
Subject: Creative Technology  Key Stage: 3   Year: 7 

Curriculum Intent.  

Technology is ingrained in our society and culture, following the school ethos of ‘Learning today for our tomorrow’, it is essential that Learners at Oakfield 

become ‘Good Digital Citizens’ and are equipped to be safe and active participants in the digital world.  The year 7 ICT curriculum is designed around 

‘Knowledge Acquisition. Learners are introduced to new theory and encouraged to explore new technologies. 

 

 Throughout three projects learners are introduced to key concepts of Digital Literacy, Computing Thinking, E-Safety and Digital Creativity. Each project has 

direct links to ICT or Media industry to attempt to raise aspirations for young people early. Throughout Key Stage 3 we challenge students to develop skills in 

logical thinking to enable problem-solving, digital literacy to ensure they can be active participants in a digital world, digital numeracy to support logical 

thinking and reasoning, project planning to identify and meet desired goals , programming to support sequencing and problem solving, creativity to foster 

development of the imagination, enterprise to help drive change and innovation to communication to foster confidence and effective working relationships. 

 
Term Topic 

 

Key knowledge and skill  

 

Autumn 

 

Digital 

Learners 
 

NC link 

 

KS3.1 

KS3.5 

KS3.6 

KS3.7 

KS3.8 

KS3.9 

Focus 

The aim of this project is to get learners familiarised with 

the school network and digital platforms that they will 

use while at Oakfield. Throughout the term learners will 

complete tasks using Office 365, Email, One drive, 

Microsoft Teams and the internet. Learners understand 

about effective file management, how to communicate 

safely and responsibly and start to create multimedia 

products for specific purpose.  

Key Vocabulary 

Audience 

Purpose 

Digital 

Media 

Communication 

Backup 

One Drive 

 

 

Key Knowledge  

To understand how the internet works and how to find and retrieve information 

safely.  

To Understand what dangers exist online and how to protect ourselves online with 

specific solutions to digital foot print, digital communication. 

I know how to stay safe when using digital technologies in the classroom, in school 

and at home.  

 

Key Skills  

To use school hardware, software and digital platforms to find and use information 

confidently from safe sources online. 

To use digital platforms to communicate effectively with a purpose. 

To use desktop publishing software to create a range of media suitable for purpose 

and audience. 

 

 



Spring 

 

Under The 

Hood 
 

NC link 

 

KS3.1 

KS3.5 

KS3.6 

KS3.7 

 

Focus 

The aim of this project is to get learners using correct 

terminology when describing the IT system. Learners will 

explore what the components of the computer system 

are and understand how they work. Learners will use 

Raspberry Pi technology to attempt to build their own 

computer systems. Learners will then use their knowledge 

from the project to create an interactive quiz to help 

support other learners understanding. 

 

Key Vocabulary 

Hardware 

Software 

RAM 

ROM 

Input 

Output  

Process 

Key Knowledge  

To understand that computers need specific input, output and process to function. 

To identify and explain the purpose of different hardware components that make up 

an IT System. 

To explain how instructions are executed on a computer system.  

 

 

Key Skills  

To create an interactive multimedia quiz to test and challenge hardware and 

software theory. 

 

To use the internet to find and retrieved information and use digital communication 

skills to share findings with peers digitally. 

 

To demonstrate understanding of hardware and software to help setup a computer 

system. 

 

 

 

Summer 

 

Game 

Designer 
 

NC link 

 

KS3.2 

KS3.3 

KS3.5 

KS3.6 

KS3.7 

Focus 

The aim of this project is to introduce programming 

through gaming. Learners research gaming 

development and explore a variety of retro and modern 

gaming technologies. Learners then are encouraged to 

develop their on gaming concept. Learners then use 

Make Code or Scratch to programme their own 

computer game. 

 

Key Vocabulary 

Storyboard  

Start 

Stop 

IT 

Else 

Sprite 

Stage 

Interface 

Usability 

Pixel 

Graphic 

Flow 

Sequence 

Key Knowledge  

To use pre-production planning to create the concept of a computer game.  

To understand that complex algorithms are needed to progress through gaming 

technology  

To understand what a variable and logic operators are. 

 

 

Key Skills  

To use block-based programming to create, test and publish a computer game. 

 

To use variables to sequence an outcome in a computer game.  

 

To create conditions using logic operators 

 

To debug computer programmes to improve outcomes of a computer programme. 



National Curriculum Computing: 

KS3.1 - design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems 

KS3.2 - 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 

KS3.3 - 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 

KS3.4 -  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] 

KS3.5 -  understand the hardware and software components that make up computer systems, and how they communicate with one another and with other 

systems 

KS3.6 - 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 

KS3.7 - 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 

KS3.8 - create, re-use, revise and re-purpose digital artefacts for a given audience, with attention to trustworthiness, design and usability 

KS3.9 - 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 

 

 

 


