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Vision  
We are committed to  creating a safe, happy and enriching environment where we all  aspire to 

thrive, achieve and celebrate success together.  

Our aim is to promote the dignity and well -being of every child and staff member and ensure they 

flourish in the course of their journe y with us.  

 

Values  

Our core Christian values of Hope, Wisdom, Community and Joy underpin all that we strive to 

achieve to enable our ôlight to shine before othersõ Matthew 5 v 16  

Curriculum Intent  
We nurture and develop kind, caring and considerate young people. Our curriculum purposefully 

imparts wisdom, nurtures talent and encourages pupils to become active, compassionate and 

lifelong learners. We enable  everybod yõs light to shine and empower them to be their best and 

nothing less.  

We take a precise  approach to designing our curriculum  and each subject designs 

an  experience for pupils that  

¶ is vertically sequenced , reinforcing and building  upon  prior knowledge.  

¶ it is logical , p resented in an order that makes sense, get ting  gradually more challenging  

and helps student s avoid forgetting what they have learnt  and g oes beyond the 

requirements of the national curriculum .  

¶ is knowledge , experience and opportunity  rich, building both substantive and disciplinary 

knowledge, as well as the individual as a whole . 

¶ is aspirational whilst still differentiated. It stretches pupils, who  regularly think hard around 

big issues 

¶ develops the individual  to prepare them to be li terate, numerate and successful in the next 

phase of their education ; encouraging curiosity, independence and responsibility.  

¶ is relevant  to them, as well as the evolving world and workplace   

¶ responds to pupilsõ concerns. 

¶ will achieve high levels of retain ed knowledge  
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For individuals where the curriculum does not meet their needs we offer high levels of 

individualisation and personalisation . 

Our core Christian values underpin  our curriculum. Our curriculum content, teaching approaches 

and rewards systems recognise and promote the following core learner characteristics:  

 

Wisdom  
Learner  

Characteristics  

 
Community  

Learner 

Characteristics  

Fostering discipline  

Developing talents  

Seeking knowledge  

Problem solving  

Questioning  

Seeking help  

Listening  

Leadership  

Self-control  

Building relationships  

Developing 

character,  

Enabling people to 

flourish together  

Taking part  

Politeness 

Empathy  

Respect for others  

Supporting others  

Praising oth ers 

    

Hope  
Learner  

Characteristics  
Joy  

Learner 

Characteristics  

Coping wisely with 

disappointment  

Opening horizons  

Seeking healing  

Repair & renewal  

Ambition  

Optimism  

Positivity 

Risk taking 

Learning from failure  

Building resilience  

Enabling flourishing  

Developing 

confidence  

I cané 

Enthusiasm 

Resilience  

Self-belief  

Creativity  

Pride in 

achievement  

 

 

 

 

 

 

 

 



 
 

 

 
 
 

Our Art curriculum at Selwood Academy is rich in skills and knowledge to allow our students to 
excel practically, intellectually and aesthetically. We provide an environment that allows pupils 

to explore their creative potential to its fullest extent and give pupils the opportunity to respond 
creatively and personally. Pupils are taught using the formal elements of Art and Design as well 

as exploring different types of media, techniques and processes. Furthermore, we equip the 
pupils with the skills to analyse and describe artists and crafts-persons, which informs their own 
work. We endeavour to inspire and promote Art through extra-curricular activities such as the 

!Ǌǘ Ψ{ƘƛƴŜΩ ƎǊƻǳǇǎ ŀƴŘ ŜȄǘŜǊƴŀƭ ǘǊƛǇǎ ǘƻ ŜȄƘƛōƛǘƛƻƴǎΦ 
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 TERM 1 TERM 2 TERM 3 TERM 4 TERM 5 TERM 6 

Yr5 
KS2 

          Changes 
(KS2)NCς 1,2,4,6 

  Changes Cont -Sunsets and Trees 
  NC- 1,2, 4, 5,6. 
 

