
9

7

8

KS3 Computing

The national curriculum for computing aims to ensure that all pupils can understand and apply the fundamental principles and concepts 
of computer science, including abstraction, logic, algorithms and data representation; can analyse problems in computational terms, and 
have repeated practical experience of writing computer programs in order to solve such problems; can evaluate and apply information 

technology, including new or unfamiliar technologies, analytically to solve problems and are responsible, competent, confident and 
creative users of information and communication technology.

Creating custom 
animations using 
Blender and an 

introduction to cyber 
security

Cybersecurity –
How do we 

keep data safe?

Representations 
– from clay to 

silicon

Conversion between 
decimal and binary, 
and introduction to 

Python programming

Writing and 
executing 

programs in 
Python

HTML Tags 
and Web 
Pages

Development for the 
Web -

AI, revisiting Scratch, 
searching the web & 

growth of the internet

Code, 
subroutines, 
loops & lists

Creating a translation 
quiz project, path 
operations and 

investigating aspects 
of technical graphics

Design vector 
graphics

Programming 
essentials

Functions of 
spreadsheets, 

conditional formatting 
and basic formulae

. 

Impact of 
technology

Gaining support for a 
cause – Using 
presentation tools, use 
of images, licensing & 
copyright

Project work –
Blog writing 

and promoting 
a cause

Autumn Term

Spring Term

Summer Term

“Computers themselves, and software yet to be developed, will 
revolutionize the way we learn.”
Steve Jobs

Introduction to 
spreadsheets

Computing 
systems

The world 
of 

animation


