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COMPUTER SCIENCE H446  
Year 
13 

Programming project  
 
Developing the 
solution 
 
Evaluation 

Software and software 
development 

• Systems 
software 

• Applications 
generation 

 

Legal, moral, cultural 
and ethical issues 

• Computing 
related 
legislation 

• Moral and 
ethical issues 

 
 
 

Computer systems 

• Components of a computer and 
their uses 

• Software and software 
development 

• Exchanging data 

• Data types, data structures and 
algorithms 

• Legal, moral, cultural and ethical 
issues 

 

Algorithms and programming 

• Elements of computational 
thinking 

• Problem solving and 
programming 

• Algorithms 
 
Programming project 

 

Year 
12 

Problem solving and 
programming 

• Programming 
techniques 

 

Components of a computer and their uses 

• Structure and function of the processor 

• Types of processor 

• Input, output and storage 
 
Data types, data structures and algorithms 

• Data types 

• Data structures 

• Boolean algebra 
 

Elements of computational 
thinking 

• Thinking abstractly 

• Thinking ahead 

• Thinking 
procedurally 

• Thinking logically 

• Thinking 
concurrently 

 
Problem solving and 
programming 

• Computational 
methods 

 
Algorithms 

 

Exchanging data 

• Compression, encryption 
and hashing 

• Databases 

• Networks 

• Web technologies 

Programming 
Project  
 
Analysis of 
the problem 
 
Design of the 
solution 

Algorithms Software and software 
development 

• Software 
development 

• Types of 
programming 
language 

Programming Project  
 
Design of the solution  
 
Developing the 
solution 
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COMPUTER SCIENCE J277 
Year 
11 

Computer systems: 

• Systems architecture, CPU, embedded systems 

• Memory, storage, data representation 

• Computer networks, connections, protocols 

• Network security, threats, preventing vulnerabilities 

• Systems software, operating systems, utilities software 

• Ethical, legal, cultural and environmental impacts of digital technology 

 

Computational thinking, algorithms and programming:  

• Algorithms, searching/sorting, computational thinking 

• Programming fundamentals, techniques, data types 

• Producing robust programs, defensive design, testing 

• Boolean logic, diagrams, truth tables 

• Programming languages and IDEs 

 

CREATIVE IMEDIA J834 

Year 
11 

R097 NEA: 

• Task 2: Creating your interactive digital media product  
- Components, interactive digital media product, export/publish 

• Task 3: Testing and reviewing your interactive digital media product 
- Test/check, review, areas for improvement and further development 

 

RO93 Exam:  

• The media industry  

• Factors influencing product design 

• Pre-production planning 

• Distribution considerations 

 

COMPUTER SCIENCE J277 

Year 
10 

Programming fundamentals: 

• Variables and constants 

• Inputs and outputs 

• Assignment 

• Programming constructs 

• Arithmetic and Boolean operators 

• Data types 

• Programming techniques 
 
Algorithms: 

• Computational thinking 

• Designing, creating and refining 

• Searching and sorting 

Producing robust programs: 

• Defensive design 

• Testing 

• Syntax/logic errors 
 
Boolean logic: 

• Logic diagrams 

• Truth tables 
 
Programming languages and IDEs: 

• High/low level 

• Translators 

• Compilers/Interpreters 

• Tools and facilities 

Systems architecture: 

• CPU 

• Von Neumann 

• Embedded systems 
 
Memory and storage: 

• Primary and secondary 

• Virtual memory 

• Units and data storage 

• Characters/Images/Sound 

• Compression  
 
Networks, connections and 
protocols: 

• LAN/WAN 

• Topologies 

• Hardware and The Internet 

 

Networks, connections and protocols: 

• Wired and wireless 

• Protocols and layers 
 
Network Security: 

• Threats and vulnerabilities 

• Prevention methods 
 
Systems software: 

• Operating systems 

• Utility software 
 
Ethical, legal, cultural and environmental: 

• Digital technology 

• Impacts on wider society 

• Privacy issues and legislation 

 

CREATIVE IMEDIA J834 

Year 
10 

R094 NEA: 

• Task 1: Planning visual identity and digital graphic product 
- Visual identity, justify design choices, planning documents 

• Task 2: Creating visual identity and digital graphic product 
- Visual identity, assets, digital graphic products, export 

 

R097: 

• Interactive digital media  

• Types/Content/Hardware 

• Features and conventions 

• Resources required 

• Pre-production documents 

• Planning documents  

Audio and Video Editing: 

• Sourcing suitable assets 

• Audio file types 

• Editing audio in Audacity  

• Video file types 

• Editing videos in Premiere 

• Interactive assets 

 

RocketCake:  

• Folder management  

• Master page/template 

• Creating a website 

• Product content 

• Exporting/publishing 

• Testing 

R097 NEA: 

• Task 1: Planning your interactive media 

product 

- Client brief interpretation, pre-

production documents, assets 
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KS3 COMPUTING 

Year 
9 

Digital Products (Photoshop): 

• Image/Canvas Size 

• Layout and Drawing Tools 

• Adjustments, Filters and Effects 

• Selections and Layers 

• Retouching 

• Typography 

 

Programming (Python): 

• IDLE 

• Print Statements 

• Variables 

• User Input 

• Data Types 

• Calculations 

Programming (Python): 

• Selection 

• If Statements 

• Conditions 

• Indentation 

• Comparison Operators 

• Logical Operators 

Programming (Python): 

• Iteration 

• For Loops 

• While Loops 

• Count Controlled 

• Condition Controlled 

• Efficiency   

Digital Products: 

• Planning a Visual Identity 

• Mind Maps 

• Moodboards 

• Concept Sketches 

• Visualisation Diagrams 

• Justifying Designs 

Digital Products: 

• Planning Digital Graphics for Products 

• Graphic Design and Conventions 

• Properties of Digital Graphics  

• Licenses and Permissions 

• Creating a Visual Identity 

• Creating a Digital Graphic  

 

Year 
8 

Digital Products (Fireworks):  

• Bitmap/Vector Images 

• Assets 

• Image Editing Tools 

• Transparency 

• Layers  

• Effects 

 

Digital Products (Dreamweaver): 

• Websites 

• Audience and Purpose 

• Banner and Navigation Bar 

• Accessibility  

• Consistency 

• Assets 

Data Representation: 

• Computer Systems 

• Hardware/Software 

• Numbers 

• Characters 

• Images 

• Sound 

Programming (Code for Life): 

• Algorithm 

• Instructions 

• Sequence 

• Selection 

• Iteration 

• Efficiency 

Control Technology (Flowol): 

• Flowol 

• Algorithms 

• Inputs 

• Selection 

• Iteration 

• Variables 

Programming (Python): 

• Turtle 

• Commands 

• Sequence 

• Selection 

• Iteration 

• Patterns 

Year 
7 

Introduction to Computing: 

• Colmers Network 

• Baseline Test 

• Word 

• Publisher 

• PowerPoint 

• E-Safety 

 

Managing Data (Spreadsheets): 

• Excel 

• Formulas 

• Graphs 

• Data 

• Formatting  

• Validation 

Managing Data (Databases): 

• Access 

• Fields/Records 

• Queries 

• Data Types 

• Validation 

• Forms/Reports 

Programming (MicroBits): 

• Inputs/Outputs 

• Strings/Integers 

• Coordinates 

• Variables 

• Selection 

• Iteration 

Programming (Scratch):  

• Sprite/Stage/Scripts 

• Broadcasts 

• Variables 

• Selection 

• Iteration 

• Testing and Feedback 

 

 

 

 

 

 