   Graphics- 1 Point Pers. 
NC- 1, 2, 4, 6 

 

       Land Art 
        NC-1, 4, 5, 6 
 

David Hockney  
NC- 1,2, 4, 5,6 

IƻŎƪƴŜȅΩǎ ƭŀƴŘǎŎŀǇŜǎκ 
Clay mark-making  
NC- 1,2, 4,5,6 

Lea
rni
ng 
Foc
i: 

¶ Colour wheel, 
Primary, and 
secondary colours 
(Paint) 

 

¶ Leaf rubbings/ 
Frottage/ collage 
 

¶ Autumn Colours 
 

¶ DŜƻǊƎƛŀ hΩYŜŜŦŦŜ 
 
 
 

¶ Media- soft pencils, 
coloured pencils, 
 

 
 

 

¶ ¢ǳǊƴŜǊΩǎ ǎƪƛŜǎ 

¶ Colour mixing, painting 
skills.  

¶ Line drawings of trees. 

¶ Final picture of sunset 
painting with silhouette 
drawings of trees 

 
 
  
 
 
 
  
Media- watercolour paints, black 
pens, pencils,  

¶ Shapes 

¶ Key-words-
Vanishing point, 
perspective, tone 

¶ 1.Point 
Perspective 

¶ Tone- using 
coloured pencils 

¶ Drawing 
skyscrapers 

¶ Graphic flat 
colour-  
 
 
Media-rulers, 
colouring pencils, 
cardboard, 
pencils, felt tips  

¶ Natural objects 
Lines, shapes 
and patterns 

¶ compositions 
and collage  

¶ Looking at the 
work of Andy 
Goldsworthy 
and other land 
artists  

¶ Photography 

¶ collage 

¶ Mark-making  
 
Media-Clay 
relief tile- 
collage, 
photography. 

¶ Mark-making 

¶ Pencil mark-
making 

¶ Coloured 
pencil mark-
making 

¶ Research page 
on David 
Hockney 

¶ Keywords  

¶ Landscape 
photography  

 
 
Media ς  pencils, 
coloured pencils, ipads  

¶  mark ς making 

¶ Pencil mark-
making  

¶ Colour pencils 

¶ Landscapes 
using mark-
making. 

¶ Clay mark-
making 

¶ Keywords and 
critical 
evaluation  

 
 
Media ς soft pencils, 
clay.  

Yea
r 6 
KS2 

Bugs/ Insects 
NC-1,2, 3, 4, 5. 

Patterned Tiles 
NC-1,2 ,3,4,5,6. 

Kitchen Utensils (cutlery) 
NC-1,2,4, 5 
 

Still- life,White Shapes 1  
(SATS) 
NC-1,2,4,5,6 

Still-life,White Shapes2 
(SATS)  
NC-1,2, 4,5,6 

Seascape Collages 
 
NC -1,2,4,5 ,6 

Lea
rni
ng 
Foc
i: 

¶ Line drawings 
techniques 
(continuous line- 
drawing) of bugs and 
insects 

¶ Pen/pencil 

¶ 3-D black wire of 
insect/bug 

¶ Mono-printing 

¶ Alex Konahin 

¶ Kurt Jackson  
 

¶ Arts and Crafts movement 

¶ Drawings/studies of 
flowers, fruit and veg 

¶ Shape/ tone/pattern/paint
ing/ 

¶ printing 

¶ Selection and repeat 
pattern leading to 

¶ Tile design  

¶ Christmas Lantern making. 
Media- (Tiles) square card, felt 
tips, coloured card. 
 

¶ Continuous line 
drawings of 
cutlery/ kitchen 
utensils 

¶ Line, shape/ 

¶ composition 

¶ Positive /negative 
spaces 

¶ Magritte 

¶ Jim Dine  

¶ Mono-printing  
 

¶ Drawings of still 
life-Kitchen 
items, tonal 
white shapes 

¶ line, shape, 
tone. PENCIL  
composition 

¶ /Giorgio 
Morandi 

¶ John Helion  
  

 

¶ Drawings of 
still life-
Kitchen items, 
tonal white 
shapes 

¶ line, shape, 
tone. OIL 
PASTELS  

¶  composition 

¶ /Giorgio 
Morandi 

¶ John Helion  

 

¶ Textured 
Drawings 

¶ Mark-making  

¶ Tone 

¶ Colour arranging 

¶ Collage 

¶ Composition  
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 TERM 1 TERM 2 TERM 3 TERM 4 TERM 5 TERM 6 

Media- collage, black pens, 
black wire 
Research page on Kurt 
Jackson 
 

Research page on Arts and crafts  Research page ς 
Jim Dine  

Media- mono-
printing, coloured 
pens, A4 and A3 
paper. 

