
 

Work students NOT attending school from: 

Monday 26 April – Friday 7 May 

Subject Computing 
 

Year Group 7 

Week beginning 26th 
April 

 

Remote Classroom work 

In the previous lesson we looked at the input, output and storage 
devices of the computer, as well as the way different types of software 
uses these devices. This was a long task and may have taken you longer 
than the time allocated. We will continue on lesson 2 of the 
Understanding Computers unit. 
 
Lesson 2 
Resources are located in this folder: 

 S:\ICT\Key Stage 3\Year 7\7.4 Understanding 
Computers\Lesson 2 Computer Hardware 

 
Open the following presentation and read through the information 

 Lesson 2 - Computer Hardware.pptx 
 
Complete the activity by identifying the different hardware that you 
would need to build a computer and explaining what each does 

 Inside the Computer - Worksheet 1.docx 
 

 
Week beginning 3rd May  

Remote Classroom work 

This week we will look more closely into what a CPU does within the 
computer and how the Central Processing Unit helps to process all of 
the information within the computer system, from applications and web 
data, to games and videos. 
 
Resources are located in the following folder: 

 S:\ICT\Key Stage 3\Year 7\7.4 Understanding 
Computers\Lesson 3 The CPU 
 



Look at the presentation about the function of the CPU and go through 
each of the slides 

 Lesson 2b - Computer Hardware 2.pptx 
 
Complete the task and explain how the CPU fetches and decodes 
information 

 Inside the computer - Worksheet 2.docx 
 

Year Group 8 

Week beginning 26th 
April 

 

Remote Classroom work 

Continuing with developing our own water ride using Scratch, this 
lesson we will ensure that we have a completed water ride that has a 
theme and many different features that you have programmed 

This lesson, I would like to add some more features to the ride by 
creating more detailed code. We've already done the camera and the 
water jet, but this time we can think about some additional things that 
might be interesting. 

They could be: Flashing Cameras, Whirlpools, 
Monsters/Dinosaurs/Dragons,  Water Jets or even Gates that 
open/close 

 Here is the video that talks you through the 
lesson: https://youtu.be/QgAo9BC46Gw 

 This is the video that shows you how to put the features into the 
ride: (Backgrounds, Animations, Moving Features, Speed 
up/Slow Down) https://youtu.be/E-2dROUsBmE 

You don't need to put all of the features in place, just try some of them. 
If there's anything you have trouble with, leave that until we get back 
into school and I'll go through it then. 

Week beginning 3rd May  

Remote Classroom work 

This lesson you should explain the features that you have put in place in 
your water ride and explain how they work. 

This is a large task and you should only attempt the first part this lesson. 

Open the following resource: 

 S:\ICT\Key Stage 3\Year 8\8.4 Mayhem Manor\Lesson 5 - Scratch 
Ride Design (3-4 lessons)\ Scratch Waterpark Ride 
Assessment.docx 

 
Begin by filling in the introduction box about your ride. Discuss all of 
the themes and features that you have used and explain why you 
selected them. You should state: 

 the name of your ride  

 its overall theme  

 the types of audience it’s primarily aimed at.  
 
Next, take a screenshot of your ride as well as the sprites that you have 
created and paste them into the boxes. 

https://youtu.be/QgAo9BC46Gw
https://youtu.be/E-2dROUsBmE


 
Finally, Begin to explain the features of your ride. Select the different 
sprites such as water jets, waterfalls, gates, etc, and take a screenshot 
of the code and then explain how they work in the table next to them. 
You may not finish this task this lesson, but we can carry on next time 
 

 

Year Group 9 

Week beginning 26th 
April 

 

Remote Classroom work 

This lesson we will investigate the way procedures work in 
programming in order to break tasks up into their components. 

Breaking tasks up like this is useful because it allows you to distribute 
tasks between other people or even make a large job into a lot of 
smaller, simpler jobs. 

Access the following presentation and undertake the task to create a 
calculator by creating a lot of different subroutines 

 S:\ICT\Key Stage 3\Year 9\Computer Science\Unit 4 - Small 
Basic\7 – Procedures\ Small Basic - Procedures.pptx 

When you have completed this task, think about the efficiency of the 
code and how you could make it simpler, 

Week beginning 3rd May  

Remote Classroom work 

This lesson we will be looking at the ways that we can make 
programming code more maintainable. We will look into the different 
methods that we can use to allow code to be read by a multitude of 
different users who will be able to understand what it is supposed to 
accomplish at each stage. 
Access the following presentation 

 S:\ICT\Key Stage 3\Year 9\Computer Science\Unit 4 - Small 
Basic\8 – Maintainability\ Small Basic - Maintainability.pptx 

Learn about how we can use the following to help make code more 
maintainable: 

 Comments 

 Variable Names 

 Subroutines 
 
When you have read about the different ways that code can be made 
more maintainable, undertake the following programming task: 
A taxi ride costs £3 for the first mile but only £2 for every subsequent 
mile. Write code that allows you to enter the number of miles that are 
travelled and it will output the cost. For example, a taxi ride of 1 mile 
will be £3, while a ride of 3 miles would be £7. 
 
Create code that calculates the cost of a taxi depending upon the 
distance travelled. Annotate your code with comments explaining each 
stage, use sensible variable names and, where possible, break the code 
up into subroutines 

 


