
 
  

 Year 7 and Computer Science 

  
Autumn Term  

  
Spring Term  

  
Summer Term   

Half Term 1 
 
Unit/ Topic title: Introduction to Computing/ICT   
Learning weeks: 1 hour lesson every fourth nightly. 
1 lesson 
 

• What is computing?  
• How do I log on to: My account  
• My email  
• Show My Homework 

www.mrplahe.com 
www.teach-ict.com 

• What is a User Acceptance Policy?  
• How do I make files and folders on my user area?  

 Assessment: No assessment for this topic.  
 
 
Unit/ Topic title: E Safety Lesson  
 
Learning weeks: 1 hour lesson every fourth nightly. 
5 lessons 
 
Key learning (knowledge and skills):  

• Computer Viruses: Students will understand how 
computer viruses are transmitted, how to 
recognise them and how they can reduce their 
risks of downloading them   

• Passwords: Students will understand the 
importance of secure passwords.  They will learn 
a technique to help them create strong and 
memorable passwords to protect their school 
work and online privacy.   

• Digital Footprint: To encourage students to think 
about what they post online and how they are 
perceived through the digital footprints they create 
every day of their lives. 

 
 

Half Term 1/ Half Term 2 
 
Unit/ Topic title: Computer Hardware 
 
Learning weeks: 1 hour lesson every fourth nightly. 
4/5 lesson during the Spring Term 
 
Key learning (knowledge and skills):  

• Students will understand that computers come in 
many different forms.   

• They will be able to identify a range of input and 
output devices 

• Students will be able to identify some of the 
main components that are inside a computer 
case and identify their purpose within a 
computer system 

 
• Students will be able to identify why a computer 

system requires memory.  They will be able to 
explain the difference between memory and 
storage. 

• Students will be able to choose an appropriate 
computer system for a given scenario.  They will 
be able to explain and justify their choice of 
options. 

• Find out about ‘Moore’s Law’ and how it affects 
the future development of CPUs 

 
 
 
 
 
 
 
 
 
 
 
 
 

Half Term 1/ Half Term 2 
  
Unit/ Topic title: Programming with Scratch 
 
Learning weeks: 1 hour lesson every fourth nightly. 
5 lesson during the Summer Term 
 
Key learning (knowledge and skills):  

• Students will write a program to animate a 
sprite.  They will use an event to trigger the 
program and include ‘wait’ commands to make 
the program run in a timely manner. 

• Students will use a block based program to 
move a sprite around a maze.  They will 
include collision detection and responsive 
messages to inform the user what is 
happening. 

• Students will use a code block based program 
to create a simple shark and fish game.  They 
will include multiple sprites, random 
movements, collision detection and a variable 
to keep track of the score 

• Students will write a basic plan for the game 
that they wish to develop.  They will begin to 
develop their game based upon their design 

• Students will continue to program their games.  
They will take account of feedback provided in 
order to make future improvements. 

 
 
 
 
 
 
 
 
 
 
 
 

http://www.mrplahe.com/
http://www.teach-ict.com/


 
 
National Curriculum Strand: Digital Literacy 
Students should understand a range of ways to use 
technology safely, respectfully, responsibly and securely, 
including protecting their online identify and privacy 
 
Assessment:  
Activities and homework task(s) 
Topic 1: 

1. Be able to explain what a computer virus is and 
how it is spread.  

2. Be able to suggest three different methods to 
avoid getting a computer virus. 

3. Be able to explain why updates to anti-virus 
software are necessary.  

Topic 2: 
Understand why passwords should not be shared   
Create a strong and memorable password 
Research different methods of cracking passwords 
Topic 3: 

1. Understand what is meant by a ‘digital footprint’  
2. Be able to identify who might wish to access and 

make use of their digital footprint.   
3. Be able to offer a number of different solutions to 

ensure their digital footprint remains positive 
 
Key vocabulary:   
Virus, internet, data loss, attachment, download, anti-
virus software.  
Password, security, password protection, verification, 
privacy, password cracking.  
Digital footprint, social media, online presence, cookie, 
cache 
 
 
Key websites and media to support learning: 
www.teach-ict.com 
www.mrplahe.com 
https://password.kaspersky.com/ 
 
 
 
 
 
 

National Curriculum Strand: Digital Literacy 
Understand the hardware and software components that 
make up computer systems and how they communicate 
with one another and other systems. 
Understand how instructions are stored and executed 
within a computer system 
 
Assessment levels: 
Activities and homework and written exam questions. 
Multiple choice, short questions and 1 long question. 
Topic 1: 

1. Be able to identify at least two input and output 
devices 

2. Be able to identify a range of input and output 
devices and know the suitability of devices for 
different tasks. 

3. Be able to comprehensively explain the 
difference between an input and an output 
device.  They will be able to identify a range of 
input and output devices for items not covered in 
the lesson e.g. cars, traffic light systems 

 
Topic 2: 

1. Be able to identify at least two components 
inside the computer case and briefly state their 
purpose 

2. Be able to identify at least five components 
found inside the computer case and briefly 
describe their purpose.  They will also be able to 
describe the role of the CPU in a computer 
system. 

3. Be able to explain most of the major 
components inside the computer case and 
confidently explain their purpose.  They will have 
a clear understanding of the role of the CPU. 

Topic 3: 
1. Be able to identify at least three storage devices 
2. Be able to explain the difference between 

memory and storage have a clear understanding 
of the role of RAM in a computer system.   

3. Be able to identify that there are different 
technologies used for particular storage media 
i.e. magnetic, optical, and flash. 