Research page ς 
Giorgio Morandi  
  
Media- Soft pencils  

¶ Research page 
-John Helion  

¶ Media- Oil 
Pastels  

 

7 
KS3 

      1.Point Perspective  
NC KS3- 1, 2, 4, 5, 6,7 

1. Point Perspective 
Landscapes  

NC ς 1, 2, 3, 4, 5, 6 

Still Life ςProportions  
NC- 1, 2, 4, 6,7 

Still life- Michael 
Craig- Martin  
NC-1, 2, 4, 6. 

   Portraits 
NC- 1,2, 4,5,6,7 

Portraits cont  
NC-1,2,4,5,6,7 

Lea
rni
ng 
Foc
i: 

¶ 1 Point Perspective 

¶ Street scene 

¶ Tone/ shading 
/textures/comp 

¶ Look at Impressionist 
painting styles 

¶ 1- point perspective 
in Impressionist 
landscape paintings 

¶ Mark making in oil 
pastel/ paint 

¶ Colour mixing 

 
 
Media- rulers, colouring 
pencils Oil pastels  

 

¶ Research into 
Impressionism 

¶ Mark -making- 

¶ Oil pastels and  

¶ Painting  

¶ Drawing 1.point 
perspective landscapes  

¶ Using Impressionism  
 
Christmas Lantern-making 
(3-D)Research page(double page 
on Impressionism) 

 
Media- rulers, pencils, oil 
pastels,  

¶ Shape 

¶ Composition 

¶ Scale  

¶ In and Out of 
Proportion  

¶ Drawing, painting 

¶ Shape/compositi
on/  

¶ Colour mixing/ 

¶ Mark-making 

¶ Still-life 

¶ Michael Craig-
Martin  

Research page -on 
Michael Craig Martin  
Media-, drawing, 
collage 
 

 

¶ Drawing and 
painting in style 
of Michael-Craig 
Martin   

¶ Mark-making 
practise with 
paint 

¶ Research  

¶ Cubism still-life 

¶ Relief 
Cardboard 
Cubist piece.  

Research page ς 
Cubism-  
Media- Acrylic paint 
and pen collage  
 

¶  Julian Opie 
style self-
portrait 

¶ Shape 

¶ proportion 

¶ Recording 
portraits/ 
different 
drawing styles 

¶ Mark ς making 
with paint 

¶ I.T- PPT 

 
Research page- 
Julian Opie  
Media- 
Photography, pen, 
acrylic paint. 

¶ Drawing 

Line-  

3-D wire work 

¶ Cultural and 

social 

significance 

¶ Symbolism 

¶ Analysis 

¶ Culture 

 
 
 
Media- 
Print, Line, 
wire, 3-D 
mono-
printing,  

8             Natural Forms  
Photography/Drawing 
NC-1,4,5,6,7 

   Natural Forms 
Drawing/ Textiles  
NC-1,2,3,4,5,6,7 

         Expression - Eyes 
NC-1,2, 3,4,5, 6,7 

  Expression- Eyes 
(cont)     
NC-1,2,3, 4,5,6,7 

Expression ς  
Figures  
NC -1,3,4,5, 6,7 

  Expression -Figures  
 
NC-1,3,4,5,6,7 

Lea
rni
ng 
Foc
i: 

¶ Line 

¶ Shape 

¶ Form 

¶ Mixed media 

¶ Macro and micro 
studies 

¶  Line 

¶ Shape 

¶ Form 

¶ Mixed media 

¶ Macro and micro studies 

¶ Photography 

¶ Drawing eyes  
from 
photographs   

¶ Lichtenstein 

¶ Van Gogh/ Freud 

¶ Contextual 
reference  

¶ Applied to final 
pieces 

¶ 2-D and 3-D 
pieces.  

