
To create, share, and apply knowledge in Computer Science, including in interdisciplinary areas that extend the scope of Computer Science and benefit humanity; to educate pupils to be successful, ethical, and effective problem-solvers and life-long learners who will contribute positively to the economic well-being of our region and nation and who are prepared to tackle complex 21st Century challenges facing the world.
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Unit 1 Unit 2 Unit 3 Unit 4 Unit 5

Purpose and Aim: To understand how to use the school software and network and have confidence logging in and using passwords safely.

KS3 Curriculum link - To understanding the hardware and software components that make up computer systems, and how they communicate with one another and with  other 
systems. 

Links to other units: Unit 2 - Using computers safely, effectively and responsibly, Unit 3 - Understanding Computers, Unit 11 - HTML Website Development and Unit 8 -Database 
Development.

Purpose and Aim:  To understand a range of ways to use technology safely, respectfully, responsibly and securely, including protecting their online identity and privacy; recognise 
inappropriate content, contact and conduct and know how to report concerns. 

KS3 Curriculum link - to understanding the hardware and software components that make up computer systems, and how they communicate with one another and with  other systems. 

Links to other units: Unit 3 - Understanding Computers, Unit 11 - HTML Website Development and Unit 8 - Database Development.

Purpose and Aim: To understand the hardware and software components that make up computer systems, and how they communicate with one another and with other systems. Understand how 
instructions are stored and executed within a computer system; to understand how data of various types (including text, sounds, and pictures) can be represented and manipulated digitally, in the 
form of binary digits and be able to convert between binary and decimal, and perform simple binary arithmetic.

KS3 Curriculum link - To understanding simple Boolean logic [for example, AND, OR and NOT] and some of its  uses in circuits and programming and understanding how numbers can be 
represented in binary, and be able to carry out simple operations on binary numbers [for example, binary addition, and conversion between binary and decimal].

Links to other units: Unit 4 - Programming essentials in Scratch and Unit 9 - Computational thinking and logic.

Purpose and Aim: To design, use, and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems. To use two or more 
programming languages, one of which is textual, to solve a variety of computational problems. To make appropriate use of data structures such as lists, tables or arrays; design 
and develop modular programs that use procedures or functions and to understand simple Boolean logic (such as AND, OR and NOT), and some of its uses in circuits and 
programming.

KS3 Curriculum link - To understanding simple Boolean logic [for example, AND, OR and NOT] and some of its  uses in circuits and programming and understanding how numbers 
can be represented in binary, and be able to carry out simple operations on binary numbers [for example, binary addition, and conversion between binary and decimal].

Links to other units: Unit 3 - Understanding Computers and Unit 9 - Computational thinking and logic.

Purpose and Aim: To undertake creative projects that involve selecting, using, and combining multiple applications, preferably across a range of 
devices, to achieve challenging goals, including collecting and analysing data and meeting the needs of known users use two or more programming 
languages, at least one of which is textual, to solve a variety of computational problems. To make appropriate use of data structures [for example, 
lists, tables or arrays] and to design and develop modular programs that use procedures or functions design, use and evaluate computational 
abstractions that model the state and behaviour of real world problems and physical systems.

KS3 Curriculum link - To using two or more programming languages, at least one of which is textual, to solve a variety of computational problems; 
make appropriate use of data  structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or 
functions.

Links to other units: Unit 4 - Programming essentials in Scratch, Unit 9 - Computational thinking and logic, Unit 10 - Introduction to Python and Unit 
13 - Python Next steps.

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

Learn about the school 
computer use policy, how 
to login and create a 
secure password.

Undertake a 
baseline 
assessment to 
review KS2 prior 
learning. 

Be able to create/manage 
folders in Google Drive and 
understand the 
importance of backups.

Using, creating and 
uploading a Google Doc. 

Using, creating and 
uploading Google Slide 
presentation.

Using and creating a 
Google Form that 
consists of multiple 
choice questions. 

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Use basic file management 
techniques.

Guidelines for keeping 
their identity secure on 
the Internet. Identifying 
phishing emails and how 
to deal with  them 
appropriately.

How to use email 
effectively.

Use the advanced 
features of a search 
engine.

The dangers and 
drawbacks of social 
networking sites.

Exam technique - 
answering short and 
long questions about 
computational thinking 
and logic.

Complete a learning view 
of the topics covered.  
Also complete pupil voice 
survey.

Distinguish between 
hardware and software.

Distinguish between main 
memory and permanent 
storage devices.

Convert decimal (denary) 
integers to binary numbers.

Add two binary numbers 
(each no more than eight 
binary digits).

Describe how data is stored 
on a CD.

Exam technique - 
answering short and 
long questions about 
understanding 
computers.

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Compare how humans and 
computers understand 
instructions

Define a variable as a 
name that refers to 
data being stored by 
the computer

Define a condition as an 
expression that will be 
evaluated as either true or 
false

Create condition that 
use comparison 
operators (>,<,=)

Summative 
assessment - Google 
Form

Define Iteration as a 
group of instructions 
that are repeatedly 
executed

Independently design 
and apply programming 
constructs to solve a 
problem

Define a subroutine as a 
group of instructions that 
will run when called by the 
main program or other 
subroutines

Identify where condition-
controlled iteration can be 
used in program

Evaluate which type of 
iteration is required in a 
program

Define a list as 
a collection of 
related 
elements that 
are referred to 
by a single 
name

Summative 
assessment - 
Google Form

Decompose a 
larger 
problem into 
smaller 
subproblems

Recap learning 
over two scratch 
units

 - Pupils will be able to login, create and manage folders on the network and Google Classroom;
 - Pupils will be able to create a presentation using a range of functions in Google Slides;
 - Pupils will be able to create a poster using a range of functions in Google Docs;
 - Pupils will be able to create a quiz using a range of functions in Google Forms.

