
 

Computing – Year 7 
 

AUTUMN SPRING SUMMER 

Half Term 1 Half Term 2 Half Term 3 Half Term 4 Half Term 5 Half Term 6 

Digital Basics Vector Graphics Vector Graphics Programming Programming Digital Literacy 

By the end of this term, 
pupils will know: 

By the end of this term, 
pupils will know: 
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By the end of this term, 
pupils will know: 

By the end of this term, 
pupils will know: 

By the end of this term, 
pupils will know: 

• What are the basic 
‘building blocks’ of the 
devices we use every 
day in our digital world 

• Why ‘binary’ 1s and 0s 
are so important in this  
digital world 

• How we can make sense 
of bits & bytes  

• How to convert binary to 
 ‘normal’ numbers 

 

• How graphics help 
shape our digital 
world, from apps to 
social media  

• Why we split images 
into different types 
called vector and 
bitmap graphics 

• How vector graphics 
are made from 
objects using shapes 
and lines 

• How to use a 
technical vocabulary 
to describe our work 
using graphics 

• How we can use a 
range of software to 
edit vector graphics, 
including Adobe 
Illustrator 

• How to apply tools 
and techniques using 
Adobe Illustrator 

• How to use basic 
techniques, such as 
creating and editing 
shapes and lines 

• When to apply extra 
techniques, such as 
merging shapes  

• How to apply our 
new skills on a 
practical project and 
make our own 
creative graphics 

• How to apply our 
technical vocabulary 
to explain our work 

• How to review our 
work to improve on 
future projects 

• Why software shapes 
our digital world 

• How we use two types 
of software every day:  
‘systems software’ 
and ‘applications’ 

• How key coding 
concepts are crucial 
across many careers 

• How to use a technical 
vocabulary to describe 
these key concepts, 
such as algorithms 
plus sequence, 
selection and iteration 

• How algorithms can 
be developed using 
words or diagrams 

• How we use a range of 
tools for coding, 
starting with Scratch 

• How to apply coding 
techniques in Scratch, 
such as selection 
using conditions and 
iteration using loops 

• When to use more 
coding techniques, 
such as using variables 
to store values 

• How to apply our new 
skills on a practical 
coding project – and 
how to include some 
of our own vector 
graphics 

• How to apply our 
technical vocabulary 
to explain our work 

• How to review our 
work to improve on 
future projects 

• How making 
documents is a key 
skill in our digital 
world 

• How to use different 
tools to edit and 
format documents 

• How to use a 
technical vocabulary 
to describe key 
features of 
documents 

• When to apply more 
‘advanced’ skills to 
work ‘smarter’ 

• How to apply our new 
skills on a practical 
project 

• How to apply our 
technical vocabulary 
to explain our work 



 
 
 

Key Tier 3 disciplinary 
vocabulary 

Key Tier 3 disciplinary 
vocabulary 

Key Tier 3 disciplinary 
vocabulary 

Key Tier 3 disciplinary 
vocabular: 

Key Tier 3 disciplinary 
vocabulary 

Key Tier 3 disciplinary 
vocabulary 

• Storage, memory. 
processor 

• Data, circuit, on/off 
• Binary, bit, byte 
• Place value 

• Bitmap, Vector 
• Object, properties 
• Handles, points 
• Open/closed shapes 
• Layers 

• Layers 
• Tools 

• Systems software, 
applications 

• Control flow, 
sequence, iteration, 
selection 

• Algorithm, flowchart,  
pseudocode,  

• Variable, value • Document, header, 
footer, margin, styles,  

• Spreadsheet, cells, 
references, formula, 
function, format, fill 
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