
Key Stage 3 Curriculum Map 
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Topic 
E-Safety E-Safety Spreadsheet Modelling Spreadsheet Modelling Understanding 

Computers Systems 
Game design using 
Scratch 

Key Skills 

Phishing     

Malware email 

Fraudulent requests for 

money email 

Virus-generated email 

Learn the Computer 
Misuse Act 
 
Identify the motives of 
hackers 
 
Be able to identify 
viruses and 

 signs of malware 
 
 

Learn what a spreadsheet 

 

Learn how to move around a 
spreadsheet and how to 
enter numbers and text 
labels 

 

Learn how to enter data and 
formulae into cells, modify 
the data, make predictions of 
changes and check results 

Basic spreadsheet 
rules 

 

Creating simple 
financial model 

 

Using spreadsheet 
functions 

 

Using conditional 
formatting 

Distinguish between 
hardware and software  
 

Identify Input, Output and 
Storage devices 
 

Understanding binary and 
hexadecimal 

 

Understand what storage 
devices. 

Learn how to use 
sequence, selection and 
repetition when creating a 
scratch game.  

Knowledge 

Identify common types of 
computer crime. 
 
Look at examples of 
computer crime on the 
Internet. 
 
Learn about different types 
of email scam. 
 
Recognise the signs of 
fraudulent emails. 

Learn about the 
Computer Misuse Act 
which makes certain 
activities illegal 
 
Look at examples of 
computer misuse 
 
Understand what is 
meant by hacking 

 
Understand what is 
meant by malware 

Learn what they are used for 

 

Identify the main features of 
a spreadsheet. 

 

 

Understand that 
spreadsheets can be 
used to build financial 
models. 
 

Make the model as 
realistic as possible 
based on known sales 
figures and prices. 

 

Consider ways of 
increasing profit to 
meet a given target  
 

Add and multiply two 
binary numbers. 

 

Converting from hexa to 
binary. 

 

 

State the typical 
capacities, strengths and 
weaknesses of optical 
storage devices 

Learn what Scratch 
program is used for.  

 

Identify the main features 
of the Scratch Program. 

 

Learn what users can do 
using the different tools 
to design a computer 
game. 

Assessment 

In addition to summative 
assessment at the end of 
lessons, there will be end of 
unit assessment. 

End of unit 
assessment as well as 
formative and 
summative 
assessment during 
lessons. 

Formative and summative 
assessment to see if pupils 
know their way around when 
using spreadsheet and apply 
simple formulas. 

End of unit 
assessment as well as 
formative and 
summative 
assessment during 
lessons. 

Pupils sit a multiple 
choice test (12 questions 
on different spreadsheet 
topics). They will also 
answer questions from 
worksheets after every 
lesson 

Pupils will design and 
implement a game and 
annotate their design 
showing where they used 
sequence, selection and 
repetition.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 