- Pupils will be able to create a secure, memorable password;
- Pupils will be able to identify a phishing scam;
- Pupils will be able to identify dangers of social media sites;
- Pupils will be able to respond to threats on the internet.

- Pupils will be able to identify input, output and storage devices;
- Pupils will be able to name at least five pieces of software;
- Pupils will be able to add two binary numbers (each no more than eight binary digits);
- Pupils will be able to describe how data is stored on a CD.

- Pupils will be able to predict the outcome of a set of scratch instructions;
- Pupils will be able to produce a sequence of instructions on scratch;
- Pupils will be able to build an algorithm on Scratch;
- Pupils will be able to independently debug and correct errors in a program.

- Pupils will be able to program Kodu to eat an Apple on collision;
- Pupils will be able to use a range of techniques to create and alter basic landscapes;
- Pupils will be able to apply a range of skills to modify and create a simple game world in which Kodu interacts with objects;
- Pupils will be able to modify a game to make Kodu move in response to the environment.
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Unit 6 Unit 7 Unit 8 Unit 9 Unit 10

Purpose and Aim: To understand a range of ways to use technology safely, respectfully, responsibly and securely, including protecting their online identity and privacy; recognise 
inappropriate content, contact and conduct and know how to report concerns.

KS3 Curriculum link -  To understanding simple Boolean logic [for example, AND, OR and NOT] and some of its  uses in circuits and programming and understanding how numbers 
can be represented in binary, and be able to carry out simple operations on binary numbers [for example, binary addition, and conversion between binary and decimal].

Links to other units: Unit 3 - Understanding Computers and Unit 4 - Programming essentials in Scratch.

Purpose and Aim: To undertake creative projects that involve selecting, using, and combining multiple applications, preferably across a range of devices, to achieve challenging goals, 
including collecting and analysing data and meeting the needs of known users. To create, re-use, revise and re-purpose digital artefacts for a given audience, with attention to 
trustworthiness, design and usability.

KS3 Curriculum link -  To undertaking creative projects that involve selecting, using, and combining multiple applications, preferably across a range of devices, to achieve challenging 
goals, including collecting and analysing data and meeting the needs of known users.

Links to other units: Unit 10 - Introduction-to-Python, Unit 11 - HTML and website Development and Unit 15 - Graphics

Purpose and Aim: To understand the hardware and software components that make up computer systems, and how they communicate with one another and with other systems.

KS3 Curriculum link - To understanding the hardware and software components that make up computer systems, and how they communicate with one another and with  other systems. 

Links to other units: Unit 2 - Using computers safely, effectively and responsibly, Unit 3 - Understanding Computers and Unit 11 - HTML Website Development.

Purpose and Aim: To design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.

KS3 Curriculum link - Understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare 
the utility of alternative algorithms for the same problem.

Links to other units: Unit 10 - Introduction-to-Python and Unit 13 - Python Next steps.

Purpose and Aim: To use two or more programming languages, one of which is textual, to solve a variety of computational problems; make 
appropriate use of data structures. To design and develop modular programs that use procedures and functions. To understand several key 
algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning to compare the utility of 
alternative algorithms for the same problem.

KS3 Curriculum link - To using two or more programming languages, at least one of which is textual, to solve a variety of computational problems; 
make appropriate use of data  structures [for example, lists, tables or arrays]; design and develop modular programs that use procedures or 
functions.

Links to other units: Unit 4 - Programming essentials in Scratch, Unit 5 - Kudo, Unit 9 - Computational thinking and logic and Unit 13 - Python Next 
steps.

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

IDENTIFY common types of 
computer crime. Learn 
about different types of 
email scams and how to 
recognise the signs of 
fraudulent emails.

INVESTIGATE the 
Computer Misuse 
Act. EXPLORE 
what is meant by 
hacking and 
research ways to 
protect myself 
from malware and 
hacking.

DISCUSS the need for 
various organisations to 
hold data about you. Be 
aware of the possibility of 
identity theft and research 
how to minimise the 
chance of identity theft.

INVESTIGATE Copyright 
law, what it says and 
what it means. ASSESS 
the damage that illegal 
copying does to 
individuals, companies 
and society and compare 
copyright infringement 
with plagiarism.

RESEARCH the Health 
and Safety law and learn 
about the need to 
dispose of computer 
equipment in a 
responsible manner.

Exam technique - 
answering short and 
long questions about 
computer crime and 
Health and Safety.

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Analyse what makes a good 
advertisement.

Create a storyboard and 
script for a TV advert.

Work in a group to 
create a TV advert.

Edit a video clip, 
removing unwanted 
parts.

Review your TV 
advertisement.

Exam technique - 
answering short and 
long questions about 
creating videos.

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Understand what a 
database is including flat 
file database, record and 
field. Enter data into a 
database in datasheet 
view. Create queries using 
multiple criteria to answer 
questions.

