
 
 

YEAR 8 COMPUTING CURRICULUM PROGRESSION OVERVIEW 
Computing Curriculum Intent: 
We aim through our curriculum to teach the fundamental knowledge and skills so that all students can: 

• Develop skills and understanding from Key Stage Two Computing.  

• Ensure that students know how to use electronic devices and the internet safely and responsibly. 

• Ensure that students have the opportunity to explore the different branches of computing: digital literacy, computer science and digital media. 

• Enable students to become confident and effective users of computers and a range of software applications 

• Enable students to become resilient problem solvers 

• Enable students to become skilled and imaginative content creators. 
 Unit 1 Unit 2 Unit 3 Unit 4 Unit 5 

 
Topic Computational Thinking Part 

Two 
Data and the CPU Part Two Media – Vector Diagrams Cybersecurity Web Design 

Core 
Knowledge/ 
Threshold 
Concept 
 
 
 
 
 
 

Be able to use 
computational thinking to 
solve a problem.  
 
Understand what 
pseudocode is and is able to 
use pseudocode to write an 
algorithm.  
 
Understand and be able to 
use an exhaustive search 
algorithm. 
 
Understand and be able to 
use and write serial and 
binary searches.  
 
Understand and be able to 
use a greedy algorithm and 
be able to compare a greedy 

Be able to convert between 
binary and decimal. 
 
Understand the rules for 
binary addition and use 
these to be able to add two 
binary numbers together.  
 
Understand different 
computer memory 
measurement unit and be 
able to convert between 
them.  
 
Understand that images are 
made up of pixels and what 
effects the quality of 
images.  
 

Be able to draw basic 

shapes (rectangle, ellipse, 

polygon, star) with different 

properties (fill and stroke, 

shape-specific attributes) 

and manipulate individual 

objects (select, move, 

resize, rotate, duplicate, flip, 

z-order) 

 

Be able to manipulate 

groups of objects (select, 

group/ungroup, align, 

distribute) and combine 

paths by applying 

operations (union, 

difference, intersection) 

Understand and be able to 
explain the difference 
between data and 
information.  
 
Understand the need for the 
Data Protection Act. 
 
Understand what Social 
Engineering is and a number 
of types of social 
engineering.  
 
Understand how to humans 
pose a security risk to data 
and ways to minimise this 
risk.  
 
Understand a number of 
malware threats and how 

Understand what HTML is 
and be able to identify basic 
HTML Tags in website’s 
source code. 
 
Understand why tables are 
used to aid structure in a 
webpage and be able to 
identify where tables and 
logos have been used in 
webpages. 
 
Understand and be able to 
design and create a website 
with two on more webpages 
on Dreamweaver on a given 
scenario.  
 
Be able to self-evaluate 
their final website and peer 



 
 

algorithm with an 
exhaustive search.  
 
Understand and be able to 
use insertion and bubble 
sorts.  
 

Understand and be able to 
explain resolution and 
colour depth.  
 
Understand what effects 
picture quality and what is 
pixelisation.  
 

 

Be able to convert objects 

to paths, draw paths and 

edit path nodes 

 

Be able to explain what 

vector graphics are and 

provide examples where 

using vector graphics would 

be appropriate. 

 

Be able to combine multiple 

tools and techniques to 

create a vector graphic 

design. 

networks can be protected 
from common security 
threats.  

evaluate another student’s 
website using set criteria.   

Why this 
learning now? 
 
 
 

Learning is deliberately sequenced having considered what core knowledge is required to unlock deeper understanding of a topic and the ability to make 
connections between topics so that when implementing this intent, teachers can effectively and explicitly draw attention to where a 
keyword/concept/behaviour/pattern etc has been seen before and effectively expose the relationship to the current topic through questions such as: 
Where have we seen this before? What does this remind us of? How does this have a relationship with what happened previously? How does our 
understanding of the previous concept inform our understanding of this one? and hence facilitate better learning. 

Recap on prior knowledge 
from year 7 – computational 
thinking and then building 
on this to be able to create 
and perform algorithms for 
searching and sorting.  
 

Building on prior knowledge 
from year 7 on how 
computers work and how 
they use binary to create 
images. Prior to moving on 
to creating vector graphics 
in the next unit.  

Building on prior knowledge 
from the previous unit of 
how images are stored on 
computers and what effects 
the quality of an image.  

Building on prior knowledge 
of e-safety from Unit 1 in 
Year and the types of e-
safety, in this unit looking at 
how humans are the biggest 
threat to data and the 
impact of malware.  

