
Key Stage 3 COMPUTING
LEARNING JOURNEY

End of KS3 exam in Computing.
Progression to GCSE Computer Science, BTEC 
Creative Media, Digital Information Technology

Unit 1 eSafety: 
Acceptable Use Policy. 

Logging on, use of strong 
passwords, opening and 

saving work. Using Moodle 
and email. Staying safe and 

safe searching 

Unit 3 Data Representation:
Binary/Denary conversions.

Binary addition and overflow 
error. Representation of text, 
images and sound as binary 

numbers.  

Unit 2 Spreadsheets & Ciphers: 
Input data and create basic 

formulae. Formatting, sorting, 
filtering, graphs. Creating and 

solving ciphers

Unit 6 Microbits: 
Use of Block Editor to program a 

microbit including scrolling 
messages, animated images, 

buttons. Selection, variables, in-
range and random functions, 

arithmetical operators. 

Unit 4 Databases: 
Uses of databases. Tables. Database 
fields, primary keys, field sizes, data 
types and validation. Forms and data 
entry. Queries operators and Reports. 

Difference between flat-field and 
relational databases 

Unit 5 Making a Website: 
Evaluating websites. Plan a 

website including text 
images, hyperlinks, layout, 
consistency. Creating and 

testing a website. Evaluation 
and improvements

Unit 7 Surveys & Datalogging: 
Create online surveys, collect and 
analyse data. Analyse data from a 

theme park. Log sound, light, 
temperature, pressure, humidity and 

draw conclusions

Unit 9 Controlling a 
Fairground: 

Use Go Control to create 
control programs to control 
a virtual fairground including 
rides and other attractions 
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Digital literacy refers to an individual's ability to find, evaluate, and compose clear information through writing and other mediums on various digital platforms.

Computer Science is the study of processes that interact with data and that can be represented as data in the form of programs 

Creative Computing is the development of creative computing skills through practical assignments to create digital multimedia products

Information Technology is the study or use of systems (especially digital devices and communications) for storing, retrieving, and sending information.

Unit 12 Game On: 
Make a Board Game. This could 

include DTP instructions, 3D 
printed counters, Photoshop 

images for the board and logo 
and Microbit electronic dice 

and Digital Chance cards.

Unit 8 Further 
Spreadsheets

Further formulae and 
functions. Absolute 

and relative cell 
referencing. 

Modelling data

Unit 10
Introduction to 

Python: 
Introduction to text 
based programming

Unit 11 The Office:
Investigate how a 

computer works and how 
computers communicate 
over a network. Also how 
computers use algorithms 

to solve problems

Unit 13
Zoo Information: 

Creating a digital display 
to provide up to date 

information for visitors to 
the zoo

A Day at the Zoo: 
Year 9 is a project unit which will 

reinforce and build upon skills 
delivered in previous units of work.

This will involve the creation of 
systems to run and advertise a Zoo

Unit 14 Zoo 
Activity Pack: 
Creating a DTP 

documents including 
an activity pack and a 
cipher scavenger hunt

Unit 15
Zoo The Gift Shop:

Create a spreadsheet and 
relational database to 

support the running of the 
Gift Shop
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Term

Unit 16 Physical 
Computing at the Zoo: 
Control systems in the 

Zoo – locks and security 
alarms, temperature 

and ultrasonic sensors 

Unit 17 Zoo App
Create a working, 

interactive app for your 
phone to provide 

information about the 
Zoo

Unit 18
Digital Art: 

Develop your  
Photoshop skills to 

create a new poster for 
the Zoo

Unit 19
Zoo Python: 

Use text based 
programming to 

program systems at the 
Zoo

Unit 20
Zoo Python: 

Program a Role Play 
Game 