Design a database with one or 
two tables. Create the 
database structure using 
suitable field types. Add 
validations and verifications 
to at least one field. Add 
records to the table and test 
the validations.

Note examples of queries on 
websites. Use complex criteria 
to select records and create a 
parameterised query. Sort data 
on one or more fields and 
choose which data to display in 
the results table.

Discuss examples of forms 
on websites and create a 
new form from a query or 
table. Make the form 
user-friendly, sort and 
navigate tables using a 
form and find, enter, 
modify and delete records 
using a form.

Create a report based on a 
query, edit the layout of the 
report and create a 
consistent design.

Exam technique - 
answering short and 
long questions about 
Database 
Development.

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Understand how to ask 
logical questions to solve 
problems. Understand the 
common boolean operators.

Learn how logic is 
used in different 
situations.  Use 
different logic gates 
and complete truth 
tables. 

Learn how to create a 
sequence of instructions to 
achieve a goal
and understand how loops 
are used in algorithms. 

Create algorithms to 
communicate data and
understand why 
compression is needed 
in the exchange of files. 

Be able to create 
abstractions for 
different purposes.

Exam technique - 
answering short and 
long questions about 
computational 
thinking and logic.

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Introduction to Computer 
Science including key 
terms.

Use variable and arithmetic 
expressions when writing 
programs in Python.

Use selection 
statements when 
writing programs in 
Python. Use indentation 
when creating the 
programs.

Use iteration 
when writing 
programs in 
Python.

Create more 
complex 
programs using 
all three 
control 
structures 
(Sequence, 
selection, 
iteration).

Exam 
technique - 
test 
understandin
g of data 
types, 
selection, 
iteration, 
indentation 
and errors.

Complete a 
learning view of 
the topics 
covered.  Also 
complete pupil 
voice survey.

- Pupils will be able to recognise the signs of fraudulent emails;
- Pupils will be able to identify common types of computer crime;
- Pupils will be able to describe the content on Major Acts concerning computer use;
- Pupils will be able to describe how to safely dispose of an old computer.

- Pupils will be able to Identify different filming techniques used in advertisement;
- Pupils will be able to define and identify diegetic and non-diegetic sounds;
- Pupils will be able to work in a group to create a TV advert;
- Pupils will be able to add text, including any relevant information, to the video frames where necessary.

- Pupils will be able to give examples of databases used by organisations;
- Pupils will be able to create a database using several field with different data types;
- Pupils will be able to create a basic form to input data;
- Pupils will be able to query the database and produce a suitable report.

- Pupils will be able to apply abstraction, decomposition and pattern recognition to solve a problem;
- Pupils will be able to explain the difference between lossy and lossless compression;
- Pupils will be able to use an algorithms to communicate data;
- Pupils will be able to complete truth tables.

- Pupils will be able to run a simple Python program in Interactive mode using the input and print functions;
- Pupils will be able to apply arithmetic using the BIDMAS rule;
- Pupils will be able to write a program involving input, calculation and output;
- Pupils will be able to identify different types of program errors.
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Purpose and Aim: To undertake creative projects that involve selecting, using, and combining multiple applications, preferably across a range of devices, to achieve challenging 
goals, including collecting and analysing data and meeting the needs of known users. To create, re-use, revise and re-purpose digital artefacts for a given audience, with attention 
to trustworthiness, design and usability.

KS3 Curriculum link - To understanding the hardware and software components that make up computer systems, and how they communicate with one another and with  other 
systems. 

Links to other units: Unit 2 - Using computers safely, effectively and responsibly, Unit 3 - Understanding Computers and Unit 8 -Database Development.

Purpose and Aim: To design, use and evaluate computational abstractions that model the state and behaviour of real world problems and physical systems. To design and develop 
modular programs that use procedures or functions. To understand the hardware and software components that make up computer systems, and how they communicate with one 
another and with other systems. 

KS3 Curriculum link -  To design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.

Links to other units: Unit 4 - Programming essentials in Scratch, Unit 5 - Kudo, Unit 9 - Computational thinking and logic and Unit 14 - Spreadsheet-modelling.

Purpose and Aim: To use two or more programming languages, one of which is textual, to solve a variety of computational problems; make appropriate use of data structures; design and develop 
modular programs that use procedures and functions. To understand several key algorithms that reflect computational thinking [for example, ones for sorting and searching]; use logical reasoning 
to compare the utility of alternative algorithms for the same problem.

KS3 Curriculum link - To using two or more programming languages, at least one of which is textual, to solve a variety of computational problems; make appropriate use of data  structures [for 
example, lists, tables or arrays]; design and develop modular programs that use procedures or functions.

Links to other units: Unit 4 - Programming essentials in Scratch, Unit 5 - Kodu, Unit 9 - Computational thinking and logic and Unit 13 - Python Next steps.

Purpose and Aim: To design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.

KS3 Curriculum link -  To design, use and evaluate computational abstractions that model the state and behaviour of real-world problems and physical systems.

Links to other units: Unit 4 - Programming essentials in Scratch, Unit 5 - Kudo, Unit 9 - Computational thinking and logic and Unit 12 - Control unit with Flowol.

