
Table 4 – curriculum journey (one for each year group) 

Year 7 Curriculum Journey 

KS2 to KS3 progression elements 
 Algorithms 

●​ KS2 Foundation: Pupils learn to decompose problems, create simple algorithms (e.g., step-by-step instructions for a task), and use 
logical reasoning to solve problems or debug. 

●​ KS3 Progression: 
○​ Year 7: Builds directly by introducing cryptography as an algorithmic concept (e.g., encrypting messages, creating new methods, 

evaluating performance). This extends KS2 decomposition to security-focused problem-solving. Also, solving problems by 
sequencing instructions aligns with KS2's basic algorithm design. 

○​ Year 8: Advances to breaking tasks into steps, converting to instructions, and using flowcharts/symbols. This refines KS2 logical 
reasoning into formal algorithmic representation (e.g., flowcharts for system control). 

○​ Year 9: Less explicit in the map, but ties into spreadsheet planning (e.g., using formulae like SUM, IF) and AR prototype design, 
where decomposition is applied to data analysis and planning. 

This progression moves from simple KS2 algorithms (e.g., sorting a list) to evaluative, creative ones (e.g., designing cryptography or 
flowcharts). 

 Programming 

●​ KS2 Foundation: Block-based programming (e.g., Scratch) with sequence, selection, repetition, variables, inputs/outputs. Debugging 
and simulating physical systems (e.g., basic robots). 

●​ KS3 Progression: 
○​ Year 7: Directly builds on Scratch from KS2, adding advanced features (e.g., variables, selection, repetition, FOR loops, 

procedures). Introduces physical computing with micro:bit (e.g., controlling LEDs, sensors like shake detection) and SPIKE 
Prime (e.g., robotic sequences for grabbing actions), extending KS2 simulations to hardware control. 

○​ Year 8: Continues with Scratch and block-based tools (e.g., Code.org Course E), introducing input/assignment/output, IF 
statements, FOR/WHILE loops. Adds event-driven programming (e.g., Tappy Tap App with user input, variables, decomposition), 
progressing from KS2's basic loops/selection to structured, app-based projects. 

○​ Year 9 (CS strand): Transitions to text-based Python (e.g., print(), input(), variables, if/else/elif, loops, nesting). This builds on 
KS2's logical reasoning by applying it to interactive programs, quizzes, and simulations, with debugging emphasized. 

  



KS3 shifts from KS2's introductory block-coding to more sophisticated, hardware-integrated, and text-based programming, fostering 
independence in problem-solving. 

 Data Representation 

●​ KS2 Foundation: Basic data handling (e.g., collecting/analyzing data, creating charts, using spreadsheets for simple tasks). 
●​ KS3 Progression: 

○​ Year 7: Introduces binary concepts via ASCII (e.g., converting letters/numbers), building on KS2 data presentation. 
Spreadsheets (e.g., Google Sheets for shop data, charts) extend KS2's basic analysis to business scenarios. 

○​ Year 8: Deepens with binary/denary conversions, ASCII encoding, file sizes, and binary addition. This advances KS2's data 
evaluation to computational representations. 

○​ Year 9 (CS): Covers binary for numbers, characters (ASCII/Unicode), images (pixels, resolution), sound (sampling), and 
compression. Applies to calculations (e.g., file sizes), building on KS2's data presentation. 

Progression emphasises why data is represented digitally, moving from KS2's practical use to theoretical understanding. 

Computer Architecture 

●​ KS2 Foundation: Basic IPO model; recognise hardware/software; understand device processes instructions. 
●​ KS3 Progression: 

○​ Year 7: Explicitly teaches IPO model, categorizing devices (input/output/storage), main components, and performance factors. 
Micro: bit/SPIKE Prime hardware exploration builds on KS2 simulations. 

○​ Year 8: Distinguishes hardware/software, 3-box model (input/process/output), main components (e.g., RAM/ROM, 
Fetch-Decode-Execute). Applies to real-world examples. 