¶ Drawing 
figures from 
mini 
mannequins 
and life -sized 
models 

¶ Contextual 

¶ Animation (IT) 

¶ reference  

¶ 2-D and 3-D final 
pieces  

¶ Wire sculpture  
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 TERM 1 TERM 2 TERM 3 TERM 4 TERM 5 TERM 6 

 

¶ Own Photography 
 
Research page- Dennis 
Weijkeweicz 

Media  - oil pastels, own 
photography, print (lino) 

¶ Photography of 
Natural Forms  

¶ Dennis Weijtkeweick 
 

¶ Tessellation /lino cuts  
Research page x2 
Henry Moore/Aria Gale  
Media- Continuous line 
drawing/ shading / tone/ pen 
work  

¶ Repeat printing  
Tessellation  

¶ Textile prints  
 
 

¶ Alphonso Dunn/ 
Lui Ferrarya  

¶ Scale/proportion 

¶ Mixed media  
 
Research pages x3 
From selected artists  
above. 
Media- watercolours, ink, 
oil pastels, pastel pencils, 
biros, felt tips, colouring 
pens and pencils.  
3-D cube  

¶ Final Cube 
combining work 
from artists. 

¶ Scale/proporti
on /tone 

¶ Giacometti 
 
Research pages on  
Figure artists/ 
Giacometti / Anthony 
Gormley 
 
Media- Charcoal, wire, 
masking tape, oil 
pastels, paint.  
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Our intention when planning and delivering the national curriculum, is to provide a high-quality computing education that equips 
pupils to use computational thinking and creativity to understand and change the world. 

Computing ensures that pupils have the knowledge that provides them with the skill set to be digitally literate ς able to use, keep 
themselves safe, express themselves and develop their ideas through information and communication technology ς at a level suitable 

to help them in the ever-changing world around them. 

This is done by: 

¶ 9ƴǎǳǊƛƴƎ ƭŜǎǎƻƴǎ ŀǊŜ ŀŎǘƛǾŜƭȅ ŜƴŎƻǳǊŀƎƛƴƎ ŀƴŘ ǎŎŀŦŦƻƭŘŜŘ ǘƻ άƛƴŎƭǳŘŜέ ŀƭƭ ŜƭŜƳŜƴǘǎ ƻŦ ƭŜŀǊƴƛƴƎ ƴŜŜŘǎ ŀƴŘ ǘƘŀǘ ǎǘǳŘŜƴǘǎ ŀǊŜ 
supported and encouraged to try out new methods of Technology, and gain the digital skills they will need for their futures. 

¶ To develop and promote curiosity, fun, and creative skills in all forms of digital media 

¶ To support students and encourage both their digital awareness and social skills both in the classroom and in the outside world. 

¶ To undertake creative projects that involve selecting, using, and combining multiple applications, preferably across a range of 
devices, to achieve and succeed in their more challenging goals. 
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 Topic 1 Topic 2 Topic 3 

5 
Computing systems and networks ς Sharing information  Programming ς Scratch ς Iterations  Creating media ς Vector drawing  

Computing scope 
Digital literacy 
Computer science 
Information technology 

Computer science  Information technology 

Learning Foci: 

To explain that computers can be connected together to form 
systems 
To recognise the role of computer systems in our lives 
E safety 

To create an interactive game using simple programming blocks 
 

To identify that drawing tools can be used to produce different 
outcomes 

Link to national 
curriculum 

Understand computer networks including the internet; how 
they can provide multiple services, such as the world wide web; 
and the opportunities they offer for communication and 
collaboration  
Use technology safely, respectfully and responsibly 

Design, write and debug programs that accomplish specific goals, including 
controlling or simulating physical systems; solve problems by decomposing 
them into smaller parts 

Select, use and combine a variety of software (including internet 
services) on a range of digital devices to design and create a range 
of programs, systems and content that accomplish given goals, 
including collecting, analysing, evaluating and presenting data and 
information 

Links to learning in 
first schools or 

future learning at 
Selwood 

Pupils learn the skills that will help them access the curriculum 
in later years at Selwood; logging on with their provided 
accounts and making use of the technology available to them. 
Pupils prior learning in eSafety will be built upon to ensure all 
pupils have a basic understanding of the key points of being 
internet sharp, alert, secure, kind and brave.  

From first schools, many pupils will have had hands-on experience with 
scratch or Scratch Jr. This first unit of programming will ensure all pupils 
have the foundations of programming (most importantly, order of 
operations) and will understand how to program a screen turtle, how to 
use repetition in scratch and how to plan and construct a simple program 
in Scratch.  

This unit provides pupils with a great first experience of some of 
the Google Apps. The skills around image manipulation will be 
applied and used in later years when pupils make Google slides 
decks and websites in Year 6.  

