
Skills and concepts to be developed and 

assessed (linking to identified AOs) 

 

 Planning a presentation. 

 Using appropriate text in a presentation. 

 Using appropriate media in a 

presentation. 

 Using presentation software techniques 

appropriately, for example: 

 Hyperlinks 

 Animation 

 Transitions 

 Master slides 

 Automation 

 Evaluating finished product against 

success criteria. 

 

 

Factual knowledge to be taught and 

assessed (including subject specific 

vocabulary). 

 

N/A (this is a practical unit). 

 

 

Formative Assessment/key piece of 

work prior to end of unit: 

 

 Pupils will create a practice presentation 

as they learn the skills – this will be used 

to formatively assess. 

 Creation of the plan for the final 

presentation.  

 

 

Summative Assessment 

 

 The final plan. 

 Finished school virtual tour 

presentation. 

 Evaluation.  

 

 

 

 

 

 

 

 

Building Retention: What prior learning 

must be built upon/revisited and how 

will it be assessed? 

 

All pupils will have experience of creating 

presentations. The purpose of this unit is to 

challenge any misconceptions about what 

makes a good presentation and allow all pupils 

to build a wide range of presentation software 

skills.  

 

 

Spelling-Punctuation-Grammar 

How will you promote high standards 

within this module? 

 

Encourage use of spell checker in software as 

well as proof-reading. Make links between 

good spelling, punctuation and grammar and 

how professional a presentation is. 

 

 

Link forward: where next for the 

learning? 

 

Make links between common software skills in 

different software applications. 

Practice planning and evaluating skills in 

different Computing and ICT scenarios. 

Y
7
 I

C
T

 

The Chantry School 

Page 1 

Subject ICT 

Term Cycle 1 

Duration (approx.) 6 lessons 

Module School Virtual 

Tour 



Skills and concepts to be developed and 

assessed (linking to identified AOs) 

 

 Planning a computer game. 

 Creating algorithm (step by step 

instructions) for how the code in the 

game will work. 

 Kodu game programming skills, for 

example: 

 Creating worlds 

 Adding behaviours (sequencing) 

 Using clones and creatables 

 Using pages or IF tests (selection) 

 Using scoring, timers, health, power-ups 

 Fixing code bugs to make game work. 

 

 

Factual knowledge to be taught and 

assessed (including subject specific 

vocabulary). 

 

 What algorithms are and why they are 

important in computer programs. 

 What sequencing means in computer 

programming. 

 What selection means in computer 

programming. 

 

 

Formative Assessment/key piece of 

work prior to end of unit: 

 

 Creation of game plan and pseudo-code 

to explain how code will work.  

 

 

Summative Assessment 

 The final plan. 

 Finished Kodu game.  

 

 

 

 

 

 

 

 

 

Building Retention: What prior learning 

must be built upon/revisited and how 

will it be assessed? 

 

Pupils will have varying experiences of 

programming and of computer games. The 

purpose of this unit is to introduce some key 

programming concepts and link to an 

understanding of how games work. The 

purpose of an algorithm can be linked to 

everyday activities.  

 

 

Spelling-Punctuation-Grammar 

How will you promote high standards 

within this module? 

 

Encourage use of spell checker in software as 

well as proof-reading. Encourage this as part of 

the process of bug fixing. 

 

 

Link forward: where next for the 

learning? 

 

Programming terminology will be revisited in 

the App Creation unit; links will be made 

between the same terms but their use to 

create a different type of product. 
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