
SUMMARY CURRICULUM PLAN  
 

SUBJECT:  Computer Science YEAR GROUP: 7 

Subject content 
(what will be covered) 

As a result, what 
students should 

know/understand 

What students should 
be able to do 

How students will be 
assessed 

 CEIAG  
(Careers Education Information 
Advice and Guidance) 

 SMSC  
(Spiritual, Moral, Social, 
Cultural) 

By when  
(half term 1>6) 

 
Introduction to 
Computer Systems at 
The Downs  
Class routines and 
acceptable ICT use 
policy  
Baseline test. 
Basic MS Office skills 
 
 
 
 
 
 

How their school 
account works, network 
drives, printing, e-mail, 
OneDrive, acceptable 
use policy. 
Class routines and 
Homework habits. 
 
Basic Word skills (i.e., 
document with images 
and text, showing skills 
in layout, applying 
styles, font choices, etc.) 
Basic Excel skills (i.e., 
data entry and editing, 
basic formulae and 
functions, automated 
features and charts) 
 

Login to their account. 
Save work into their user 
area and move across to 
OneDrive. Send email 
and use the school 
printing network. 
Understand what they 
are allowed and not 
allowed to use their 
accounts for. 
Establish a basic 
standard of skills in 
Word and Excel. 
Demonstrate their 
overall skills, knowledge 
and understanding so 
far 

Baseline Test 
 
Various formative self and 
peer assessment activities 

 

 CEIAG  
Students will learn how 
transferable IT skills taught now 
are relevant throughout school 
career and beyond. 

 SMSC  
The importance of copyright, and 
organization policies and 
regulations; see school IT policy 

HT1  



 
 
 
Introduction to Scratch 
programming  
(Animate your name) 
 
 
 

What a block based 
programming language 
looks like and how to 
use basic commands 
from a number of 
command blocks.   

How to write basic 
animation scripts. Select 
or create appropriate 
Sprites to spell own 
name, select a 
background, include a 
variety of animation 
techniques. 

Formative assessment using 
peer feedback. 
 
Summative assessment on 
Scratch terminology 

 

 CEIAG  
Opportunities for class 
discussions on careers in the IT 
industry (design, artwork, 
programming, etc.). 

 SMSC  
Students develop skills for 
providing positive feedback, as 
well as constructive criticism on 
each other’s work. 

HT2 

 
 
Thinking Like a 
Computer Scientist 
Logic puzzles and 
BEBRAS Challenges 
Using Scratch to 
demonstrate basic 
Computer Science 
principles and 
programming 
techniques 
 

 
 
What Computational 
Thinking is. 
How to approach 
problems in a 
methodical way 
(applying Computational 
Thinking principles) 
including logic 
challenges or 
programming tasks. 
 
 
 

 
Apply abstraction, 
decomposition, pattern 
identification and 
algorithmic thinking 
when approaching 
problems. Being able to 
articulate how they 
break problems down, 
focus on the crucial 
parts and come up with 
stepped solutions. 
Producing drawing 
programs that 
demonstrate the above 
as well as illustrating 
uses of sequence (order 
of commands), selection 
(flow of commands and 
nesting), iteration 
(repetition) and modular 
design (blocking code). 

 
Summative participation in 
BEBRAS challenge 
 
Various formative 
assessment tasks.  
Key assessed homework. 
 

 CEIAG  
Careers in the IT industry and 
cross over with other areas 
where problem solving is 
essential (engineering, science, 
maths, etc.). 

 SMSC  
Students develop skills for 
receiving positive feedback, as 
well as constructive criticism and 
responding to this appropriately. 

HT3 



 
 
Game development in 
Scratch: the Pacman 
Programming Project 
 

 
The life-cycle of a 
programming project 
(design, development, 
testing, evaluation). Use 
a variety of 
programming 
techniques; many roles 
and responsibilities are 
involved in the 
development of a game. 