○​ Year 9 (CS): Introduces logic gates, truth tables, Boolean expressions, extending KS2's basic systems to circuit design. 

KS3 adds depth with cycles, performance, and logic, building on KS2's introductory device awareness. 

 Networks and Communication 

●​ KS2 Foundation: Understand networks/internet basics; online safety (risks, bullying, reporting); communication/collaboration 
opportunities. 

●​ KS3 Progression: 
○​ Year 7: Focuses on e-safety (online risks, bullying, manipulation, digital footprint, scams, body image, healthy digital use). This 

directly extends KS2's safety/responsibility. 

  



○​ Year 8: Less explicit, but ties into AR games (e.g., analysing features) and app projects. 
○​ Year 9 (CS): Covers network devices (routers, switches), wired/wireless, LAN/WAN, client-server/P2P. Adds cybersecurity 

(threats, ethical hacking, social engineering, authentication), building on KS2's internet basics and safety. 

Progression introduces technical network details and advanced safety (e.g., cybersecurity careers), while reinforcing KS2 collaboration (e.g., 
via Google tools). 

Builds KS2's content creation into formal design principles. 

 Graphics (Vectr and Photoshop) 

●​ KS2 Foundation: Create digital content (images, presentations) using software. 
●​ KS3 Progression: 

○​ Year 7: Logos/branding in graphics tools. 
○​ Year 8: Shape manipulation, logo recreation, client briefs. 
○​ Year 9: Advanced tools (e.g., icons/symbols, photo editing with effects like Content Aware Fill). 

Extends KS2's basic creation to professional, purpose-driven design. 

General ICT 

●​ KS2 Foundation: Use software for tasks; safe/responsible use; present information. 
●​ KS3 Progression: 

○​ Year 7: Google tools (Gmail, Docs, Slides), pioneers in computing, marketing documents. 
○​ Year 8: Pioneers' impact, posters/letters/presentations. 
○​ Year 9: Consolidates with independent projects (e.g., spreadsheets for analysis). 

Reinforces KS2's digital literacy with historical/ethical context. 

 

 

 

 

  



Year 7 

 

  

KS2   Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

What 
have 
they 
learned 
at KS2 
that we 
build on 
at KS3?  

Topic Title Digital Safety Code Breakers Shop Project Programming 
Basics 

Microbit 
Programming 

Grab Bot Robotics 

Key areas of 
focus 

Online tools, 
Gmail, Google 

Docs, St Mary’s 
Cloud, ICT safety, 

online laws 

Cryptography, 
Enigma machine, 
ASCII, computer 

parts, and 
pioneers in 
computing 

Branding, 
spreadsheets, 
promotional 

materials, and 
data collection 

Scratch 
programming, 

problem 
decomposition, 
loops, selection 

Micro:bit 
hardware, LED 

display, sensors, 
variables 

SPIKE Prime 
hardware, motor 
control, sensors, 

sequences 

Subject-​
specific 
knowledge 

Risks of online 
platforms, dangers 
of sharing content, 

digital footprint, 
and cyber laws 

Caesar Cipher, 
encryption 

methods, ASCII 
codes, and 
hardware 

categorization 

Logo design 
principles, Google 

Sheets basics, 
Google Forms, 
data analysis 

Scratch block 
editor, variables, 

FOR loops, 
procedures 

Block-based 
coding, loops, 

conditions, 
event-driven 
programming 

Robotics 
programming, 

debugging, and 
iterative testing 

Assessment 
(formative 
and 
summative 

Baseline: At the 
start of the year, 
before teaching 

begins 

Formative 
observation in 

class - students 
are given verbal 

Formative 
observation in 

class - students 
are given verbal 

Formative 
observation in 

class - students 
are given verbal 

feedback on their 
work. Summative 

Formative 
observation in 

class - students 
are given verbal 

Formative 
observation in 

class - students 
are given verbal 



  

