Curriculum Overview 2026 - 27 Subject: COMPUTING

rules of using
computers and
technology at
Brooklands.

Learners identify
how to login to the
school system and
navigate their
Google Workspace
to use Google
Classroom and
learn how to turn
work in accurately.

Learners then
consider the
importance of
password
protection, learn
how to save a
document and
create folders to
save work.

Learners identify
how to spot scam
emails and know
what phishing is.

Learners will learn
how to use
technology safely,
respectfully and
responsibly;
recognise
acceptable/
unacceptable
behaviour; identify a
range of ways to
report concerns
about content and
contact. Learners
explore how and
why using
technology in the
working world is
essential.

Programs used -
Google Classroom
Google Slides

how to use different
drawing tools to help
them create images.

Learners recognise
that images in vector
drawings are created
using shapes and
lines, and each
individual element in
the drawing is called
an object.

Learners layer their
objects and begin
grouping and
duplicating them to
support the creation
of more complex
pieces of work.
Learners link their
creations to real-life
images in the working
world.

Programs used -
Google Drawings
Google Slides
Google Classroom

used to organise
data in records.
Pupils use tools
within a database
to order and
answer questions
about data.

Learners create
graphs and charts
from their data to
help solve
problems. They use
areal-life database
to answer a
question, and
present their work
to others.

Programs used -
J2E,

Google Classroom
Google Slides

computer systems
and how
information is
transferred
between systems
and devices.

Learners will
consider
small-scale systems
as well as
large-scale
systems. They will
explain the input,
output, and
process aspects of
a variety of
different
real-world systems
(for personal and
employment use).

Learners will also
take partina
collaborative
online project with
other class
members and
develop their skills
in working
together online.

Programs used -
Google Classroom
Google Slides

concept of selection
in programming
through the use of
the MakeCode app.

Learners will be
introduced to a
microcontroller
(Micro:bit) and
learn how to
connect and
program
components
(including output
devices- LEDs and
speakers) through
the application of
their existing
programming
knowledge.

Learners are
introduced to
conditions as a
means of
controlling the flow
of actions and make
use of their
knowledge of
repetition and
conditions when
introduced to the
concept of
selection.

Learners develop
skills using the
PRIMM method
(Predict, Run,
Investigate, Modify
and Make).

Programs used -
Google Classroom
Google Slides
Makecode
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revisiting how
conditions can be
used in programs
and then learning
how the If...
Then... Else
structure can be
used to select
different outcomes
depending on
whether a
condition is true or
false.

They represent this
understanding in
algorithms and
then by
constructing
programs using
the Scratch
programming
environment.

They use their
knowledge of
writing programs
and using selection
to control
outcomes to
design a quiz in
response to a
given task and
implement it as a
program.

Programs used -
Google Classroom
Google Slides
Scratch
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internet. Learners
initially focus on
addressing, before
they move on to the
makeup and
structure of data
packets.

Learners then look
at how the internet
facilitates online
communication and
collaboration; they
complete shared
projects online and
evaluate different
methods of
communication.

Finally, they learn
how to
communicate
responsibly by
considering what
should and should
not be shared on the
internet.

Programs used -
Google Classroom
Google Slides
Canva

using a computer to
produce 3D models.

Learners will initially
familiarise themselves
with working in a 3D
space, moving,
resizing, and
duplicating objects.

They will then create
hollow objects using
placeholders and
combine multiple
objects to create a
model of a desk tidy.

Finally, learners will
examine the benefits
of grouping and
ungrouping 3D
objects, then go on to
plan, develop, and
evaluate their own
name tag/keyring or
Christmas Decoration

Programs used -
Google Classroom
Google Slides
TinkerCad

spreadsheets. They
will be supported
in organising data
into columns and
rows to create
their own data set.

Learners will be
taught the
importance of
formatting data to
support
calculations, while
also being
introduced to
formulas and will
begin to
understand how
they can be used to
produce calculated
data.

Learners will be
taught how to
apply formulas that
include a range of
cells, and apply
formulas to
multiple cells by
duplicating them.
Learners will use
spreadsheets to
plan an event and
answer questions.

Finally, learners will
create charts, and
evaluate their
results in
compadrison to
questions asked.

Programs used -
Google Classroom
Google Slides
Google Sheets

websites for a
chosen purpose.

Learners identify
what makes a
good web page
and use this
information to
design and
evaluate their own
website using
Google Sites and
Canva.

Throughout the
process learners
pay specific
dttention to
copyright and fair
use of media, the
aesthetics of the
site, and
navigation paths.

Programs used -
Google Classroom
Google Slides
Google Sites

programming
through games in
Scratch.