 
Topic 4: 
 

1. Choose a computer system and identify some of 
the key components 

National Curriculum Strand Computer Science 
Use two or more programming languages, at least one 
of which is textual, to solve a variety of computational 
problems. 
 
Assessment levels: 
Activities and assessment of final project 
 
Topic 1: 

1. Create a simple script which will use an event 
to run a program, switch between costumes 
and incorporate ‘speech’ 

2. Effectively use ‘wait’ commands to synchronise 
movement with text.  Will include appropriate 
use of sound. 

3. Use what they have learned to independently 
write a script simulating a conversation 
between two sprites. 

Topic 2: 
1. Import a new background and use simple 

coding blocks to move their sprites around the 
screen. 

2. Use nested Ifs and forever loops to move their 
sprites around the screen.  They will use 
collision detection and responsive messages to 
stop the game and inform the user what has 
happened.  They will gain a basic 
understanding of grid positions used within 
Scratch. 

3. Have a comprehensive understanding of co-
ordinates and grid positions within Scratch.  
They will improve their program by adding 
additional features such as sound, costume 
changes etc  

Topic 3: 
1. Include at least two different sprites in their 

game.  One sprite will follow the mouse pointer 
when moving whilst the other will include some 
aspects of random movement.  

2. Include multiple sprites which move randomly 
around the screen.  They add collision 
detection so that the sprites hide when touched 
by another object.  They include a variable to 
keep track of the score.   

3. Independently write the code to include an 
enemy fish which, when touched, decreases 
the score.  They will add sound effects which 
trigger when an action takes place. 

http://www.teach-ict.com/
http://www.mrplahe.com/
https://password.kaspersky.com/


Half Term 2 
 
Unit/ Topic title: Flowcharts 
 
Learning weeks: 1 hour lesson every fourth nightly. 
3 lessons 
 
Key learning (knowledge and skills):  
Topic 1: Know what a flowchart is 
Know why a flowchart is used 
Be able to recognise symbols used in a flowchart 
Topic 2: I will know how to use the input/output and delay 
symbols in a flowchart 
I will be able to convert an algorithm into a flowchart 
 
National Curriculum Strand: Computer Science 
Design, use and evaluate computational abstractions that 
model the state and behaviour of real-world problems and 
physical systems. 
 
Assessment:  
Activities and homework task(s) 
Topic 1: 

1. Be able understand how a flowchart works 
2. Be able to draw a simple flowchart making use of 

correct symbols 
3. B able to create a comprehensive flowchart that 

describes a problem 
Topic 2: 

1. Attempt to convert an algorithm into a flowchart.  
There may be inaccuracies or errors 

2. Be able to convert an algorithm into an accurate 
flowchart with only minor errors. 

3. Be able to accurately develop an algorithm into a 
flowchart and find ways to improve its efficiency 
and effectiveness 

 
Key vocabulary:   
Flowchart, algorithm, process, instructions, symbol, 
terminator, flow line, decision box, input, output  
 
Key websites and media to support learning: 
www.teach-ict.com 
www.mrplahe.com 
https://password.kaspersky.com/ 
 

2. Choose an appropriate computer system and 
explain the reasons behind their choice 

3. Be able to compare and contrast different 
computer systems and clearly justify why their 
choice of components are the most suitable 
options for the given scenario. 

 
Key vocabulary:   
Hardware, input device, output device, peripheral, data, 
instruction  
Hardware, peripheral, components, motherboard, CP, 
RAM, bus, instruction, data, RAM, bus, Gigahertz, core. 
Hardware, computer system, instruction, software, 
memory, RAM, CPU, volatile memory, storage, 
magnetic, optical, solid state. 
Hardware, computer system, input device, output device, 
memory, storage, CPU 
 
Key websites and media to support learning: 
www.teach-ict.com 
www.mrplahe.com 
 
 
 

Topic 4: 
1. Create a simple design plan for their game.  

They will include details about the background, 
sprites, aims of the game etc.  They will begin 
to code their game, mostly following their plan.   

2. Create a clear design plan with some examples 
of code blocks that they intend to use.  Their 
game will make good use of the skills learned 
during the previous three lessons.  They will 
use efficient code such as Forever loops, 
IF…Then conditions etc. They will use a limited 
number of techniques in their code e.g. 
collision detection, wait commands etc. 

3. Create a detailed design plan which shows a 
clear understanding of their game concept.  
Sketches are detailed and well annotated and 
comprehensive examples of code blocks are 
included.  They will use a wide range of 
techniques in their code e.g. collision detection, 
random numbers, good use of wait commands 
etc. 

Topic 5: 
1. Continue to develop their game.  Peer assess 

another students’ game and provide honest, 
critical feedback about the game playability and 
potential improvements.   

2. Regularly check their code for errors and 
attempt to solve problems before requesting 
assistance.  They will adapt and improve upon 
their game design throughout the lesson.   

3. Problem solve with no assistance.  They will 
add additional game features which were not 
taught during the skills lessons e.g. timer. 

 
Key vocabulary:   
Program, Scratch, backdrop, sprite, event, wait 
command  
Program, Scratch, backdrop, sprite, event, collision 
detection, forever loop, IF…THEN condition, import, 
shrink, rotation,  collision detection, variable, delay 
program, Scratch, peer review, development 
 
Key websites and media to support learning: 
www.teach-ict.com 
www.mrplahe.com 
 

 

http://www.teach-ict.com/
http://www.mrplahe.com/
https://password.kaspersky.com/
http://www.teach-ict.com/
http://www.mrplahe.com/
http://www.teach-ict.com/
http://www.mrplahe.com/