  

Formative 
observation in 

class - students 
are given verbal 

feedback on their 
work 

feedback on their 
work  

Summative 
assessment on 
Google Form 

feedback on their 
work 

Summative 
assessment on 
Google Form 

assessment on 
Google Form 

feedback on their 
work 

Summative 
assessment on 
Google Form 

feedback on their 
work 

Observation 
during the race, 
functionality of 
grabbing code, 

teamwork and soft 
skills 

Interdisciplin
ary learning 

PSHE (safe online 
behaviour), 

Citizenship (laws), 
English 

(communication 
skills) 

History (WW2 
cryptography), 
Maths (logical 

thinking), 
Problem-solving 

Business Studies 
(marketing), Art & 

Design (visual 
branding), Maths 
(data handling) 

Maths 
(sequencing, 

logic), Creative 
thinking 

Engineering 
(hardware), Maths 

(logic), Design 
Technology 

Engineering 
(robotics), Maths 
(measurement), 
Physics (motion) 

Progression 
of learning 

Builds on KS2 
e-safety; 

introduces cloud 
tools and 

responsible digital 
behaviour 

Moves from basic 
codes to 

understanding 
computer 

architecture and 
data 

representation 

Applies ICT skills 
to real-world 

business 
scenarios 

Introduces 
computational 
thinking and 

coding 
fundamentals 

Builds on Scratch 
concepts; 
introduces 
physical 

computing 

Advances from 
Microbit to 

robotics and 
real-world 

applications 



Year 8 Curriculum Journey 

Category / Term Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Topic Title Programming 1 Vector Graphics Computer Systems Augmented Reality Pioneers Tappy Tap App 

Key areas of 
focus 

Algorithms, Scratch 
basics, flowcharts, 

sequencing 

Logo design, client 
briefs, shape 
manipulation, 

character design 

Hardware/software, 
CPU, binary, 

ASCII, file sizes 

AR concepts, 
Scratch AR games, 

planning and 
testing 

Hedy Lamarr, Tim 
Berners-Lee, and 

professional 
communication 

App Lab 
development, GUI, 

user input, 
decomposition 

Subject-​
specific 

knowledge 

Problem 
decomposition, 

sequencing, loops, 
selection, Scratch 

block editor 

Vector tools, pen 
tool, shape 

combination, 
branding principles 

Binary conversions, 
ASCII encoding, 

Fetch-Decode-Exe
cute cycle 

Video sensing in 
Scratch, 

storyboarding, and 
evaluation 
techniques 

Poster design, 
formal letter writing, 

and presentation 
skills 

Event-driven 
programming, 

variables, 
sequencing, 

selection 

Assessment Baseline: At the 
start of the year, 
before teaching 

begins 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work  

Summative 
assessment on 
Google Form 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work 

Summative 
assessment on 
Google Form 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work. Summative 
assessment on 
Google Form 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work 

Summative 
assessment on 
Google Form 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work 

  



Interdisciplinary 
learning 

Maths (logic and 
sequencing), 

Problem-solving 

Art & Design 
(visual creativity), 

Business 
(branding) 

Science 
(electronics), Maths 
(binary arithmetic) 

Media Studies 
(storyboarding), 

Design Technology 

History (computing 
pioneers), English 

(formal writing) 

Maths (logic), 
Business (user 

experience) 

Progression of 
learning 

Builds on Year 7 
Scratch; introduces 

Python concepts 
and flowcharting 

Introduces 
professional design 

tools and 
client-focused 

projects 

Deepens 
understanding of 

computer 
architecture and 

data representation 

Introduces 
immersive 

technology and 
creative coding 

Develops research 
and professional 
communication 

skills 

Advancing 
programming skills 
in app development 

and UX design 

  

Year 9 Curriculum Journey (IT) 