Purpose and Aim: To understand how data of various types (including text, sounds and pictures) can be represented and manipulated digitally, in 
the form of binary digits. To undertake creative projects that involve selecting, using, and combining multiple applications, preferably across a 
range of devices, to achieve challenging goals, including collecting and analysing data and meeting the needs of known users. To create, re-use, 
revise and re-purpose digital artefacts for a given audience, with attention to trustworthiness, design and usability.

KS3 Curriculum link - To understand how data of various types (including text, sounds and pictures)  can be represented and manipulated digitally, 
in the form of binary digits.

Links to other units: Unit 3 - Understanding computers, 

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

Identify what HTML is and 
use basic HTML tags.

Apply HTML tags 
to construct a web 
page structure 
from a provided 
design.

Describe and use CSS to 
style static web pages.

Create well-formatted 
content in a website, 
including links, text and 
images.

Explain how search 
engines ‘crawl’ through 
the World Wide Web 
and how they select and 
rank results.

Exam technique -  
test understanding 
of HTML and 
website 
development.

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Identify control flowchart 
symbols and understand how 
they are used to describe 
systems

Understand why a 
control system might fail 
and explain the impact 
this can have on safety

Identify common types 
of sensors used in 
control systems

Develop a control 
solution for a system 
that uses a subroutine

Summative assessment - 
Google form 

Understand what 
actuators are used for 
in control systems

Understand what a 
variable is and explain 
how variables can be used 
to control systems

Learning review of Python 
Skills - selection.

Create lists and be able to 
access the items in the list.

Practise different operations 
using lists that have been 
created.

Use iteration (while 
statements) to control the 
flow of program 
execution.

Develop guided mini-
projects that will help apply 
what pupils have learnt.

Exam technique - test 
understanding of 
Python programming

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Introduction to Computer 
Science including key terms.

Use basic formulas 
with cell references 
for calculations in a 
spreadsheet

CREATE a financial model to 
predict the profit on the sale 
of merchandise

USE the functions SUM, 
MAX, MIN, and 
COUNTA in a 
spreadsheet.  Create 
appropriate charts in a 
spreadsheet.

USE the functions 
COUNTIF, AVERAGE, 
and IF in a 
spreadsheet

Exam Technique - 
test understanding 
of modelling.

Complete a learning 
review of the topics 
covered.  Also complete 
pupil voice survey.

Introduction to  Vector 
graphics

Understanding Bitmap 
graphics 

Conveying meaning 
through graphics

 CREATE 
Effects and 
enhancements 
of graphics

Summative 
assessment- 
Google form

Creating your 
own 
graphical 
design

Complete a 
learning review 
of the topics 
covered

- Pupils will be able to use HTML tags to create a simple webpage;
- Pupils will be able to apply HTML tags to construct a web page structure from a provided design;
- Pupils will be able to use CSS to style static web pages;
- Pupils will be able to present images within a web page.

- Pupils will be able to produce a flowchart using different functions;
- Pupils will be able to use variables within a control system;
- Pupils will be able to use decision symbols in a flowchart; 
- Pupils will be able to independently produce a control solution.

- Pupils will be able to access items from a list in Python;
- Pupils will be able to apply arithmetic using the BIDMAS rule;
- Pupils will be able to use indentation correctly within a block of code;
- Pupils will be able to identify different types of program errors.

- Pupils will be able to compare different types of computer models;
- Pupils will be able to compare a financial model to predict the profit on the sale of merchandise;
- Pupils will be able to compare a financial model to predict the profit on the sale of merchandise;
- Pupils will be able to use relative and absolute referencing.

- Pupils will be able to combine two shapes using union, intersection, and difference;
- Pupils will be able to create and modify straight and curved paths;
- Pupils will be able to create and save a graphic in a format that preserves the layers;
- Pupils will be able to change an object by modifying its markup.
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Purpose and Aim: To develop a set of computational thinking skills that enable them to design, implement and analyse algorithms for solving problems. Purpose and Aim: Computers use binary to represent different types of data. Purpose and Aim: Most computer applications in use today would not be possible without networks. Students should understand the key principles behind the organisation of computer networks. Purpose and Aim: Computers use binary to represent different types of data. Purpose and Aim:  Problem solving with programming.

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

Introduction to Computer 
Science including key 
terms.

Understanding 
Algorithms.

Techniques to improve 
code readability and 
understanding.  Using 
programming constructs: 
Input/output and 
repetition.

Using repetition 
construct: for loops, 
range function.

Exam technique - 
answering short and 
long questions about 
constants, variables, 
constructs and 
algorithms.

Binary introduction 
and representation of 
unsigned integers.

Review understanding of 
programming structures.

High and low level 
programming languages.

Searching and sorting 
algorithms.

Searching and sorting 
algorithms.

Data Representation. DEVELOP my exam 
technique by answering 
short and long questions 
about data 
representation, high and 
low level programming 
languages and searching 
and sorting algorithms.

Boolean Logic Review understanding of 
data representation, high 
and low level 
programming languages 
and searching and sorting 
algorithms.

 Understand what is 
meant by the Internet and 
how the Internet is 
structured (IP addressing, 
routers)

Understand the different 
types of networks (LAN, WAN) 
and usage models (client-
server, peer-to-peer).

Describe how data can be 
transmitted in packets using 
layered protocol stacks 
(TCP/IP).

Understand the 
importance of network 
security, including 
appropriate validation 
and authentication 
techniques (access 
control, physical security 
and firewalls).

