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Databases

Learners study relational
databases and learn how
to design and write the SQL
code to create, update and
query these databases.
Time is also spent working
onthe NEA.

Software Development
Lifecycle (SDLC)

Learners complete their
mock exams and prepare
for their NEA by exploring

the stages of the SDLC.

Algorithms

Building on their
programming skills,
learners learn what

algorithms are, how to
write them, how some
work, and why some are
more efficient than others.

Structured Programming

With the mock exam
done, learners return to
programming and explore
the benefits of abstraction,
decomposition, and

COMPUTING
LEARNING JOURNEY
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Big Data and
Functional Programming

Staying with data, learners
learn about big data
and explore some basic
functional programming.
Time is also spent working
onthe NEA.

Algorithms and
Abstract Data Types
Learners use their object-
oriented programming
skills to program, compare,
and understand a range of
important algorithms and
abstract data types.

Databases

Having explored searching
algorithms, learners move
into databases. Learning
what they are, as well as
writing the SQL for adding,
updating, and searching
the datain them.

System Software
and Revision

Learners look at the roles
that the operating system
and utility software play in
what has been learned so

Communication
and Networking

Building their systems
knowledge, leaners study
communication theory and
computer networks. Time
is also spent working on
the NEA.

Object Oriented-
Programming

Building on their procedural
knowledge, learners learn
how to group behaviours
and attributes and create

modern object-oriented
programs.

Robust Programming

To finish their GCSE
programming, learners
explore some ways of

writing and testing robust

programs and the types of

error that can occurr when
programs go wrong.

Networks and
Cyber Security

Learners explore ways of
connecting computers, the
protocols that make this
happen, this pros and cons

Theory of Computation
and Skeleton Program

Learners round off their
journey exploring abstract
computing models. They
finish the NEA write-up and
start studying the Paper 1
skeleton program.

Procedural Programming

Moving from low to high-
level programming and
working on a range of bite-
sized problems, learners
refine and expand their
Year 7-12 programming
knowledge and skills.

Impact of Computing

Explanding the theme
of robust programming,
learners explore the legal,
ethical and envionmental
issues around computing.

Data Representation

Knowing why computers
use binary, learners learn
what this is; how numbers,
text, images and sound are
represented using it; and

Skeleton Program
and Revision

Work continues on
understanding the skeleton
program and revision and
exam practice is in full
swing.

Data Representation

Knowing why computers
use binary, learners revisit
how arange of data is
stored and deepen their
understanding by learning
how negative and decimal
numbers are stored.

Revision

Revision lessons and
homeworks started in
Terms 3 and 4, but Term
5is exclusively devoted
to revision and exam
practice.

System Architecture

Learners move inside
the computer and learn
how their programs are
stored and run and what

the different components

Digital
Literacy
Information
Technology

Computer
Science
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Hardware and Software

Learners revisit and
deepen their knowledge
of hardware and software,
ultimately learning how
the CPU runs their own
low-level machine code
programs.
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Computers and
Programming

Learners deepen their
knowledge of hardware
and software and develop
core programming skills

BTEC National Extended
Certificate in IT

=)

A Level Computer Science

Cambridge National IT

GCSE Computer Science

Unit 3 - Social Media
(Coursework)

Learners research, assess
and present their findings
on the ways businesses
use social media to meet
their needs.

RO12 - Initiating
and Planning
Learners explore the tools
and techniques that can be
used to start off and plan
IT projects.

Unit 5 - Data Modelling
(Coursework)

Learners design and
implement a data model
for a given client scenario.

Unit 2 - Relational
Databases

Learners study relational
database management
system (RDMS) theory
to learn how to design a
database, create it, and
construct queries.

R012 - Revisit
Initiating and Planning

Learners revisit the tools
and techniques used in
staring off and planning IT
projects, going into greater
depth if the exam has
already been taken.

Managing and
Processing Data
Learners start developing
the spreadsheet and
database skills needed
for the coursework part of

Apprenticeship
University
Employment
Gap year

Unit 5 - Data Modelling
(Coursework)

Learners research and
evaluate how spreadsheet
software can be used in
data modelling and the
decision making process.

Unit 2 - Relational
Databases

Learners learn how to
create data entry forms
and reports in a relational
database management
system.

R012 - Revisit
Cybercrime

Learners revisit the issues
involved in storing and
processing data, going into
greater depth if the exam
has already been taken.

RO13 - Coursework

Learners explore the
client brief and create the
planning documents (mind
map, mood board, Gantt
chart, test plan etc))

Unit 1 - Impact of
IT Systems

Learners explore the uses,
issues and implications of

IT systems, including legal,
moral and ethical issues.

Unit 2 - Relational
Databases

Learners practice creating
relational databases for
arange of past paper
scenarios.

R013 - Coursework

Learners create the
database and spreadsheet
solutions and use mail
merge to integrate the
documents the client
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Unit 1 - Online Services

Learners explore a range
of online services, their
benefits and drawbacks,
and threats to online data
and ways of mitigating
against them.

Unit 3 - Social Media
(Coursework)

Learners develop a social
media product to enable a
business to meet a need.
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RO12 - Data Processing
and Presenting

Learners explore ways
of processing data and
presenting the information
extracted fromit.

R013 - Courswork
Learners finalise their
courswork by creating an
information report and
evaluating their project.

Coursework sent to OCR.

Unit 1 - Digital Devices
and Networks

Learners learn about a
range of digital devices,
ways of connecting them,
and the issues around
transmitting data.

Unit 3 - Social Media
(Coursework)
Learners implement their
social media productin a
business.

R012 - Data Collecting
and Storing

Learners explore ways
of collecting, storing and
using data.

R012 - Cybercrime

Learners explore the
issues involved in storing
and processing data.

subroutines in structuring farand prepare for their of doing so, and ways of how these things can be involved in this do. that are built onin the their course. needs sending.
their programs. first mock exam. securing the networks. compressed if needed. GCSE.
Textual Programming Digital Images Digital Animator Digital Creator
Learners transition and Sounds Enhancing the media Combining skills from
from visual to text based Learners continue building skills learned in previous across the KS3 curriculum,
(Python) programming, their knowledge of binary units, learners learn the learners complete a guided
learning how to use input data representation by basics of 3D modelling programming or creative
and output, arithmetic, exploring how computers and animating to create 3D media project.
selection and iterationin a use binary to represent models and a short video.
new language. images and sounds.
Data Science Digital Letters Inside the Computer From Networks Visual Programming Numbers and Making and Using Collaborating Online
Staying with data, learners and Numbers Learners learn about the tothe Internet Learners build their Spreadsheets Digital Media Respectfully
use local and global data Learners build on their operating system, how Learners learn what a confidence and knowledge Learners progress from Learners develop their Learners are introduced
sets to develop the skills to knowledge of logic gates the physical components computer network s, of sequencing, variables, making spreadsheets with presentation skills and to working on the school
visualise data, spot trends and binary by learning store and run programs, what the key components selection and count- simple arithmetic to using explore issues surrounding computers and updated

and reminded about safe
and respectful working
when online.

reliability, copyright and
licensing when using other
people’s work.

arange of formulas to
analysing real-world data.

controlled iteration in
a visual programming
language (Scratch).

do, and how web pages
are built using HTML and
delivered using protocols.

and the logic gates these
components consist of.

and answer questions that
solve problems.

how binary is used to
represents letters and
numbers.