 
Design & develop a 
maze game using 
Scratch scripts. Show 
work across the stages 
of the project (design, 
implementation, 
evaluation). Explain 
some of their code. 
Evaluate their own game 
and also give 
constructive feedback to 
others. 

 
Formative assessment using 
peer feedback. 
Summative: teacher 
assessment of overall 
project outcome and 
formative feedback on 
performance in terms of  
project lifecycle stages 

 

 CEIAG  
Students begin to consider 
careers in Computer Games 
industry. 
Students are exposed and learn 
about the project-lifecycle 
(transferrable skills in the 
workplace). 

 SMSC  
Students learn about the 
importance of age rating (PEGI) 
in game design, as well as 
relevant legislation. 

 

HT4 

 
 
eSafety 
(Safer Internet Day 
2019) 
 
 
 

 
How to stay safe online. 
Various topics being 
dealt with, following the 
Safer Internet yearly 
activities and theme. 
Emphasis on: “Digital 
well-being” and “Digital 
footprint” 
 

 
Discuss e-safety topics 
and experiences; being 
able to articulate in 
various forms how their 
digital well-being is 
affected by the their 
digital activity and how 
they can be a positive 
role model of a 
responsible and aware 
digital citizen 

N/A 
(Please see assessment 
described under the Game 
development long project 
unit for this half term) 

 CEIAG  
Opportunities to discuss the 
impact of the Internet in a 
variety of career settings. 

 SMSC  
Students learn to about digital 
literacy, digital well-being and 
how to be a good “digital” 
citizen. 

 

 
 

 
Logos 

Graphics Design: Vectors 
 
 
 

 
Graphics editing skills 
using Adobe software 
(Fireworks/Illustrator) 

 
Use of Adobe Fireworks 
(text / shape 
manipulation and 
graphic effects). Bitmaps 
& Vectors 

Formative assessment using 
peer and teacher feedback. 
Summative assessment by 
teacher on graphics 
outcome 

 

 CEIAG  
Students learn about the impact 
of effective logos and advertising 
for success in business. 

 SMSC  
Students consider the effect of 
recognizable brands and logos on 
their purchasing decisions. 

HT5 



 
Computer Systems & 

Hardware 
 
 
 
 
 
 
 
 
 
 
 
 
 
BBC Micro:bits or other 
programming 
 
 
 

 
How far back the history 
of Computers goes with 
emphasis on pre-history 
(the Antikythera 
Mechanism).  
 
How to define the word 
computer and a 
computer system (input, 
process, output), where 
around us we can find 
computer systems, how 
to identify input and 
output devices, internal 
and external hardware.  
 
What a Micro:bit is, 
what their key features 
are; how to create and 
compile simple 
programs to run on a 
Micro:bit. Writing 
programs in new 
languages or on 
different platforms 

 
Able to relate their 
understanding of 
computer systems to the 
outside world; able to 
appreciate some 
significant landmarks 
and artefacts in the 
History of Computers 
(Big Picture); able to 
differentiate input from 
output and ideally 
storage devices (or 
mixed nature)  
 
 
 
Indicative skills: write 
programs that make use 
of input functions to 
output image/animation 
using LEDs, or other 
displays 

 
Summative assessment 
(short quiz on key terms) 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Formative assessment using 
peer feedback. 
 

 CEIAG  
Students learn transferrable IT 
skills and discuss how these can 
be used in the workplace. 

 SMSC  
Students begin to learn about 
some of the ethical issues 
surrounding computer privacy 
and the disposal of computer 
hardware. 
 
 

 CEIAG  
Students learn valuable 
programming skills which are 
used to make systems/games of 
their own. Opportunities for 
discussion into careers in the IT 
industry, in particular Software 
Development. 

 SMSC  
Students are now familiar with 
legislation surrounding IT, and 
are able to consider this when 
developing their own Computer 
Systems. 

 
HT6 

 