Category / Term Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Topic Title Vector Graphics Photoshop 
Graphics 

Spreadsheets AR Development AR Assessment Consolidation & 
Extension 

Key areas of 
focus 

Basic tools of 
Vector, shape 

manipulation, and 
logo design 

Photo editing, text 
effects, and 

combining images 

Basic and 
advanced 

formulae, data 
analysis, charts 

AR concepts, 
planning, design 

principles, Scratch 
AR 

High-fidelity AR 
prototype, iterative 
testing, evaluation 

Advanced 
spreadsheet 
design, HCI 

principles, UX/UI 

  



Subject-specific 
knowledge 

Understanding 
icons, logos, and 
symbols; applying 
design principles 

Content Aware Fill, 
Spot Heal Tool, 

text art techniques 

SUM, AVERAGE, 
COUNTIF, IF 

statements, and 
dashboard creation 

Marker-based AR, 
user interaction, 

storyboard 
planning 

Triggers, layers, 
outputs, usability 

testing 

Validation, security 
measures, usability 

testing 

Assessment Logo and icon 
design project, 

client brief task, all 
work in the lesson 

marked by the 
teacher as part of 
the formative and 

summative 

Magazine cover or 
poster design 

project all work in 
the lesson marked 
by the teacher as 

part of the 
formative and 

summative 

Spreadsheet 
project with graphs 
and a dashboard. 

All work in the 
lesson marked by 
the teacher as part 

of the formative 
and summative 

AR prototype 
project, design 
documentation, 
peer review all 

work in the lesson 
marked by the 

teacher as part of 
the formative and 

summative 

Final AR prototype 
submission and 

evaluation report, 
all work in the  

lesson marked by 
the teacher as part 

of the formative 
and summative 

Spreadsheet 
solution evaluation 

against client 
requirements, all 

work in the  lesson 
marked by the 

teacher as part of 
the formative and 

summative 

Interdisciplinary 
learning 

Art & Design 
(visual creativity), 

Business 
(branding) 

Media Studies 
(professional 

media products), 
Art & Design 

Maths (data 
analysis), Business 

Studies 
(budgeting) 

Geography (AR for 
lessons), Design 

Technology 
(interface design) 

Science/Nutrition 
(AR for fruit 

health), Media 
Studies 

Business (client 
projects), 

Computing (HCI 
design) 

Progression of 
learning 

Builds on Year 8 
Vector skills; 
introduces 

advanced design 
briefs 

Introduces 
advanced image 
manipulation and 

creative media 
design 

Develops data 
handling and 

analytical skills for 
real-world 
scenarios 

Advances 
immersive 

technology skills 
and creative 

coding 

Consolidates AR 
development skills 
with professional 
testing methods 

Prepares students 
for KS4 by 

applying advanced 
ICT and design 

principles 

  

  



Year 9 Computer Science Curriculum Journey  

Category / Term Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Topic Title Programming 
Concepts 

(Sequencing) 

Networks Programming 
Concepts 
(Selection) 

Data 
Representation 

Programming 
Concepts 

(Iteration) & Logic 
Gates 

Cybersecurity & 
GDevelop 

Key areas of 
focus 

Python basics: print 
statements, 
variables, 

input/output, 
arithmetic 
operations 

Network devices, 
LAN/WAN, 

client-server vs 
P2P, wired vs 

wireless 

Decision-making in 
Python: if, elif, else, 

logical operators 

Binary, ASCII, 
Unicode, images, 

sound, 
compression 

Loops (for, while), 
nested loops, 

break/continue, 
AND/OR/NOT 

gates 

Cyber threats, 
social engineering, 

authentication, 
ethics, and game 

development 
basics 

Subject-​
specific 

knowledge 

Sequential 
execution, data 

types, debugging, 
and error correction 

IP/MAC addresses, 
network topologies, 
transmission media 

Comparison 
operators, nested 
conditions, and 

debugging 
selection logic 

Binary conversions, 
file size 

calculations, lossy 
vs lossless 

compression 

Truth tables, 
Boolean 

expressions, circuit 
design 

Digital footprint, 
password security, 
ethical/legal issues, 
event-driven game 

design 

Assessment Baseline: At the 
start of the year, 
before teaching 

begins 

Formative 
observation in 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work  

