)  

• Identify where selection statements 
can be used in a program that include 
comparison and logical operators  

• Define iteration as a group of 
instructions that are repeatedly run 
and their need 

• Identify and use count-controlled 
iterations 

• Learn to debug code 

• Independently design and apply 
programming constructs to solve a 
problem (subroutine, selection, count-
controlled iteration, operators, and 
variables) 

Programming – Scratch Part 2: 
This unit begins right where ‘Programming 
I’ left off. Learners will build on their 
understanding of the control structures’ 
sequence, selection, and iteration (the big 
three), and develop their problem-solving 
skills. Learners will learn how to create 
their own subroutines, develop their 
understanding of decomposition, learn 
how to create and use lists, and build upon 
their problem-solving skills by working 
through a larger project at the end of the 
unit. 
 

Learners will: 
 

• Define a subroutine as a group of 
instructions that will run when called 
by the main program or other 
subroutines  

• Define decomposition as breaking a 
problem down into smaller, more 
manageable subproblems  

• Identify how subroutines can be used 
for decomposition  

• Identify where condition-controlled 
iteration can be used in a program   

• Implement condition-controlled 
iteration in a program   

• Evaluate which type of iteration is 
required in a program  

• Define a list as a collection of related 
elements that are referred to by a 
single name  

• Describe the need for lists  

• Identify when lists can be used in a 
program  

• Use a list  

• Decompose a larger problem into 
smaller subproblems   

• Apply appropriate constructs to solve a 
problem  

Spreadsheets: 
The spreadsheet unit for Year 7 
takes learners from having very 
little knowledge of spreadsheets to 
being able to confidently model 
data with a spreadsheet. The unit 
uses engaging activities to progress 
learners from using basic formulas 
to writing their 
own COUNTIF statements. This unit 
will give learners a good set of 
skills that they can use in 
computing lessons and in other 
subject areas. 

 
Learners will: 

• Identify columns, rows, cells, 
and cell references in 
spreadsheet software  

• Use formatting techniques in a 
spreadsheet  

• Use basic formulas with cell 
references to perform 
calculations in a spreadsheet 
(+, -, *, /)   

• Use the autofill tool to 
replicate cell data  

• Explain the difference between 
data and information  

• Explain the difference between 
primary and secondary sources 
of data  

• Collect data  

• Analyse data  

• Create appropriate charts in a 
spreadsheet  

• Use the functions SUM, 
COUNTA, MAX, and MIN in a 
spreadsheet  

• Analyse data  

• Use a spreadsheet to sort and 
filter data  

• Use the functions AVERAGE, 
COUNTIF, and IF in a 
spreadsheet  

• Use conditional formatting in a 
spreadsheet  

• Apply all of the spreadsheet 
skills covered in this unit  
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National Curriculum Links:  
• Create, reuse, revise and 

repurpose digital artefacts for a 
given audience, with attention 
to trustworthiness, design and 
usability.    

• Understand a range of ways to 
use technology safely, 
respectfully, responsibly, and 
securely, including protecting 
their online identity and privacy; 
recognise inappropriate 
content, contact and conduct 
and know how to report 
concerns.  

 

Links to previous learning: 
Students would have touched on 
online safety in KS2 as well as visits 
from local community support 
offices who lead sessions on online 
safety.  
 
 

Links to further learning: 
All other units will require the 
learner to use technology effectively 
and safely. Skills that are used to 
create a presentation will be 
practised in other unit where the 
creation of an artifact is required.  

  

National Curriculum Links:  

• Understand the hardware and 
software components that make 
up computer systems, and how 
they communicate with one 
another and with other systems.  

 
 
 

 
 
 
 
 
 

 
Links to previous learning: 
During the previous topic learners 
were introduced to the Internet and 
how to use it responsibly. This topic 
goes into more detail about what the 
Internet is and how we can use 
computer systems. 

 
Links to further learning: 
This unit progresses students’ 
knowledge and understanding of 
networks and associated hardware. 
The unit will establish a foundation 
understanding of how data is 
transmitted across networks, as well 
as exploring the factors that can 
affect performance. The unit will 
spend time focussing on the internet 
and services provided over the 
internet. 

National Curriculum Links:  
• Undertake creative projects that 

involve selecting, using, and 
combining multiple applications, 
preferably across a range of 
devices, to achieve challenging 
goals, including collecting and 
analysing data and meeting the 
needs of known users   

• Create, reuse, revise and 
repurpose digital artefacts for a 
given audience, with attention 
to trustworthiness, design and 
usability   

 

 
Links to previous learning: 
This unit progresses students’ 
knowledge and understanding of 
licensing and legal issues 
surrounding the use of online 
sources of information.  
 

 
Links to further learning: 
They will also gain an understanding 
of how to apply techniques to help 
determine the reliability of a source. 
Learners will develop practical skills 
in using software to make a blog that 
could be published online. This can 
be taken forward into Year 8 Topic 1 
Making a website, Topic 3 Creating a 
mobile application.  

