Computing at LHS

The journey: from digital foundations to future pathways

Each stop builds the knowledge, confidence and creativity needed for the next stage.
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Year 7 Computing at LHS

Year 7 pathway overview

Pupils begin by becoming confident and safe users of school systems, then learn how to model data in spreadsheets, before developing programming logic through Scratch.

o Start safely

Access Office 365, use school systems responsibly,
search effectively, and report online concerns.

HT1 HT2 HT3 HT4 HT5

Topic 1

e Model data

Use rows, columns, formulae, functions, charts and
conditional formatting to analyse real-world data.

e Create programs

Use sequencing, variables, selection, operators and
iteration to build and debug programs in Scratch.

Topic 2

Topic 3 HT&

0 Using computers safely

Pupils are introduced to the school network, Office 365 and
responsible online behaviour.

« Baseline test: identify starting points

» E-safety, passwords and school systems

* Internet vs World Wide Web

« Searching efficiently and spotting fake news

+ Choosing the right Office application

» Assessment on safe and efficient computer use

Q Spreadsheet Modelling

Pupils learn how spreadsheets can model data and answer
“what-if?” questions.

* Rows, columns, cells, ranges and formatting

» Formulae, cell references and autofill

» Primary and secondary data collection

* Charts and functions: SUM, MAX, MIN, COUNTA
» COUNTIF, AVERAGE, IF, sort and filter

» Assessment using real world data sets

e Programming Essentials in Scratch

Pupils develop computational thinking by building, testing
and debugging programs.

» Sequencing instructions in order

« Variables and input/process/output

» Selection using conditions

» Comparison and logic operators

» Count-controlled iteration

» Assessment: design a dance move game

Year 7 * From safe systems to creative coding




Year 8 Computing at LHS

Year 8 pathway overview

Pupils build their understanding of how digital systems work, how data travels, how systems are protected and how vector graphics are created.

o Understand systems

Explore binary, ASCII, image representation,

sound sampling and machine code.

e Connect devices

Study networks, protocols, hardware,
bandwidth, packets and internet services.

e Protect data

Learn about data collection, cyber risks,
social engineering, malware and defences.

e Create vectors

Use shapes, paths, nodes and SVGs to
make scalable digital graphics.

Year
8 0_0_0_0_0_0
Topic 1 Topic 2 Topic 3 Topic 4
p
Understanding Data Security and

Computers

Computer systems and data
representation.

» Count in binary and understand bits
» Use ASCII to represent text

« Explore pixels, RGB, metadata and
resolution

* Understand sound sampling

« Study opcodes, machine code and
instructions

e Networks and Protocols

How devices connect and communicate.

* Protocols and networked devices
 Cables, hubs, servers and routers

* 3G, 4G, 5G, wired and wireless networks
* Bandwidth and suitable network choices
» Packets, TCP/IP and internet services

Cybersecurity

Protecting data and systems.

+ Data collection and data protection

» Cybercriminals and data value

» Social engineering and scams

» Malware, bots and cyber attacks

» Defence planning with limited resources

e Vector Graphics

A creative design endpoint for Year 8.

» Create vector shapes and icons

* Use fills, strokes and path operations
» Group, align, distribute and edit nodes
* Understand SVG structure

» Showcase and improve final work

Year 8 * From systems knowledge to secure and creative digital products




Year 9 Computing at LHS

Year 9 pathway overview

Pupils apply their computing skills to client briefs and creative projects before developing confidence with Python problem-solving.

o Design for a client

Apply design rules, plan visually and create professional
digital graphics for a real brief.

HT1 HT2 HT3 HT4 HT5

Topic 1

e Build a game

Use Construct 2 to create sprites, events, variables,
mechanics and tested gameplay.

6 Code in Python

Develop text-based programming confidence through
lists, loops, strings and mini-projects.

Topic 2

Topic 3 HT6

0 Graphic Design and Manipulation

Pupils create, reuse, revise and repurpose digital artefacts
for a client brief.

» [dentify what makes good design

*» Use Serif DrawPlus and advanced tools

» Plan with mind maps, mood boards and visualisation
diagrams

» Create a product for a real-world client brief

» Review, evaluate and improve through feedback

Advanced Game Programming in
Construct 2

Pupils design and develop a fully functioning game using
professional project routines.

» Sprites, behaviours and movement

* Events, actions and if-this-then-that logic

» Pseudocode, decomposition and debugging

* Variables for health, time, score and ammo

» Gameplay mechanics and experimentation

» Extended project: design, develop, test and refine

e Python Coding

Pupils use Python to solve problems, manipulate data and
complete mini-projects.

» Output, input, arithmetic and selection

» Lists: add, remove, modify, count and search

» While loops, strings and repeated actions

* For loops using text and numerical data

» Choose a mini-project and develop a solution

» Assessment: apply Python knowledge independently

Year 9 ¢ Preparing pupils for Creative iMedia & GCSE Computer Science pathways at Key Stage 4
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