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work. Summative 

Formative 
observation in 

class - students are 
given verbal 

feedback on their 
work 

Cyber Explorers 
project, 

collaborative 
challenge, game 

prototype is 

  



class - students are 
given verbal 

feedback on their 
work 

Summative 
assessment on 
Google Form 

Summative 
assessment on 
Google Form 

assessment on 
Google Form 

Summative 
assessment on 
Google Form 

auto-assessed 
during each task. 

Interdisciplinary 
learning 

Maths (logic and 
calculations), 

Problem-solving 

Business (network 
models), 

Technology 
infrastructure 

Maths (logic), 
Real-world 

problem-solving 

Maths (binary 
arithmetic), 

Science (sound 
sampling) 

Maths (patterns), 
Electronics (logic 

circuits) 

PSHE (online 
safety), Media 
Studies (game 

design) 

Progression of 
learning 

Introduces Python 
programming 
fundamentals, 

builds on Year 8 
Scratch 

Develops 
understanding of 
connectivity and 

network 
architecture 

Advance 
programming skills 

with conditional 
logic 

Introduces core 
theoretical 

concepts for GCSE 
Computer Science 

Prepares students 
for advanced 

programming and 
logic design 

Introduces 
cybersecurity 
principles and 
creative game 
development 

Year 10 Curriculum Journey  (AQA GCSE Computer Science) 

  
Autumn 1 
(Sept–Oct) 

Autumn 2 
(Nov–Dec) Spring 1 (Jan–Feb) Spring 2 (Feb–Mar) 

Summer 1 
(Apr–May) 

Summer 2 
(Jun–Jul) 

Topic title Programming 
foundations 

Selection & 
iteration 

Data structures Algorithms Systems 
architecture 

Binary & data 
representation 

Key areas of 
focus 

Problem solving, 
decomposition, 
basic program 

Decision making in 
programs, 
repetition, flow 
control 

Organising and 
storing multiple 
data items, 

Designing efficient 
step-by-step 
solutions, 

Understanding how 
computer systems 
work internally 

How data is 
represented, stored 
and processed in 
computers 

  



structure, user 
input and output 

accessing and 
updating data 

comparing 
algorithms 

Subject-specific 
knowledge 

Variables, 
constants, 
integer/real/string/B
oolean data types, 
assignment, syntax 
errors, runtime 
errors 

If/elif/else 
statements, nested 
selection, for and 
while loops, trace 
tables 

One-dimensional 
arrays/lists, 
indexing, iteration 
over arrays, use 
cases 

Linear search, 
bubble sort, 
algorithm tracing, 
efficiency concepts 

CPU components 
(ALU, CU, 
registers), RAM vs 
ROM, secondary 
storage 

Binary numbers, 
hexadecimal, units 
of data, image and 
sound 
representation 

Assessment 
(formative & 
summative) 

Baseline 
assessment, 
regular retrieval 
quizzes, and short 
programming 
challenges with 
feedback. 
Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Summative 
assessment on end 

of topic 

Extended coding 
tasks, peer 
assessment, and 
low-stakes tests 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Summative 
assessment on end 

of topic 

 

End-of-topic 
assessment, 
exam-style 
questions, 
teacher-marked 
tasks 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Summative 
assessment on end 

of topic 

 

Timed exam 
questions, 
algorithm design 
tasks, and 
self-assessment 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Summative 
assessment on end 

of topic 

 

Mock-style exam 
questions, 
knowledge 
organisers, and 
retrieval practice 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Summative 
assessment on end 

of topic 

 