 Topic 1 Topic 2 Topic 3 Topic 4 Topic 5 Topic 6 

6 

Computing systems and 
networks ςCollaboration  

Websites (Google Sites) Data and information ς 
Spreadsheets 

Programming - Scratch - Selection 
in quizzes  

Creating media ς 3D Modelling  Programming ς  Scratch - 
Variables in games  

Computing scope 

Digital literacy 
Computer science 
Information technology 

Information technology Information technology Computer science Information technology Computer science 

Learning Foci: 

Learning how to work 
collaboratively 
E - safety 

What makes a good website? 
Copyrights 

To identify questions which can be 
answered using data 

To explain how selection is used in 
computer programs 

To use a computer to create and 
manipulate 3D digital objects 

¢ƻ ŘŜŦƛƴŜ ŀ ΨǾŀǊƛŀōƭŜΩ ŀǎ 
something that is changeable 

Link to national 
curriculum 

Understand computer 
networks including the 
internet; how they can 
provide multiple services, 
such as the world wide web; 
and the opportunities they 
offer for communication and 
collaboration. 
Use technology safely, 
respectfully and responsibly; 
recognise 
acceptable/unacceptable 
behaviour; identify a range 
of ways to report concerns 
about content and contact. 

Use search technologies 
effectively, appreciate how 
results are selected and 
ranked, and be discerning in 
evaluating digital content 
Select, use and combine a 
variety of software (including 
internet services) on a range of 
digital devices to design and 
create a range of programs, 
systems and content that 
accomplish given goals, 
including collecting, analysing, 
evaluating and presenting data 
and information 

Select, use and combine a variety 
of software (including internet 
services) on a range of digital 
devices to design and create a 
range of programs, systems and 
content that accomplish given 
goals, including collecting, 
analysing, evaluating and 
presenting data and information. 

Design, write and debug programs 
that accomplish specific goals, 
including controlling or simulating 
physical systems; solve problems 
by decomposing them into smaller 
parts  
Use sequence, selection, and 
repetition in programs; work with 
variables and various forms of input 
and output 

Select, use and combine a variety 
of software (including internet 
services) on a range of digital 
devices to design and create a 
range of programs, systems and 
content that accomplish given 
goals, including collecting, 
analysing, evaluating and 
presenting data and information 

Design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 
problems by decomposing 
them into smaller parts Use 
sequence, selection, and 
repetition in programs; work 
with variables and various 
forms of input and output 
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 Topic 1 Topic 2 Topic 3 

Links to previous 
learning 
  

This first unit builds on the 
first unit from year 5. Pupils 
develop a deeper 
understanding of the 
internet by understanding IP 
addresses and packets. 
Pupils will be encouraged to 
ōŜ ΨƛƴǘŜǊƴŜǘ ƪƛƴŘΩ ōȅ 
collaborating together using 
Google Slides.  
 

Once pupils understand more 
about how the internet works 
and how information can be 
shared over the internet, pupils 
in Year 6 will create a website 
about one of their hobbies on 
Google Sites. Pupils will be 
more discerning about the 
images and content they use 
than in Year 5, as they begin to 
learn about Copyright and 
CopyWRONG.  

Pupils will learn how to use 
Microsoft Excel and Google Sheets 
to make understanding data easier. 
They will use basic formulae, which 
ƭƛƴƪǎ ŜŦŦŜŎǘƛǾŜƭȅ ǘƻ ǇǳǇƛƭǎΩ 
understanding of the 4 operations 
is Mathematics.  

Once pupils understand the basics 
ƻŦ LǘŜǊŀǘƛƻƴ ŀƴŘ ǳǎƛƴƎ ΨwŜǇŜŀǘΩ 
loops, they will use this to help 
them write a program that can 
check for a condition being true or 
false. Pupils learn the foundational 
ǇƘǊŀǎŜ ΨLŦ ǘƘƛǎΧΣ ǘƘŜƴ ǘƘŀǘΧΩ 

Building upon the Year 5 learning 
about Vectors, pupils will begin 
to construct in 3D, using a variety 
of shapes to make a more 
complex design. There are links 
to computer-aided-design that 
pupils may make with the 
Technology faculty.  

