
 
 

YEAR 9 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 Spreadsheets and Databases Data Representation  Film Creation and Editing Networks Python 

Core 
Knowledge/ 
Threshold 
Concept 
 
 
 
 
 
 

Understand what 
spreadsheets are and why 
these are used.  
 
Understand and be able to 
use basic formatting, 
formulas and functions to 
calculate information on a 
spreadsheet.  
 
Understand and be able to 
us complex formulas and 
functions to calculate 
information on a 
spreadsheet.  
 
Be able to present data in 
graphs which are 
appropriate to a business 
audience.  
 

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 what 
hexadecimal is and why this 
is used in computing.  
 
Understand how to convert 
binary and decimal numbers 
to hexadecimal and 
hexadecimal to binary and 
decimal numbers.  
 
Understand the functions of 
the logic gates AND, NOT, 
OR, be able to draw each of 

Understand that video and 
film are visual media 
formats. 
 
Understand different 
features of films/video 
and be able to identify and 
compare features in 
different videos. 
 
Be able to plan a film from a 
given scenario including the 
creation of a storyboard.  
 
Be able to record videos and 
audio to use in the final film.  
 
Understand how to use a 
shots list and use this to 
create a production 

Understand what a 
computer network is and be 
able to describe LANs (Local 
Area Networks) and WANs 
(Wide Area Networks) and 
give examples of each. 
 
Understand the difference 
between a wired and 
wireless connection and be 
able to identify the 
hardware associated with 
these connections.  
 
Understand the purpose of 
Peer to Peer Networks and 
Client Server Networks and 
the advantages and 
disadvantages of each.  
 

Understand the main data 
types and what a variable is 
in programming. 
 
Understand the difference 
between a string, integer 
and a float and be able to 
use the int, float and round 
functions. 
 
Understand and be able to 
write a range of programs in 
Python IDLE. 
 
Be able to create a program 
that uses input, calculation 
and output. 
 
Understand the selection 
statements if, else and elif 
within Python and be able 



 
 

Understand what databases 
are and who these are used 
in businesses.  
 
Be able to import, edit and 
delete data in a database 
and change fields so that 
they are the correct data 
type and size for the data. 
 
Be able to create queries 
(simple and complex) from a 
given database and present 
these appropriately in a 
report.  
 

the logic gates and produce 
a truth table for each.  
 
Be able to combine two or 
more logic gates together 
and produce the truth 
tables for these combined 
logic gates.  

notes/running order 
document. 
 
Be able to edit videos and 
order and apply transitions 
and effects to create a 
promotional film for 
Laurence Jackson School.  

Understand a number of 
network security threats 
and how networks are 
exploited.  
 
Understand a number of 
network topologies – Star, 
Bus, Mesh and Ring, be able 
to draw each of these 
topologies and be able to 
identify the advantages and 
disadvantages for each 
topology.  

to use these correcting 
alongside use indentation 
correctly in a block of code 
 
Be able to debug errors in 
code and annotate code.  
 

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. 

Introduction on software 
that will be used in 
businesses. Building on prior 
knowledge of computer 
software from Year 7 and 8.  
 

Building on prior knowledge 
from Year 7 and 8 from the 
Data and the CPU units, 
including re-enforcement of 
binary to decimal 
conversions and binary 
addition before moving on 
to hexadecimal and logic 
gates.  

Using prior knowledge of 
computational thinking - 
decomposition and 
algorithms (Year 7 and 8)  
and stop motion animation - 
storyboard creation Year 7), 
to design and create a 
promotional film.  

Building on prior knowledge 
from Year 7 Data and the 
CPU – what is a computer, 
Digital literacy – e-safety 
and Year 8 Cybersecurity to 
develop students 
understanding of networks 
and threats to networks.  

Building on prior knowledge 
from Year 7 and 8 units od 
computational thinking 
units – algorithms, Year 7 
Scratch – drag and drop 
programming to develop 
text based programming 
skills.  

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: 
Spreadsheet Formulas and 
Functions 
Data Types 
Database Queries 

Topics for home learning 
will include: 
Binary and decimal 
conversions. 
Binary addition 
Binary, decimal and 
hexadecimal conversions.  

Topics for home learning 
will include: 
Storyboarding 
Planning for a film.  

Topics for home learning 
will include: 
LAN and WANs 
Network Topologies 
Hardware linked to 
networks.  

Topics for home learning 
will include: 
Data Types 
Errors in Code 
Annotation of code. 

Key 
Vocabulary 
 
 
 

Spreadsheet 
Database 
Cell 
Absolute 
Formula 
Function 
Formatting 
Record 
Field 
Data Types 
Boolean 
Number 

Binary 
Decimal  
Addition 
Bit 
Hexadecimal 
Conversion 
Logic Gates 
Truth Tables 
Combined 

Video 
Film 
Script 
Running 
Order 
Transitions 
Effects 
Sound 
Audio 
Filming 
Recording 
Visual 

Networks 
LANs (Local Area Networks) 
WANs (Wide Area 
Networks) 
Topologies 
Star 
Bus 
Mesh 
Ring 
Connections 
Wired 
Wireless 

Python 
Programming 
Debug 
Debugging 
Data Types 
Variables 
Syntax 
Integer 
Float 
Round 
String 
Input 



 
 

Relative 
Query 
Report 
 

Media 
Fading 
 

Connectivity  
Peer 
Client 
Server 
Exploited 
Security 
Threats 
Malware 
Viruses 
Trojans 

Output 
Indentation  
Nesting 
 
 

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. 

 


