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Subject: Creative Technology Key Stage: 3 Year: 9

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 9 ICT curriculum is
designed around ‘Knowledge Creation’. Learners are expected to be innovative and take more creative control on their outcomes in year 9
by utilising their embedded knowledge and considering future career aspirations.

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 Focus Key Knowledge
The aim of this unit is to give learners insight into the key | To understand how to find information from a variety of sources online.
Heroes of people who have helped develop technology over | Torecognise how to identify tfrustworthy and reliable information online.
Computing | history. Learners are to explore their impact, sequence | To develop strafegies on how to use information from the internet effectively and
the technology development and how technology | complete specific search techniques to locate more accurate information.
NC link could potentially improve in the future. Leaner are to
reflect on their own use of technology and then create | Key Skills
KS3.1 digital media to of their choice. To choose and create a piece of digital media of your choice to show your
KS3.5 knowledge and understanding.
KS3.7 To be able to publish content that is suitable for purpose using a variety of media
KS3.8 (sound, image, video, animation etc).
KS3.9 Key Vocabulary
Charles Babbage (Difference Engine)
Ada Lovelace (Difference Engine)
Alan Turning (Code, Breaking,
Bill Gates (Operating system)
Steve Jobs (Wearable Technology,
Tim Berners Lee (World Wide Web)




Spring

Focus
Cybercrime is on the rise and the purpose of this unit is

Key Knowledge
All learners to recognise what cybercrime is and the impact it has.

Key Vocabulary
E-Portfolio

Cv

Industry

Cyber to allow learners the opportunity to explore different To identify different types of cybercrime and explain how to prevent or overcome
Crime areas of cybercrime in order to recognise and avoid them.
technigues used to manipulate people or put To research the effects of committing cybercrime on both the victim and the
NC link themselves in danger. This unit develops relevant skills in | perpetrators.
decision making, risk assessment and the effective use To understand where to seek support and understand positive pathways when
KS3.1 of strategies to help use technology safely and using computers.
KS3.7 confidently.
KS3.8 Key Skills
KS3.9 Key Vocabulary
Cybercrime To use video editing and animation skills to produce effective digital products to
Malware explain what cybercrime is, the dangers that exist and how fo protect people from
Spyware the danger.
Virus
Spam To add, move and delete key frames to make basic animations.
Junk
Threat
Firewall
Frame
Loop
Render
Keyframe
Summer Focus Key Knowledge
To work in the ICT & Media industry most career routes To understand what a digital reputation is and how to celebrate success to
Showcasing | expect applicants to create a portfolio of evidence to increase job prospects in the ICT Industry.
My Skills demonstrate skills and knowledge. This unit is aimed at To recognise the various career pathways that exist in ICT/Media
giving the learners the creative freedom to create a
NC link piece of media to showcase their in-depth skill and Key Skills
knowledge to ‘graduate’ KS3. Learners could explore
KS3.1 student agency fo choose their own area of ICT to To use a variety of hardware and software to create digital media to showcase
KS3.7 expand their knowledge then showcase their creativity, | deep ICT knowledge and understanding.
KS3.8 or they can create some marketing materials to
KS3.9 showcase their skills.

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, fo 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