Understand methods of 
identifying vulnerabilities 
including:
•        penetration testing 
•        ethical hacking
•        commercial analysis 
tools 
•        user policies

Exam technique - 
answering short and 
long questions about 
networks and 
security.

Review understanding of 
networks and security.

 RESEARCH the ethical 
impact of using technology 
(privacy, inclusion and 
professionalism) on society.

Evaluate the impact 
of and issues related 
to privacy arising 
from the use of 
computers in society.

 Understand how images 
and sound is represented in 
binary. Understand the 
need for data compression 
and methods of 
compressing data.

Understand the 
characteristics of 
structured and 
unstructured data. 
Data types and 
operations.

Understand and use 
iteration in an 
algorithm. Use one- 
and two-dimensional 
arrays in the design of 
solutions to simple 
problems.

DEVELOP exam 
technique by 
answering short and 
long questions about 
ethics, images, 
sound compression 
and data structures.

Review understanding of 
about ethics, images, 
sound compression and 
data structures.

UNDERSTAND the function 
of and be able to identify 
the structural components 
of programs.

Write programs that make 
appropriate use of 
sequencing, selection, 
repetition.

Write programs that 
make appropriate use 
of primitive data types.

Write a 
program in 
Python that 
accepts and 
responds 
appropriately 
to user inputs.

Exam 
technique - 
answering 
short and long 
questions 
about 
constants, 
variables, 
constructs and 
algorithms.

Write 
programs 
that make 
appropriate 
use of 
variables and 
constants.

Review 
understanding 
of programming 
structures.

- Pupils will be able to define different data types;
- Pupils will be able to analyse the purpose of algorithms in meeting specified requirements;
- Pupils will be able to identify, locate and fix errors in algorithms;
- Pupils will be able to represent numbers as binary.

- Pupils will be able to demonstrate a binary search;
- Pupils will be able to complete a merge sort; 
- Pupils will be able to explain how data is represented as text;
- pupils will be able to use boolean logic and create logic tables.

- Pupils will be able to describe the transfer of data in packets across a WAN;
- Pupils will be able to explain which network type is most suitable for different circumstances;
- Pupils will be able to research the different types of networks (LAN, WAN) and usage models (client-server, peer-to-peer);
- Pupils will be able to describe the methods of protecting a network from a cyber attack.

- Pupils will be able to understand the environmental impact of technology on society;
- Pupils will be able to perform binary arithmetic;
- Pupils will be able to understand how sound, an analogue signal, is represented in binary;
- Pupils will be able to understand the need for data compression and the methods of compressing data.

- Pupils will be able to identify the structural components of programs;
- Pupils will be able to write programs that make appropriate use of sequencing, selection, repetition;
- Pupils will be able to write programs that make appropriate use of primitive data types;
- Pupils will be able to write a program in Python that accepts and responds appropriately to user inputs.
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Purpose and Aim:  Problem solving with programming. Purpose and Aim:  Problem solving with programming. Purpose and Aim:  Computers use binary to represent different types of data. Purpose and Aim: Most computer applications in use today would not be possible without networks. Students should understand the key principles behind the organisation of 
computer networks.

Purpose and Aim: Problem solving with programming.

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

Course introduction and 
key concepts and 
introduction to Python and 
programming.

Using operators: 
arithmetic 
operators, order 
of precedence and 
parenthesis.

Using Input/output: input 
function, int function.

Using repetition 
construct: for loops, 
range function.

Exam technique - 
answering short and 
long questions about 
constants, variables, 
constructs and 
algorithms.

Using and creating 
flowcharts and 
pseudo-code.

Review understanding of 
programming structures.

UNDERSTAND the function of 
and be able to identify the 
structural components of 
programs.

Write programs that 
make appropriate use of 
sequencing, selection, 
repetition.

Write programs that 
make appropriate use of 
primitive data types.

Write a program in 
Python that accepts 
and responds 
appropriately to user 
inputs.

Exam technique - 
answering short and 
long questions about 
constants, variables, 
constructs and 
algorithms.

Write programs that 
make appropriate use 
of variables and 
constants.

Review understanding of 
programming structures.

High and low level 
programming languages.

Searching and sorting 
algorithms.

Searching and sorting 
algorithms.

Data Representation. DEVELOP my exam 
technique by answering 
short and long questions 
about data representation, 
high and low level 
programming languages and 
searching and sorting 
algorithms.

Boolean Logic Review understanding of 
data representation, 
high and low level 
programming languages 
and searching and 
sorting algorithms.

Understand what is meant 
by the Internet and how the 
Internet is structured (IP 
addressing, routers)

Write programs that use 
arithmetic operators. 

Understand the 
different types of 
networks (LAN, WAN) 
and usage models 
(client-server, peer-
to-peer).

Write programs that 
use relational 
operators. 

Describe how data can be 
transmitted in packets using 
layered protocol stacks 
(TCP/IP).

Write programs that use 
logical operators.

Understand the 
importance of network 
security, including 
appropriate validation 
and authentication 
techniques (access 
control, physical 
security and firewalls). 

Write functions that 
may or may not take 
parameters but must 
return values.

Exam technique - 
answering short and 
long questions about 
networks and security, 
constants, variables, 
constructs and 
algorithms.

UNDERSTAND the 
difference between 
and be able to write 
programs that make 
appropriate use of 
global and local 
variables. 