Mini mock, 
cumulative retrieval 
quizzes, 
end-of-year 
assessment 

 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Mock in the sport 
hall  

 

  



Interdisciplinary 
learning 

Maths: logic, 
sequencing, 
problem solving 

Maths: Boolean 
logic, conditionals 

Maths: indices, 
sequences 

Maths: efficiency 
and comparison 

Physics: hardware 
components, 
electricity 

Maths: number 
bases, conversions 

Progression of 
learning 

Builds directly on 
KS3 computational 
thinking and 
block-based 
programming 

Develops 
increasingly 
complex and 
independent 
programming 
solutions 

Enables learners to 
manage larger data 
sets in programs 

Prepares students 
for exam evaluation 
of algorithmic 
efficiency 

Provides 
foundational 
hardware 
knowledge for Year 
11 networking 

Completes core 
data representation 
knowledge required 
for GCSE 

 

Year 11 Curriculum Journey (AQA GCSE Computer Science) 

  Autumn 1 (Sept–Oct) Autumn 2 (Nov–Dec) Spring 1 (Jan–Feb) Spring 2 (Feb–Mar) Summer 1 (Apr–May) 

Topic title Networks Network security, ethics 
& legislation 

Databases Advanced programming 
& testing 

Revision & exam 
preparation 

Key areas of 
focus 

How computers 
communicate, network 
structures and 
hardware 

Protecting systems and 
data, understanding the 
impacts of computing 

Storing, retrieving and 
managing large data 
sets 

Writing robust programs 
and ensuring 
correctness 

Consolidation of the full 
GCSE specification 

Subject-​
specific 
knowledge 

LAN, WAN, network 
topologies, protocols, 
and hardware devices 

Malware types, social 
engineering, encryption, 

SQL SELECT queries, 
validation, verification, 
and data integrity 

Defensive 
programming, 

Exam command words, 
evaluation techniques, 

  



legislation (GDPR, 
CMA) 

validation, verification, 
test strategies 

and synoptic 
understanding 

Assessment 
(formative & 
summative) 

Knowledge checks, 
exam-style questions, 
and topic test 

Formative observation 
in class - students are 
given verbal feedback 
on their work  

Summative assessment 
on end of topic 

Extended exam 
questions, 
scenario-based 
assessments 

 

Formative observation 
in class - students are 
given verbal feedback 
on their work  

Summative assessment 
Mock for November 

Practical database 
tasks, written exam 
questions 

 

Formative observation 
in class - students are 
given verbal feedback 
on their work  

Summative assessment 
Mock for January 

Programming 
assessment, mock 
exam questions - 
revision planner 

Formative observation 
in class - students are 
given verbal feedback 
on their work  

Summative assessment 
Mocks through revision 

Full mock exams, 
targeted revision tasks 

Formative observation 
in class - students are 
given verbal feedback 
on their work  

 

Interdisciplinary 
learning 

Geography: 
infrastructure and 
global connectivity 

PSHE: ethics, Law: 
legislation 

Business: data use and 
management 

Maths: logic and testing Study skills and exam 
literacy 

Progression of 
learning 

Applies systems 
knowledge to real-world 
networked 
environments 

Develops a responsible 
and ethical 
understanding of 
computing 

Builds on Year 10 data 
handling for large-scale 
systems 

Synoptic application of 
programming 
knowledge 

Ensures readiness and 
confidence for GCSE 
examinations 

  

  



 

Year 12 AQA Computer Science   

  

 Year 12 Autumn 1 
(Weeks 1-6) 

Year 12 Autumn 2 
(Weeks 7-13) 

Year 12 Spring 1 
(Weeks 14-19) 

Year 12 Spring 2 
(Weeks 20-26) 

Year 12 Summer 1 
(Weeks 27-32) 

Year 12 Summer 2 
(Weeks 33-39) 