National Curriculum Links:  
• Use two or more programming 

languages, at least one of which is 
textual, to solve a variety of 
computational problems; make 
appropriate use of data structures 
(e.g. lists, tables, or arrays); design and 
develop modular programs that use 
procedures or functions  

• Understand several key algorithms 
that reflect computational thinking; 
use logical reasoning to compare the 
utility of alternative algorithms for the 
same problem  

• Understand simple Boolean logic 
(e.g. and, or, and not)   

• Create, reuse, revise, and repurpose 
digital artefacts for a given audience, 
with attention to trustworthiness, 
design, and usability  

 

Links to previous learning: 
Importantly, this unit does not assume any 
previous programming experience, but it 
does offer learners the opportunity to 
expand on their knowledge throughout the 
unit.  
 

Links to further learning: 
Learners will learn multiple different 
programming languages this includes 
Scratch in Year 7, HTML/CSS and Python 
in Year 8 and Python in Year 9. 
Computational skills will be taught and 
then built upon in each of the topics.  

National Curriculum Links:  
• Use two or more programming 

languages, at least one of which is 
textual, to solve a variety of 
computational problems; make 
appropriate use of data structures 
(e.g. lists, tables, or arrays); design and 
develop modular programs that use 
procedures or functions  

• Understand several key algorithms 
that reflect computational thinking; 
use logical reasoning to compare the 
utility of alternative algorithms for the 
same problem  

• Understand simple Boolean logic 
(e.g. and, or, and not)   

• Create, reuse, revise, and repurpose 
digital artefacts for a given audience, 
with attention to trustworthiness, 
design, and usability  

 

Links to previous learning: 
Programming II follows on from the 
foundations built in ‘Programming I’. It is 
vital that learners complete ‘Programming 
I’ before beginning this unit. 
 

Links to further learning: 
Much like the topic before leaners will 
build upon their programming skills which 
will be used in every year at KS3. 
Programming skills will support learners if 
they choose to study Computer Science 
GCSE.  

National Curriculum 
Links:  
• Design, use, and evaluate 

computational abstractions 
that model the state and 
behaviour of real-world 
problems and physical systems  

• Undertake creative projects 
that involve selecting, using, 
and combining multiple 
applications, preferably across 
a range of devices, to achieve 
challenging goals, including 
collecting and analysing data 
and meeting the needs of 
known users  

 
Links to previous learning: 
This unit progresses learners’ 
knowledge and understanding of 
modelling data using a 
spreadsheet. The unit assumes that 
learners have little to no 
experience of using spreadsheets. 
 

Links to further learning: 
This unit allows learners to 
practice their computational 
thinking and problem-solving 
skills. These skills will be built upon 
in future programming topics and 
within smaller topic projects.  
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Knowing:   
Knowledge Checks using quizlet, 
quizizz and Socrative  
 
Summative Assessment Test 
 
Thinking:  
Independent Skills practice 
Modern day research and 
investigation. 
 
 
Communicating:  
Creating a group presentation, 
assessed with rubric. 

Knowing:   
Knowledge Checks using quizlet, 
quizizz and Socrative 
 
Summative Assessment Test 
 
Thinking:  
Modern day research and 
investigation. 
 
 
 
Communicating:  
Completion of lesson 
worksheets/progress journal  

Knowing:   
Knowledge Checks using quizlet, 
quizizz and Socrative 
 
Summative Assessment Test 
 
Thinking:  
Skills practice and independent 
creative choices made. 
 
 
Communicating:  
Creating a well-researched and 
effective blog.  

Knowing:   
Knowledge Checks using quizlet, quizizz 
and Socrative 
 
Summative Assessment Test 
 
Thinking:  
Skills practice and independent creative 
choices made. 
 
 
Communicating:  
Creating a program from a set of 
details. 

Knowing:   
Knowledge Checks using quizlet, quizizz 
and Socrative 
 
Summative Assessment Test 
 
Thinking:  
Skills practice and independent creative 
choices made. 
 
 
Communicating:  
Creating a program using the paired 
programming technique (peer assessed). 

Knowing:   
Knowledge Checks using quizlet, 
quizizz and Socrative 
 
Summative Assessment Test 
 
Thinking:  
Skills practice 
 
 
 
Communicating:  
Completion of lesson 
worksheets/progress journal 

 

 
Links Course: Y7 Computer Science 2021-22  KS3 Computer Science - BBC Bitesize https://members.gcsepod.com/login/ Scratch - Imagine, Program, Share (mit.edu)  

https://colin.campden.school/course/view.php?id=3476
https://www.bbc.co.uk/bitesize/subjects/zvc9q6f
https://members.gcsepod.com/login/
https://scratch.mit.edu/

