
 

 

Curriculum Map 
Subject: IT & COMPUTING              Year Group: 8 
 

Time Period Autumn Term Spring Term Summer Term 

Content 
 

 
 

Unit 1 – Animation  
 
In the first half term, students will 
incorporate their knowledge from the 
previous unit, digital design, to create 
animations. 
Students will explore the different 
types of animations, their features and 
their uses. They will learn to create 3D 
animations using professional 
software. They will plan and create a 
variety of animations for different 
scenarios considering purpose and 
audience. Students will create and 
manipulate digital objects considering 
colour and rendering options to 
enhance their animations. 
They will learn and develop skills that 
allows them to create a seamless 
animation, using adequate time 
frames. 
 
Unit 2 – Databases 
 
In the second half of the Autumn term, 
students will learn to use database 
application software. This unit 
introduces students to the idea that 
organisations store data about people 

Unit 3 – Web Design: HTML and CSS 
 
In this unit, students will learn the 
“language of the web” and develop key 
coding skills to create their own 
webpages.  As well as discussing and 
further exploration of relevant online 
safety issues, pupils learn HTML and 
CSS code pages of their own. 
Student will learn to use HTML to 
create webpages which include text, 
images and links. They will also learn to 
use the style attribute and CSS to affect 
design elements such as the use of 
colours, backgrounds, font styles and 
layouts. 

 

Unit 4 – Python: Random Numbers 
and Simulations 
 
In this unit, students will develop their 
fundamental programming skills and 
learn more about how to use Python to 
work to create randomness within 
code to create real-world simulations 
such as weather forecast systems, 
programs that create unpredictable 
stories, and design new images and 
graphics.  
 
Unit 5 – Python: Functions 
 
Students will explore how to create 
and call sub-routines, procedures and 
functions to make code more powerful.  
Combined with skills from the python 
graphics unit, pupils will decompose 
images and create programs with sub-
routines to control the turtle to draw 
images of animals, emoticons and 
snowflakes. 

 

 



 

 

and items, looking at numerous real-
world contexts. Learning the benefits 
of using a computerised database 
system. Students will understand the 
structure of a database which will 
allow them to build a ‘Superhero 
theme’ database. They will gather data 
to input and manipulate the data and 
information within their database. 
Students will go on to think about how 
a database can be designed for a 
specific audience and purpose, 
considering both the way it looks and 
how it functions. 

 

Skills 
 

 

Unit 1: Students will learn to: 

- Add, delete, and move objects 
- Scale and rotate objects 
- Use a material to add colour to 

objects  
- Add, move, and delete keyframes 

to make basic animations 

- Navigate their animation using a 
timeline. 

- Join objects together using 
parenting. 

- Add and use colours using 
materials. 

- Use proportional editing and the 
knife tool for organic modelling. 
 

Unit 3: 

Students will learn to code stylistic 
webpages using HTML and CSS.  
Specific skills include: 

-Using appropriate elements to display 
text including titles, heading and 
paragraphs. 

-Add images to a webpage. 

-Use CSS to change font colour, style 
and size. 

-Use colours and images as 
backgrounds on webpages. 

-Add background colours to elements 
of a webpage and style them using 

Unit 4: 

Student will learn to: 

- Import and use the random library. 

- Use the randint function to 
generate random numbers to be 
used in a program. 

- Create and use data stored in 
arrays. 

- Combine the use of the turtle 
library and the random library to 
draw patterns suing random 
colours. 

- Identify errors and fix erroneous 
code. 



 

 

Unit 2: Students will learn to: 

- Create a database and input data. 

- Organise a database and assign 
appropriate data types. 

- Create queries to find and analyse 
data in a database. 

- Create forms to make it easier for 
appropriate data to be entered 
into a database. 

- Create reports to present selected 
data in a way that is suitable for 
the purpose. 

padding and margins. 

-Add links to webpages to aid page 
navigation and to link to other 
webpages. 

 

 

Unit 5:  

Students will learn to: 

-  Decompose bigger problems into 
smaller steps. 

- Identify potential sub-routines. 

- Write sub-routines to achieve 
specific goals. 

- Combine sub-routines to create 
more powerful programs. 

- Identify errors and fix erroneous 
code. 

These learning points will expect pupils 
to apply their prior knowledge of 
programming fundamentals. 

 

Key Questions 
 
 
 
 
 

Unit1:  

What is an Animation? What are 
examples of real world animations?  
What different types of animations are 
used?  
How can IT help me create an 
animation? 

 

 

Unit 3: 

What is a webpage?  What is a 
website?  How are webpages made? 
Why do we learn to create webpages 
using code?   

How can I create my own webpage?   

What should webpages be used for?   

What are the risks of sharing a 

 Unit 4: 

What does random mean?   

How can randomness help us build 
real-world simulations? 

What is a library? 

How do we generate random data in 
programs? 

 



 

 

Unit 2: 

What is a Database? What information 
do companies and organisations hold 
on us in a database? What are the 
features/layout of a database? What 
are data types? What is the purpose of 
a Form and a Report? How do we use 
Queries?   

webpage online? 

How can I change the content on a 
webpage? 

How can I change what my webpage 
looks like? 

 

Unit 5: 

How can we tackle big problems? 

What is a sub-routine? 

What’s the difference between a 
function and procedure? 

Why do we use sub-routines? 

How do we store multiple pieces of 
data in a program? 

Assessment week  
and content 

 

Year 7 Unit 5 (Python Graphics), Year 
8 Unit 1. 

Unit 1, Unit 2 Unit 1, Unit 2, Unit 3, Unit 4. 

 


