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Elements of KS3
Design, use and evaluate computational abstractions that
model the state and behaviour of real-world problems and
physical systems. 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. 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 o
function.

Programming B - Sensing

Create a program to run off a controlled device
and change a variahle using selection

Explain how the program uses inputs and outputs
Draw conclusions abhout your project by testing
and dehugging the code

Media - 3D
Create o 3D model on a computer
Summarise how to accurately adjust 3D shapes for a given
PR
Draw conclusions on how to- modify a 3D model

Creating Media - Weh page creation
Create a webhpage

Explain the need for navigation paths on a webhpage
Summarise implications of using and linking content to

u,wvhpaget}wtl&oy\m%dby ot}-wrpwple
and Collahorution

people work together.

Give an overview of how we communication usi .
technology. Stamrﬁ»p

Data and information - Flat-file datahase
Create a paper-based and digital database.
Describe how to group data to answer questions about it
Explain the benefits of using a computer to organise data.

P ing A - Selection in physical
Crwtaapmgrumusmg crumhble controllers through written

Gweanovervmroft?wmterdzdoutcmnzand,testand,dzbug
the program.



https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
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Progrwmming B - Repetition in Games

Create a design that includes count-controlled and infinite
loops

Explain how @ project works that has repetition with
designs and algorithms for a sprite

M - —P E g
Describe how to use many tools to edit
What impact did editing have on an image?
Propose an editing guide for others tor use when editing
images

Media - Audio P
Create an audio recording
Explain how to review and edit audio recordings
mewndumn&mmeffectumnmuseofaudw

Participation

Computing Systems and Networks - The Internet
Describe network devices and how they connect
Summarise the content of the World Wide Weh

Stewurdship

D -B i
Create a brunching datahase using data collected from,
yes/no questions

Describe why a datahase needs to be well structured,
Present information found with a partner to test an

Progrumming A - Sequencing sounds

Describe how to- move a sprite using commands
represented, as hlocks

List the order of a sequence of commands to control,
a sprite
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https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
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Programming B - Programming Quizzes

Create an algorithm for a program with a given design

Give an overview of how precise instructions: move a sprite and
predict the outcome.

Propose improvements by debugging the program.

Media - Digital P

Desumwwtnwkz&agwdplgagm

sources of light and tools.

mecondxmn&mmquaw,g of photographs and,

C ing Systems and Networks - IT around us
Describe technology around yow and in the world.
Give an overview of how technology helps us
True or false... Rules for using information
technology carbkeepu&sa,fa”sl l l .

D I ion - ing D
Lahel and group objects

Organise information in different ways
Compare and, record, information,

= ‘ Sherwm

Programuming A - moving a rohot

List commands to make o sequenced algorithm
Create a sequenced program and debug where
needed

Identify the similarities: and difference programmes.
with the same outcomes (several possibilities)

Comumon Good

Reception
Non-Statutory
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