A creative unit to end the 
academic year pulling 
together what students 
know about how computers 
work (binary) and how 
images are stored to create 
a website using 
Dreamweaver.  

Assessment 
Opportunities: 

At the end of each unit students will complete an assessment at the end of the teaching of each unit, which will include content from all units taught so 
far in the curriculum.   

Recall and retrieval 
questions at the beginning 

Recall and retrieval 
questions at the beginning 

Recall and retrieval 
questions at the beginning 

Recall and retrieval 
questions at the beginning 

Recall and retrieval 
questions at the beginning 



 
 

of each lesson on prior 
learning. 
 
Retrieval questions at the 
end of each lesson based on 
content of that lesson.  
 
Whole class response 
questioning 
 
Multiple Choice Quizzes to 
check understanding of 
crucial knowledge.  
 

of each lesson on prior 
learning. 
 
Retrieval questions at the 
end of each lesson based on 
content of that lesson.  
 
Whole class response 
questioning 
 
Multiple Choice Quizzes to 
check understanding of 
crucial knowledge.  
 

of each lesson on prior 
learning. 
 
Retrieval questions at the 
end of each lesson based on 
content of that lesson.  
 
Whole class response 
questioning 
 
Multiple Choice Quizzes to 
check understanding of 
crucial knowledge.  
 

of each lesson on prior 
learning. 
 
Retrieval questions at the 
end of each lesson based on 
content of that lesson.  
 
Whole class response 
questioning 
 
Multiple Choice Quizzes to 
check understanding of 
crucial knowledge.  
 

of each lesson on prior 
learning. 
 
Retrieval questions at the 
end of each lesson based on 
content of that lesson.  
 
Whole class response 
questioning 
 
Multiple Choice Quizzes to 
check understanding of 
crucial knowledge.  
 

Learning at 
Home  
 
 
 
 

Students will receive home learning once over the two-timetable cycle. This will be either to complete badges towards their iDEA Award, forms quiz to 
check understanding or a task to complete in their computing books.  

Topics for home learning 
will include: 
Exhaustive Searches 
Binary, serial and greedy 
searches 
Binary and insertion sorts.  

Topics for home learning 
will include: 
Conversions between binary 
and decimal 
Pixel Art 
Conversions between 
different units of storage.  

Topics for home learning 
will include: 
Vector Diagrams 
Manipulating shapes. 

Topics for home learning 
will include: 
Social Engineering 
Malware and ways to 
protect networks from 
security threats.  

Topics for home learning 
will include: 
HTML Tags 
Planning and designing on 
paper webpages for a given 
topic. 
 

Key 
Vocabulary 
 
 
 

Computational  
Decomposition 
Algorithm 
Pattern Recognition 
Sequence 
Selection  
Iteration 
Insertion  
Insertion Sort 
Bubble Sort 
Binary Search 
Serial Search 

Binary 
Decimal 
Bit 
Byte 
Kilobyte 
Megabyte 
Terabyte 
Gigabyte 
Pixel 
Resolution 
Pixelisation 
Colour Depth 

Node 
Vector 
Rectangle 
Ellipse 
Polygon 
Star 
Attributes 
Manipulate 
Objects 
Duplicate 
Geometrical 
Intersection 

Cybersecurity 
Data 
Information 
Social Engineering 
Shouldering 
Phishing 
Pharming 
Blagging 
Hacking 
Penetration Testers 
Malware 
Firewall 

HTML 
Source Code 
Code 
Tags 
Web Browser 
Syntax 
Body 
Evaluation 
Criteria 
Web authoring software 
Website 
Webpage 



 
 

Pseudocode 
Abstraction 
Exhaustive 
Exhaustive Search 
Criteria 
Fit for Purpose 
Flowchart 

True Colour 
 
 

Resize 
Rotate 
Rendered  
Graphic 

Viruses 
Trojan 
Worms 
Ransomware 
Spyware 
Adware 
Bots 
 

Tables 
Logos 
 
 

Spiritual, 
Moral, Social 
and Cultural 
concepts 
covered 

Provision for the moral development of pupils: 
• understanding of the consequences of their behaviour and actions 
• interest in investigating and offering reasoned views about moral and ethical issues and ability to understand and appreciate the viewpoints of others 

on these issues 
Provision for the cultural development of pupils: 
• understanding and appreciation of the wide range of cultural influences that have shaped their own heritage and that of others 
• understanding and appreciation of the range of different cultures in the school and further afield as an essential element of their preparation for life 

in modern Britain 

Links to 
careers and 
the world of 
work 
 

Links to careers in computer science, computer programming, graphic design, cybersecurity and web design, as well as the world of work in general.  

 