Review understanding of 
networks, security and 
programming structures.

FORMULATE an algorithm 
efficiently for the given 
program.

CREATE pseudo code 
efficiently for the given 
program.

COMPILE a program to 
meet the given 
requirements.

ASSESS how 
well my 
program 
meets the 
requirements 
for the given 
task.

DEVELOP my 
exam 
technique by 
answering 
short and long 
questions 
about high 
level,  low level 
languages and 
algorithms.

EVALUATE 
how well my 
program 
meets the 
requirements 
for the given 
task.

complete a 
learning REVIEW 
to ASSESS my 
programming 
skills.

- Pupils will be able to define different programming constructs;
- Pupils will be able to use input/output and repetition functions;
- Pupils will be able to analyse the purpose of programs in meeting specified requirements;
- Pupils will be able to identify, locate and fix errors in programs.

- Pupils will be able to identify the structural components of programs;
- Pupils will be able to write programs that make appropriate use of sequencing, selection, repetition;
- Pupils will be able to write programs that make appropriate use of primitive data types;
- Pupils will be able to write a program in Python that accepts and responds appropriately to user inputs.

- Pupils will be able to demonstrate a binary search;
- Pupils will be able to complete a merge sort; 
- Pupils will be able to explain how data is represented as text;
- pupils will be able to use boolean logic and create logic tables.

- Pupils will be able to describe the transfer of data in packets across a WAN;
- Pupils will be able to describe the methods of protecting a network from a cyber attack;
- Pupils will be able to write programs that use arithmetic, relational and logical operators;
- Pupils will be able to write programs that use functions.

- Pupils will be able to create a computer program for given requirements;
- Pupils will be able to assess if their program meets the clients needs;
- Pupils will be able to extend their program to meet all the clients needs;
- Pupils will be able to evaluate my program against the clients needs.
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Purpose and Aim: The concepts and implications of the use of, and relationships between, hardware and software that form computer systems. Purpose and Aim: The implications of computer architecture models and the impact of the relationships between their component parts. Purpose and Aim: The characteristics, concepts and implications of computer data representation methods. Purpose and Aim: The characteristics and implications of methods of organising data in computer systems, and its impact on computer processes.
Purpose and Aim: The fundamental principles of how computer systems work, including the role of hardware and software, the way components of 
a system work together and how data in a system is used.

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

Categorise hardware and 
software and input out and 
storage devices.

Features and 
characteristics of 
computer 
Architecture.

Features and implications 
of computer systems for 
data processing

The role of the kernel. 
Special and general 
registers.

The factors affecting the 
choice and use of 
different user interfaces. 
UOW1 assessment.

Use and 
interpretation of 
different number 
systems used in 
computer systems.

The implications of using 
codes to represent 
character sets. How 
bitmap/raster images are 
stored. Learning review.

The purpose, features and uses 
of internal components.

The hardware used in 
computer systems.

Data storage and 
recovery systems.

The role of the kernel 
in controlling and 
managing system 
components and 
tasks.

Factors affecting the 
choice and use of user 
interfaces. UOW2 
assessment.

The concept of utility 
and application 
software and the 
distinction between the 
two.

The use, features and 
implications of computer 
systems for data 
processing. Learning 
review.

Learn about searching and 
sorting algorithms.

DEMONSTRATE signed binary 
addition using the sign and 
magnitude and two's 
complement methods.

Learn how bitmap/raster 
image data is stored and 
represented in a computer 
system.

INVESTIGATE the 
applications and 
implications of data 
compression.

DEVELOP my exam 
technique by answering 
short and long style exam 
questions on data 
transmission, data storage 
and software.

DESCRIBE the factors 
that affect the choice 
of hardware, utility 
and application 
software.

Complete a learning 
REVIEW to ASSESS my 
understanding of data 
transmission.

INVESTIGATE data 
structures.

RESEARCH wired and 
wireless 
communication.

DESCRIBE the methods of 
connecting devices and 
transmitting data across and 
between computer systems.

RESEARCH 
asynchronous and 
synchronous data 
transmission.

DEVELOP my exam 
technique by 
answering short and 
long style exam 
questions on 
transmitting data.

IDENTIFY the 
different methods of 
error detection.

Complete a learning 
REVIEW to ASSESS my 
understanding of 
transmitting data and 
error detection.

DEVELOP my exam 
technique by answering 
short and long style exam 
questions on  the use and 
choice of instruction sets, 
the features and 
implications of embedded 
and mobile CPU 
architecture, the use of 
binary to represent 
negative and floating point 
numbers.

DEVELOP my exam 
technique by answering 
short and long style exam 
questions on the types of 
communication channel, on 
the methods of connecting 
devices and transmitting 
data across and between 
computer systems,  the 
selection of connection 
methods to fulfil specific 
tasks and functions.

DEVELOP my exam 
technique by answering 
short and long style 
exam questions on the  
role of the kernel, the 
factors affecting the 
choice and use of user 
interfaces, the use of 
binary arithmetic to 
perform calculations.

DEVELOP my 
exam 
technique by 
answering 
short and long 
style exam 
questions on 
the use, 
application 
and 
interpretation 
of flow charts.

EXPLAIN the 
requirements 
of websites for 
unit 15.

EXPLAIN the 
principles of 
website 
design for 
unit 15.

ANALYSE the 
principles of 
website design 
for unit 15.