Year 6 pupils will further 
expand their knowledge of 
programming in Scratch by 
using variables as 
placeholders in a simple 
game. The scoreboard 
ŀŎǘƛǾƛǘƛŜǎ ǿƛƭƭ ƭƛƴƪ ƛƴǘƻ ǇǳǇƛƭǎΩ 
existing knowledge from 
watching sporting events or 
playing online computer 
games.  

 Topic 1 Topic 2 Topic 3 Topic 4 Topic 5 

7 
Computational Thinking & 
Flowcharts  

Programming ς Scratch  Clear messaging in digital media  Introduction to Python  
Online safety: Viruses, password security and 
digital footprints  

Computing scope Computer science Computer science Information technology Computer science Digital literacy 

Learning Foci: 

To identify the 4 key concepts of 
computing: Decomposition, Pattern 
Recognition, Abstraction and 
Algorithms.  
To use flowcharts to represent 
computing processes and basic 
logic.  

To use Scratch to program sub 
routines 
To use code build blocks to consider, 
input, output, loops and waits.   

Using a range of tools to create a poster 
and presentation for an environmental 
charity  
 

To construct and debug a simple 
program in Python that can 
respond to user input.  
To use If, Else and Elif.  

To build an awareness of the issues 
surrounding computer viruses, poor password 
security and their ever-increasing digital 
footprint 
E safety 

Link to national 
curriculum 

Understand several key algorithms 
that reflect computational thinking 
[for example, ones for sorting and 
searching]; use logical reasoning to 
compare the utility of alternative 
algorithms for the same problem 
design, use and evaluate 
computational abstractions that 
model the state and 
behaviour of real-world problems 
and physical systems 

Use two or more programming 
languages, at least one of which is 
textual, to solve a variety of 
computational problems; make 
appropriate use of data structures 
[for example, lists, tables or arrays]; 
design and develop modular 
programs that use 
procedures or functions 

Create, re-use, revise and re-purpose 
digital artefacts for a given audience, with 
attention to trustworthiness, design and 
usability 

Use two or more programming 
languages, at least one of which is 
textual, to solve a variety of 
computational problems; make 
appropriate use of data structures 
[for example, lists, tables or arrays]; 
design and develop modular 
programs that use 
procedures or functions 

Understand a range of ways to use technology 
safely, respectfully, responsibly and 
securely, including protecting their online 
identity and privacy; recognise inappropriate 
content, contact and conduct and know how 
to report concerns. 

Links to previous 
learning 

This topic serves as in introduction 
to KS3 Computing; covering the 
ōŀǎƛŎǎ ƻŦ Ψ/ƻƳǇǳǘŀǘƛƻƴŀƭ ¢ƘƛƴƪƛƴƎΩΦ 
Pupils will learn problem solving 
techniques that can be applied 
across the key stage and across 
subjects. Pupils understand that we 
ǳǎŜ ΨwŜǇŜǘƛǘƛƻƴΩ όǇreviously learnt 
in Year 6) when we spot any 
patterns in the problem we are to 
solve.  

Pupils use all the skills learnt in 
scratch in KS2 to put together a 
simple chat bot. This will use 
ΨǎǳōǊƻǳǘƛƴŜǎΩΣ ǿƘƛŎƘ ƛǎ ŀ ǿŀȅ ƻŦ 
making code more efficient once 
pupils have recognised a pattern.  

Pupil will recap their learning of Copyright 
from year 6 and will begin to consider 
how to create a brand identity. Pupils will 
build on their presentation skills from 
year 5 and Year 6 but will be expected to 
make conscious decisions about the way 
things look taking into consideration a 
specific target audience.  

¢Ƙƛǎ ōǳƛƭŘǎ ǳǇƻƴ ǇǳǇƛƭǎΩ ǇǊƛƻǊ 
learning in Scratch. Pupils should 
understand the basics of order of 
operation, iteration, selection and 
variables. Pupils will learn how to 
ǘǊŀƴǎŦŜǊ ǘƘŜǎŜ ΨōƭƻŎƪ ōŀǎŜŘΩ ǎƪƛƭƭǎ 
into text-based code that is used in 
the real world.  

tǳǇƛƭǎΩ ŎƻƴǘƛƴǳŜŘ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ Ŝ{ŀŦŜǘȅ ƛǎ 
developed as pupils begin to learn about some 
of the main threats online. Pupils will know 
what different types of viruses do and the 
problems they can cause, including how to 
keep themselves safe online by using antivirus 
software.  
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 Topic 1 Topic 2 Topic 3 Topic 4 Topic 5 

8 
Computer networks and the 
Internet  

Representing data: images, sound 
and text  

HTML 4 and CSS: an introduction  Python Mobile App development 

Computing scope Digital literacy Information technology Computer science Computer science Computer science 

Learning Foci: 

To understand the purpose of 
networks and their advantages and 
disadvantages.  
To recognise the following key 
words: topologies, LANs, WANs, 
data packets and routing.  

