
 

KS3 ICT Curriculum Overview 2021-22 

  Year 7 Year 8 Year 9 

Term 1 

Basic ICT Skills 

This unit will introduce 

students to the basics of the 

computer system; popular 

software and basic skills in 

those pieces of software. 

This term also encompasses 

CAT tests 

Baseline tests—online 

 

 

 

 

 

 

 

 

Computing Systems 

This unit takes learners on a 

tour through the different 

layers of computing systems: 

from programs and the 

operating system, to the 

physical components that store 

and execute these programs, 

to the fundamental binary 

building blocks that these 

components consist of.  

The aim is to provide a concise 

overview of how computing 

systems operate, conveying the 

essentials and abstracting away 

the technical details that might 

confuse or put off learners. 

End of unit knowledge check 

via Oak Academy (or Teach 

Computing) and MS TEAMS 

 

Computer Crime and Cyber 

Security 

This unit takes the learners on an eye-

opening journey of discovery about 

techniques used by cybercriminals to 

steal data, disrupt systems, and infiltrate 

networks. The learners will start by 

considering the value of their data to 

organisations and what they might use it 

for. They will then look at social 

engineering techniques used by 

cybercriminals to try to trick users into 

giving away their personal data. The unit 

will look at the more common 

cybercrimes such as hacking, DDoS 

attacks, and malware, as well as looking 

at methods to protect ourselves and our 

networks against these attacks.  

End of unit knowledge check via Oak 

Academy (or Teach Computing) and MS 

TEAMS 

 

Term 2 

Organisation 

This unit gives pupils an 

introduction to using the 

school network and includes 

aspects of folders and files, and 

graphics, e-safety is included 

within the unit.  

End of unit knowledge check 

via EduSchemes, Seesaw and 

MS TEAMS 

 

 

 

Representation 

This unit conveys essential 

knowledge relating to binary 

representations. The activities 

gradually introduce learners to 

binary digits and how they can 

be used to represent text and 

numbers. The concepts are 

linked to practical applications 

and problems that the learners 

are familiar with. 

End of unit knowledge check 

via Oak Academy (or Teach 

Computing) and MS TEAMS 

 

Media Animations 

Films, television, computer games, 

advertising, and architecture have been 

revolutionised by computer-based 3D 

modelling and animation. In this unit 

learners will discover how professionals 

create 3D animations using the industry-

standard software package, Blender.  By 

completing this unit learners will gain a 

greater understanding of how this 

important creative field is used to make 

the media products that we consume. 

Sessions will take learners through the 

basics of modelling, texturing, and 

animating; outputs will include 3D 

models, short videos, and VR. Links are 



made throughout to computer science, 

computational thinking, and the world 

of work. 

End of unit knowledge check via Oak 

Academy (or Teach Computing) and MS 

TEAMS 

Term 3 

Communication 

They will develop basic and 

advanced communication 

techniques through 

independent development of a 

professional presentation 

suitable for a specific audience 

and purpose. 

End of unit knowledge check 

via EduSchemes, Seesaw and 

MS TEAMS 

 

 

Visualisation 

In this unit they move into the 

modern, trendy world of the 

'infographic' by analysing 

existing graphics and creating 

their own for a concert  

End of unit knowledge check 

via EduSchemes, Seesaw and 

MS TEAMS 

 

 

 

Data Science 

In this unit, learners will be introduced 

to data science, and by the end of the 

unit they will be empowered by knowing 

how to use data to investigate problems 

and make changes to the world around 

them. Learners will be exposed to both 

global and local data sets and gain an 

understanding of how visualising data 

can help with the process of identifying 

patterns and trends. 

End of unit knowledge check via Oak 

Academy (or Teach Computing) and MS 

TEAMS 

Term 4 

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. 

End of unit knowledge check 

via Oak Academy (or Teach 

Computing) and MS TEAMS 

 

 

Introduction to Python 

This unit introduces learners to 

text-based programming with 

Python. The lessons form a 

journey that starts with simple 

programs involving input and 

output, and gradually moves 

on through arithmetic 

operations, randomness, 

selection, and iteration. 

Emphasis is placed on tackling 

common misconceptions and 

elucidating the mechanics of 

program execution.  

A range of pedagogical tools is 

employed throughout the unit, 

with the most prominent being 

pair programming, live coding, 

and worked examples.  

End of unit knowledge check 

via Oak Academy (or Teach 

Computing) and MS TEAMS 

Python Next Steps 

This unit introduces learners to how 

data can be represented and processed 

in sequences, such as lists and strings. 

The lessons cover a spectrum of 

operations on sequences of data, that 

range from accessing an individual 

element to manipulating the entire 

sequence. Great care has been taken so 

that the selection of problems used in 

the programming tasks are realistic and 

engaging: learners will process solar 

system planets, book texts, capital cities, 

leaked passwords, word dictionaries, 

ECG data, and more. 

A range of pedagogical tools are 

employed throughout the unit, with the 

most prominent being pair 

programming, live coding, and worked 

examples.  

End of unit knowledge check via Oak 

Academy (or Teach Computing) and MS 

TEAMS 



Term 5 

Modelling 

The unit develops an 

understanding of the basic 

concepts of modelling by 

including cell referencing, 

spreadsheet basics, and the 

comparison of spreadsheets 

with manual models.  

End of unit knowledge check 

via EduSchemes, Seesaw and 

MS TEAMS 

 

 

 

 

 

 

 

Networks and 

Semaphore 

This unit begins by defining a 

network and addressing the 

benefits of networking, before 

covering how data is 

transmitted across networks 

using protocols. 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. 