- Pupils will be able to explain the purpose of the components of a computer system;
- Pupils will be able to distinguish between different types of software;
- Pupils will be able to explain how different hardware and software are used;
- Pupils will be able to describe how data is stored on a computer system.  

- Pupils will be able to describe the role of the kernel;
- Pupils will be able to explain the factors affecting the choice of user interfaces;
- Pupils will be able to describe the different types of data storage and recovery systems within a computer;
- Pupils will be able to describe the features and implications of data processing.

- Pupils will be able to use searching and sorting algorithms to organise data;
- Pupils will be able to demonstrate signed binary addition;
- Pupils will be able to explain how data is transmitted across computer systems;
- Pupils will be able to explain how data is compressed.

- Pupils will be able to describe different types of data structures;
- Pupils will be able to explain the difference between wired and wireless transmission;
- Pupils will be able to explain the protocols used to govern and control data;
- Pupils will be able to explain the different types of error detection when transmitting data.

- Pupils will be able to use boolean logic;
- Pupils will be able to explain how RISC and CISC are used within different devices;
- Pupils will be able to develop my exam technique by answering short exam style questions;
- Pupils will able to explain the requirements and principles of website design.
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Purpose and Aim: To understand current IT security threats, information security and the legal requirements affecting the security of IT systems. Purpose and Aim: To investigate cryptographic techniques and processes used to protect data. Purpose and Aim: To examine the techniques used to protect an IT system from security threats. Purpose and Aim: Implement strategies to protect an IT system from security threats. Purpose and Aim: To evaluate an IT system security threats and the methods used to protect against them. 

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

Introduction to Computer 
Science including key 
terms.

RESEARCH the 
different threats 
that can affect the 
IT systems of 
organisations.

Produce a report based on 
the research for 
assessment criteria A:P1.

RESEARCH the principles 
of information security 
when protecting the IT 
systems of organisations.

Produce a report based 
on the research for 
assessment criteria A:
P2.

RESEARCH why 
organisations must 
adhere to legal 
requirements when 
considering IT 
systems security;

produce a report based 
on the research for 
assessment criteria A:P.3.

USE various cryptographic 
principles to try out simple 
cypher.

Produce a report based 
on the research for 
assessment criteria B:P4.

RESEARCH different 
methods of encryption 
and applications. 

COMPARE symmetric 
and public/private 
key encryption 
methods.

Produce a report based 
on the research for 
assessment criteria B:
M2.

RESEARCH ways in 
which given 
organisations can 
develop disaster 
recovery plans to cover 
a range of threats.

EXPLAIN how protection 
techniques can help 
defend an organisation 
from security threats.

Produce a report based 
on the research for 
assessment criteria C:P5.

CREATE a plan to protect an IT 
system that meets 
organisational and legislative 
requirements.

Produce a report based on the 
research for assessment 
criteria C:P6.

Configure anti-malware 
scanning schedules.

Learn how to configure 
inbound and outbound rules 
to control network 
connections that are 
allowed and prevent all 
other unauthorised 
connections.

ANALYSE firewall 
events and log 
entries.

Produce a report based 
on the research for 
assessment criteria D:P7.

Test and REVIEW protection 
applied to an IT system 
resource.

Produce a report 
based on the 
research for 
assessment criteria D:
P8.

ANALYSE and interpret 
activity logs.

JUSTIFY the choice of 
protection techniques 
used to defend the IT 
systems of an 
organisation, showing 
how the IT system will 
be protected from 
security threats.

Produce a report 
based on the research 
for assessment criteria 
C:M3.

Enhance the 
protection of the IT 
system to meet 
requirements given 
in my security plan.

Produce a report based 
on the research for 
assessment criteria D:
M4.

EVALUATE my plan and the 
effectiveness of the 
protected IT system against 
requirements.

Produce a report based on 
the research for assessment 
criteria CD:D2.

Demonstrate individual 
responsibility and 
effective self-
management in the 
planning and protection 
of an IT system.

Analyse how 
the principles 
of website 
design are 
used to 
produce 
creative, high 
performance 
websites 
which meet 
client 
requirements.

 Evaluate how 
the principles 
of website 
design are used 
to produced 
creative, high 
performance 
websites which 
meet client 
requirements.

Produce a report based on the 
research for assessment criteria 
A:M1 & A:D1.

- Pupils will be able to explain the different security threats that can affect the IT systems of organisations;
- Pupils will be able to explain the principles of information security when protecting the IT systems of organisations;
- Pupils will be able to why organisations must adhere to legal requirements when considering IT system security;
- Pupils will be able to explain the principles and uses of cryptography to secure and protect data.

- Pupils will be able to analyze how the principles and uses of cryptography impact on the security and protection of data;
- Pupils will be able to assess the impact that IT security threats can have on organisations’ IT systems;
- Pupils will be able to assess a business whilst taking account of the principles of information security and legal requirements;
- Pupils will be able to evaluate the effectiveness of the techniques used to protect organisations from security threats.

- Pupils will be able to install protection on a computer system;
- Pupils will be able to analyse and interpret security events;
- Pupils will be able to configure a wireless router's security settings;
- Pupils will be able to produce a plan to protect an IT system. 

