
CARSHALTON BOYS SPORTS COLLEGE   COMPUTING — YEAR 7    Key Stage 3  │  Scheme of Work 2026–2027 

Excellence  •   Character  •   Aspiration 
 

💻💻  Subject Vision — Why Computing Matters 

Our Vision 
Computing at Carshalton Boys aspires to develop young men who are digitally literate, technically capable and ethically 
informed — young people who understand the computers they use, can create with code, and can navigate the digital world 
safely and intelligently. Computing is not simply a practical skill; it is a way of thinking. Algorithmic reasoning, systematic 
problem-solving and logical analysis are as powerful as tools as the specific knowledge of how computers work. Year 7 gives 
every pupil a confident, grounded first encounter with computer science — one that lays a secure technical foundation, 
builds curiosity about digital systems, and establishes the habits of disciplined thinking that will serve students across all their 
years of study. 

Our Three-Strand Purpose 
▸  Knowledge — secure, accurate knowledge of how computers work (hardware, software, CPU, binary representation), 
how digital systems can be misused, how digital images are created and stored, how AI works, and how games are 
programmed. 
▸  Practical Skill — programming confidence in Scratch, editing digital graphics, and writing and debugging algorithms — as 
well as technical reasoning capable of explaining how systems work in written and verbal form. 
▸  Critical Thinking — computational thinking — decomposing problems, recognising patterns, working at appropriate 
levels of abstraction, and expressing solutions as clear, logical algorithms. 

 

🧭🧭  Curriculum Journey — Learning Sequence by Term 

AUTUMN TERM SPRING TERM SUMMER TERM 

Understanding Computers  ·  Cyber Security Digital Graphics  ·  AI and Machine Learning Games Programming in Scratch 

Baseline assessment, then hardware vs software, the CPU and its registers, binary 
number representation, data storage. Cyber security follows naturally: malware, 
hacking, the Computer Misuse Act, data protection, copyright and ethical 
responsibilities of digital citizens. 

Binary representation of images connects to practical Photoshop work — vector 
vs bitmap, resolution, colour depth, layers. AI and Machine Learning follows with 
sufficient technical vocabulary now secure: rules, training data, pattern 
recognition, ethics and bias in algorithmic systems. 

A substantial creative practical unit synthesising the computational thinking of the 
year — sequence, selection, iteration, variables, procedures and operators — in a 
motivating game-design context. Pupils leave Year 7 with a student-owned 
working game and genuine programming confidence. 

A Spiral Curriculum  Binary representation (numbers → images → AI pixels) deepens into GCSE data representation in Year 9. Hardware and systems architecture returns as the Von Neumann architecture and fetch-execute cycle in Year 9. Cyber 
security and the law spiral into network security and GCSE ethical/legal content in Years 10–11. Scratch block programming transitions to Python in Year 8, then to the full GCSE programming course in Years 9–11. 

 

📝📝  Assessment Information 

How Pupils Are Assessed 
▸  Baseline test — in-depth diagnostic at the start of Autumn Term 
▸  Knowledge retrieval starters — fortnightly retrieval at the start of each lesson 
▸  Formal assessments — one per term (three per year) against PATHS 
▸  Feeding Forward — pupils respond to PATHS feedback in green pen 

Formal Assessment by Topic 
▸  Term 1 — Understanding Computers and Cyber Security: knowledge and written response assessment 
▸  Term 2 — Digital Graphics and AI: practical and analytical assessment 
▸  Term 3 — Games Programming in Scratch: project assessment and evaluation 

 

⭐  PATHS Marking Framework 

Every formal assessment is followed by feedback using PATHS — the school's consistent feedback model. No PATHS cycle is complete until the pupil has responded. 

 Element What it means Example in Year 7 

P Positive Comment A specific, sincere comment on a genuine strength — never generic praise. "Your Scratch game correctly uses a selection block to check for sprite collision — well-reasoned logic." 

A Attainment Mark / Grade A clear mark or grade against Year 7 expectations. Mark /10 or working grade against Year 7 descriptors. 

T Target to Improve One single, specific, prioritised target — never a list. "Name the type of attack before you explain how it works." 

H How-to Instructions Concrete, do-able steps telling the pupil exactly how to act on the target. "Re-write your answer: (1) name the attack; (2) explain the mechanism; (3) state the impact." 

S Student Response Pupils respond in green pen in dedicated improvement time; the teacher checks the response. Green pen response in the same or next lesson, checked by the teacher. 
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