To understand how images, sound 
and text are processed by computers. 
To link this to their underlying 
understanding of binary.  
  

To construct a website of 3-4 pages using 
a combination of HTML (Hypertext Mark-
Up Language) and external CSS (Cascading 
Style Sheets).  

To construct and debug a simple 
program in Python that can 
respond to user input.  
To use If, Else and Elif. To code 
efficiently using loops and 
functions.  

Building on their programming skills pupils will 
perform user research, design their app and 
write the code for a mobile app. 
E safety 

Link to national 
curriculum 

Understand the hardware and 
software components that make up 
computer systems, and how they 
communicate with one another 
and with other systems 

Understand how instructions are 
stored and executed within a 
computer system; 
understand how data of various types 
(including text, sounds and pictures) 
can be represented and manipulated 
digitally, in the form of binary digits 

Undertake creative projects that involve 
selecting, using, and combining multiple 
applications, preferably across a range of 
devices, to achieve challenging goals, 
including collecting and analysing data 
and meeting the needs of known users 

Understand simple Boolean logic 
[for example, AND, OR and NOT] 
and some of its 
uses in circuits and programming; 
understand how numbers can be 
represented in 
binary, and be able to carry out 
simple operations on binary 
numbers [for example, 
binary addition, and conversion 
between binary and decimal] 
Use two or more programming 
languages, at least one of which is 
textual, to solve a 
variety of computational problems; 
make appropriate use of data 
structures [for 
example, lists, tables or arrays]; 
design and develop modular 
programs that use 
procedures or functions 

Undertake creative projects that involve 
selecting, using, and combining multiple 
applications, preferably across a range of 
devices, to achieve challenging goals, 
including collecting and analysing data and 
meeting the needs of known users 

Links to previous 
learning 

.ǳƛƭŘƛƴƎ ǳǇƻƴ ǇǳǇƛƭǎΩ 
understanding of Networks and the 
Internet in Year 6, pupils now dive 
even deeper into the world of 
networking; looking at network 
hardware and the main advantages 
and disadvantages of different 
network types. Pupils will link to 
real world knowledge of 
experiencing connection difficulties 
and begin to relate this to a 
developing understanding of 
ΨōŀƴŘǿƛŘǘƘΩΦ  

Linking back to learning about vectors 
in year 5, pupils will find out more 
about the different image storage 
formats. They will link this back to an 
understanding of how each format 
stores data in binary.  

In Year 6, pupils created a website using 
Google Sites. In year 8, they will be taking 
this a step further by creating a website 
using Notepad++ and a basic 
understanding of HTML code.  

Pupils will create Python Code for a 
BBC Micro:Bit. This further 
develops pupils from moving from 
block-based coding of Micro:Bits in 
KS2 towards text-based coding. 
Pupils will understand how text-
based code can help our computer 
systems interact with the real 
world. 

In year 7 pupils learned about how to begin to 
create a brand, in this project, pupils will 
consider how to plan and put together a 
mobile app that will appeal to an intended 
audience.   
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At Selwood Academy, we believe that every pupil has the capacity for creativity.  We aim to 

develƻǇ ƻǳǊ ǇǳǇƛƭǎΩ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ƻŦ ŘǊŀƳŀǘƛŎ ǘƘŜƻǊȅ ŀƴŘ ǇǊŀŎǘƛŎŜ ǿƘƛƭǎǘ ŜƴƘŀƴŎƛƴƎ ǘƘŜƛǊ ƭƛŦŜ 

skills, through a broad and varied Drama curriculum. Through our knowledge-rich curriculum we 

encourage the pupils to build on their prior knowledge and be inspired by our opportunity-rich 

extra-curricular activities such as our whole school production. The skills they develop through 

Drama help our pupils to build resilience and confidence whilst promoting good speaking and 

listening skills. 
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