First, learners find
out what variables
are and relate them
to real-world
examples of values
that can be set and
changed. Then they
use variables to
create a simulation
of a scoreboard.

Learners
experiment with
variables in an
existing project,
then modify them,
before they create
their own project.

Learners further
develop skills using
the PRIMM method
(Predict, Run,
Investigate, Modify
and Make).

Programs used -
Google Classroom
Google Slides
Scratch

programming
constructs:
sequence,
repetition,
selection and
variables
(introduced in the
previous unit). It
offers learners the
opportunity to use
all of these
constructsina
different, but still
familiar
environment,
while also utilising
a physical device
— the micro:bit.

Learners begin
with a simple
program to build
in and test within
the new
programming
environment,
before transferring
it to their
micro:bit. Learners
then take on three
new projects
adding more depth
to each project.

Learners further
develop skills using
the PRIMM
method (Predict,
Run, Investigate,
Modify and Make).

Programs used -
Google Classroom
Google Slides
MakeCode
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networks using
protocols.

Programs used -
Google Classroom
Google Slides

between different
applications to create
a poster and slides on
a given theme. The
unit is designed so
that learners can
concentrate on
applying skills that
they may have
previously learnt as
well as those learnt in
the unit. Learners are
given clear tasks for
which they need to
first plan and then
implement a solution.

Programs used -
Google Classroom
Google Slides
Canva

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.

Programs used -
Google Classroom
Google Slides
Google Sheets

passionate about
and would like to
gain support for.

Learners will learn
how to create
posters,
infographics and
videos effectively.

Programs used -
Google Classroom
Google Slides
Canva

variables, selection,
and
count-controlled
iteration.

Programs used -
Google Classroom
Google Slides
Scratch

Learners will learn
how to create their
own subroutines,
develop their
understanding of
decomposition,
learn how to
create and use
lists, and build
upon their
problem-solving
skills by working
through a larger
project at the end
of the unit.

Learners develop
skills using the
PRIMM method
(Predict, Run,
Investigate, Modify
and Make).
Learners will use
Dash Robots and
the Chromebooks
to programme to
robots and give
commands.

Programs used -
Google Classroom
Google Slides
Scratch




Topic | Representations | Media - Vector Layers of Developing for Mobile App Introduction to
- From clay to Graphics computer the web development text-based
silicon systems programming
‘ / “. S "
el
o= i
o o) Ve
Key skills | Learnersare Learners recall that This unit takes In this unit, In this unit, learners | This unit
and | Introduced to binary | Vector graphics can learners on a tour learners will go through the introduces learners
knowledge | digits. be used to design through the explore the entire process of to text-based
anything from logos different layers of technologies that creating their own programming with
Learners understand | and icons to posters, computing make up the mobile app, using Edubocks and
that these digits are | board games, and systems: from internet and World | App Lab from Python via
the symbols complex illustrations. | programs and the Wide Web. code.org. Raspberry Pi

computers use to
perform these tasks
and focus on the
representation of
text and numbers.

Finally, learners
mabke the link that
humans also use
symbols to record,
process and
transmit
information.

Programs used -
Google Classroom
Makecode

Through this unit,
students will be able
to better understand
the processes
involved in creating
such graphics and will
be provided with the
knowledge and tools
to create their own.

Programs used -
Google Classroom
Google Slides
Google Drawings
Graphite.rs

operating system,
to the physical
components that
store and execute
these programs, to
the fundamental
binary building
blocks that these
components
consist of.

The aim is to
provide a concise
overview of how
computing systems
operate, conveying
the essentials and
abstracting away
the technical
details that might
confuse or put off
learners.

Learners end this
unit exploring Al
(both benefits and
limitations)

Programs used -
Google Classroom
Google Slides
Canva

Starting with an
exploration of the
building blocks of
the World Wide
Web, HTML, and
CSS, learners will
investigate how
websites are
catalogued and
organised for
effective retrieval
using search
engines.

By the end of the
unit, learners will
have a functioning
website.

Programs used -
Google Classroom
Google Slides

Web Lab - HTML
editor on Code.org

Building on the
programming
concepts learners
used in previous
units, they will
work in pairs to
perform user
research, design
their app, write the
code for it, before
finally evaluating it.

Programs used -
Google Classroom
Google Slides
App Lab - Java
Script editor on
Code.org

The lessons form a
journey that starts
with simple
programs
involving input and
output, and
gradually moves
on through
arithmetic
operations,
randomness,
selection, and
iteration.

Emphasis is placed
on tackling
common
misconceptions
and elucidating the
mechanics of
program
execution.

Programs used -
Google Classroom
Google Slides
Python Lab -
Python editor on
Code.org