- Pupils will be able to define suitable antivirus protection software based on a given scenario;
- Pupils will be able to suggest suitable outcomes for a network's infrastructure based on the given proposal;
- Pupils will be able to summarize and explain the implications of government laws and how they will play a role in company policies;
- Pupils will be able to explain several encryption methods and how these can be used to help a company stay protected when communicating online.

- Pupils will be able to review the extent to which the organisation’s IT system has been ‘protected’;
- Pupils will be able to produce a plan to protect an IT system which meets organisational and legislative requirements;
- Pupils will be able to demonstrate individual responsibility and effective self-management in the planning and protection of an IT system;
- Pupils will able to explain the requirements and principles of website design.
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Purpose and Aim: The application of the thinking skills involved in analysing problems and processes, to identify solutions that can be developed into computer programs. Purpose and Aim: To use techniques used to design solutions to problems. Purpose and Aim: The features, applications, impact and implications of using different programming paradigms to develop code to solve problems. Purpose and Aim: To investigate website development principles and design and develop a website using scripting languages. Purpose and Aim: To review knowledge of Unit 1 and 2 for resits if needed.

Week 1 Week 2 Week 3 Week 4 Week 5 Week 6 Week 7 Week 8 Week 9 Week 10 Week 11 Week 12 Week 13 Week 14 Week 15 Week 16 Week 17 Week 18 Week 19 Week 20 Week 21 Week 22 Week 23 Week 24 Week 25 Week 26 Week 27 Week 28 Week 29 Week 30 Week 31 Week 32 Week 33 Week 34 Week 35

Introduction to Computer 
Science including key 
terms.

Identifying 
common elements 
or features in 
problems or 
systems.

Interpret common data-
handling techniques and 
structures provided within 
programming languages to 
process data.

Interpret common 
functions provided within 
programming languages 
to perform specific tasks 
to process data.

Describing a step-by-
step strategy to solve a 
problem.

Use of standard 
structures and 
conventions to build 
and develop 
accurate, efficient 
and effective 
computer code to 
fulfil identified 
criteria and solve 
problems.

Identifying information 
that is necessary to solve 
an identified problem.

Produce, apply and interpret 
pseudo code statements to 
describe computing tasks or 
processes and solve problems.

Use and interpret 
common data-handling 
techniques and 
structures provided 
within programming 
languages to process 
data.

Interpret, produce and 
develop flowcharts 
using appropriate British 
Computer Society (BCS) 
symbols to describe a 
system or solution.

Use and interpret 
common data 
structures within a 
computer program to 
store and process 
data.

Develop my exam 
technique by answering 
short and long style 
exam questions on 
programming languages.

Interpret, analyse and 
evaluate the use of 
code written using 
object oriented 
programming 
paradigms.

Complete a learning 
REVIEW to ASSESS my 
understanding of 
programming languages.

Selecting, applying, using 
and interpreting common 
functions provided within 
programming 
languages to perform 
specific tasks to process 
data.

Interpret, analyse and 
evaluate the features and 
applications of procedural 
programming paradigms.

DEVELOP my exam technique 
by answering short and long 
style exam questions on topics 
covered in unit 1.

DESCRIBE the purpose 
and principles of website 
products.

EXPLAIN the requirements 
of websites.

EXPLAIN the 
principles of website 
design.

IDENTIFY media and 
objects in a website.

EXPLAIN factors affecting 
website performance.

EXPLAIN the benefits 
and constraints of 
website design.

CREATE moodboards and 
storyboards. to store ready 
made and create original 
assets for a website.

DEVELOP HTML and 
CSS skills.

Design a website for a 
specific need.

Develop a website 
for a specific need.

Evaluate the design 
and the website against 
the 
client requirements.

Develop my exam 
technique by answering 
short and long style 
exam questions for unit 
1 resit.

Develop my exam 
technique by answering 
short and long style 
exam questions for unit 
1 resit.

Develop my exam 
technique by 
answering short and 
long style exam 
questions for unit 2 
resit.

Develop my 
exam 
technique by 
answering 
short and 
long style 
exam 
questions for 
unit 2 resit.

End of course

- Pupils will be able to describe a strategy to solve a problem;
- Pupils will be able to identify common elements or features in problems or systems;
- Pupils will be able to interpret common functions provided within programming languages to perform specific tasks to process data;
- Pupils will be able to identify information that is necessary to solve an identified problem.

- Pupils will be able to produce, apply and interpret pseudocode statements to describe computing tasks or processes and solve problems;
- Pupils will be able to interpret and develop pseudocode;
- Pupils will be able to interpret, produce and develop flowcharts using appropriate British Computer Society (BCS) symbols to describe a system or solution;
- Pupils will be able to use the standard structures and conventions to build and develop accurate, efficient and effective computer code to fulfil identified criteria and solve problems.

- Pupils will be able to use and interpret common functions provided within programming  languages;
- Pupils will be able to analyse and evaluate the features and applications of procedural programming paradigms;
- Pupils will be able to explain the purpose and principles of a website;
- Pupils will be able to describe the factors affecting website performance and design.

- Pupils will be able to explain the factors that affect website performance; 
- Pupils will be able to create a website using HTML for a given scenario;
- Pupils will be able to manipulate a website using CSS for a given scenario;
- Pupils will be able to optimise their website.

- Pupils will be able to answer short and long style exam questions for revision for unit 1 resit; 
- Pupils will be able to answer short and long style exam questions for revision for unit 2 resit.