End of unit knowledge check 

via Oak Academy (or Teach 

Computing) and MS TEAMS 

Spreadsheet Modelling 

The unit further develops an 

understanding of the concepts of 

modelling by including Formulae and 

functions, Conditional formatting, 

Whatif scenarios, COUNTIF, 

Representing data in a suitable graphical 

format, Importing RAW data and 

converting CSV files.  This is in 

preparation for BTEC DIT Component 2 

in Year 11 

 

End of unit knowledge check via PG 

Online and MS TEAMS 

 

 

 

 

 

Term 6 

Visual programming 

This unit leads pupils through 

the development of a 

standalone maze game 

including keyboard sprite 

control, following algorithms, 

flowcharts, coordinates and 

documentation.  

End of unit knowledge check 

via EduSchemes, Seesaw and 

MS TEAMS 

 

 

 

 

 

 

Games Programming 

In this unit pupils will be 
introduced to the Scratch 

programming environment and 
begin by reverse-engineering 

some existing games. They will 
then progress to planning and 
developing their own games, 

learning to incorporate 
variables, procedures (using 
the Broadcast function), lists 

and operators. They should be 
able to create a fully working 
game with lives, scoring and 

some randomisation of objects. 
Finally they will learn to test 
and debug their programs. 

 
End of unit knowledge check 

via PG Online and MS TEAMS 

 

Theory 

Preparation for BTEC National DIT 

course. 

This includes: Modern Technologies and 

their impact on society, Threats and 

Cyber Security, The Wider Implications 

of ICT and Planning and Communicating. 

Theory for Component 3 

 

 

 

 

 

 

 

 

 



KS4 ICT Curriculum Overview  2021-22 

  Year 10 ICT Year 11 ICT 

Term 1 

  

  

  

Term 2 

BTEC Level 1/Level 2 Tech Award in 

Digital Information Technology 

Students will select and investigate two different 

types of user interface. They will assess how: 

 Effectively the user interface meets the 

audience's requirements, including their        

accessibility needs, skills level and               

demographics 

 Effectively different design principles have been 

used to allow both appropriate and 

effective user interactions with hardware  

devices 

 techniques have been used to allow     different 

types of users to efficiently interact with 

the interface. 

 Assessment via homework tasks and 

completion of KnowItAllNinja 

worksheets 

 Homework to be completed in homework 

booklets and MS TEAMS 

BTEC Level 1/Level 2 Tech Award in 

Digital Information Technology 
Students will investigate the role and impact of 

using data on individuals and organisations: 

  

 Assess data collection methods and features 

used and how they affect the quality of 

data and decision making in two sectors, 

drawing detailed justified conclusions.  

 Discuss data collection methods and features 

used and how they affect the quality of 

data and decision making in two sectors, 

drawing justified conclusions.  

 Explain how data collection methods and their 

features affect the quality of data across 

two sectors, with relevant examples. 

Explain how data is used to make 

decisions across two sectors, with relevant 

examples.  

 Select and use relevant methods to effectively 

and accurately  manipulate data and 

produce a fully efficient and 

comprehensive dashboard.  

 Select and use relevant methods to effectively 

and accurately manipulate data and 

produce an effective dashboard that 

clearly summarises data.  

 Select and use methods to carry out some 

manipulation of data, which is largely 

accurate.  Produce an appropriate 

dashboard that clearly summarises data.  

 Assessment via homework tasks and 

completion of KnowItAllNinja 

worksheets and MS TEAMS 

 Homework to be completed in homework 

booklets and MS TEAMS 



 

Term 3 

 Students will investigate different project 

planning techniques. Students will: 

 Select appropriate project planning tools and 

methodologies to create a project plan, 

including outlining the timescales, possible 

constraints and risks in their project 

 produce an initial design for a user interface that 

meets user, input, output and              

accessibility needs. Their initial design 

should show the designs for at least four 

different screens in their user interface. 

 Students will follow their plan and create a user 

interface. Students will then: 

 obtain feedback from potential users and refine 

the user interface until it is complete, 

evaluate the strengths and weaknesses of 

their user interface, evaluate the strengths 

and weaknesses of their project plan. 

 Assessment via homework tasks and 

completion of KnowItAllNinja 

worksheets and MS TEAMS 

 Homework ensures work is up to date. 

 Assess the effectiveness of the dashboard’s 

presentation of data and how it affects 

the conclusions drawn and the 

recommendations made, using justified 

examples.  

 Analyse how the dashboard’s presentation of 

data influences the conclusions drawn and 

the recommendations made, using 

relevant examples. Use the dashboard to 

draw conclusions, with some appropriate 

recommendations.  

 Explain the methods used to present data so 

that it can be clearly Understood, with 

detailed examples.  

 Assessment via homework tasks and 

completion of KnowItAllNinja 

worksheets and MS TEAMS 

 Homework will be to ensure work is up to 

date. 

Term 4 

Term 5 

Students will investigate the role and impact of 

using data on individuals and organisations: 

 Assess data collection methods and features 

used and how they affect the quality of 

data and decision making in two sectors, 

drawing detailed justified conclusions.  

 Discuss data collection methods and features 

used and how they affect the quality of 

data and decision making in two sectors, 

drawing justified conclusions.  

 Explain how data collection methods and their 

features affect the quality of data across 

two sectors, with relevant examples. 

Explain how data is used to make decisions 

across two sectors, with relevant examples. 

 Assessment via homework tasks and 

completion of KnowItAllNinja 

worksheets and MS TEAMS. 

Component 3.  

Effective Digital Working Practices  

 Modern technologies 

 Impact of modern technologies 

 Cyber security 

 Threats to data 

 Prevention and management of threats to data  

 The wider implications of digital systems 

 Legal and ethical 

 Planning and communication in digital systems 

 Forms of notation  

 Assessment via homework tasks and 

completion of KnowItAllNinja 

worksheets and MS TEAMS 

Term 6 STUDY LEAVE 