Topic Title Fundamentals of 
Programming & 
Computer 
Architecture 

Data Structures & 
Computer Systems 

Object-Oriented 
Programming & 
Data 
Representation 

File Handling, 
Databases & 
Algorithms 

Algorithms & 
Non-Exam 
Assessment (NEA) 
Introduction 

Revision & NEA 
Development 

  



Key Areas of 
Focus 

Programming: 
Input/output, 
assignment, 
datatypes, 
procedures, 
operators, 
selection, iteration 
(FOR/WHILE). 
Theory: Internal 
components of a 
computer, 
processor 
performance, FDE 
cycle, assembly 
language 
introduction and 
operations. 

Programming: 
Nested loops, lists 
manipulation, 
random module, 
character coding, 
string manipulation, 
2D lists, 
dictionaries, 
records. Theory: 
Assembly language 
branching/iteration, 
hardware 
categories, storage 
media, OS and 
software types, 
classification of 
languages, 
compilers/interpret
ers, Boolean logic. 

Programming: 
OOP concepts 
(classes, objects, 
inheritance, 
polymorphism, 
encapsulation), file 
handling 
(text/binary). 
Theory: Boolean 
algebra, circuit 
mathematics 
(DeMorgan's, 
Karnaugh maps), 
common circuits 
(adders, flip-flops), 
theory of 
computation 
(abstraction, 
automation, FSMs). 

Programming: SQL 
databases, 
stacks/queues, 
graphs/trees, hash 
tables, vectors. 
Theory: Turing 
machines, 
tractable/intractable 
problems, halting 
problem, data 
representation 
(binary, 
hexadecimal, two's 
complement, 
fixed/floating point). 

Programming: 
Searching/sorting 
algorithms (binary 
search, merge sort, 
etc.), recursion, 
time complexity, 
Big-O notation. 
Theory: 
Normalisation of 
floating point, 
errors, checksums, 
communication/net
working 
(topologies, 
protocols, 
client-server). 

Programming: 
Revision of 
algorithms and 
data structures; 
NEA project 
planning and initial 
development. 
Theory: Internet 
structure, TCP/IP, 
databases (entities, 
relationships, 
normalisation, 
SQL). 

  



Knowledge Understand basic 
programming 
constructs and data 
types; knowledge 
of CPU 
components, FDE 
cycle, assembly 
language basics 
(as per spec 4.1.1, 
4.7.1-3). 

Knowledge of data 
structures like lists, 
dictionaries; 
understanding of 
hardware I/O, 
storage, OS 
functions, 
programming 
paradigms, 
Boolean logic gates 
(AND/OR/XOR/NO
T) (spec 4.2.1-2, 
4.6.1-4). 

OOP principles and 
file operations; 
Boolean algebra 
simplification, 
circuit design, finite 
state machines 
(spec 4.1.3, 4.6.5, 
4.4.1-2). 

SQL queries, 
abstract data types 
(queues, stacks, 
graphs, trees, hash 
tables); floating 
point 
representation, 
errors, 
normalisation; 
networking 
concepts (spec 
4.10.1-3, 4.5.4-5, 
4.9.1-2). 

Algorithm 
efficiency, 
recursion, 
complexity (Big-O); 
Turing machines, 
halting problem, 
checksums (spec 
4.3.1-2, 4.4.3-7). 

Revision of prior 
knowledge; NEA 
problem-solving 
context, Big Data 
models, 
Internet/TCP/IP 
(spec 4.14, 
4.11.1-2, 4.9.3-4). 

Skills Practical 
programming in 
Python 
(input/output, 
loops, procedures); 
note-taking, 
research on 
hardware/architect
ure; tracing 
assembly code. 

List/dictionary 
manipulation, string 
operations; 
research on 
software/OS, 
constructing 
Boolean 
expressions; 
practical assembly 
iteration/branching. 

Building OOP 
classes, file 
reading/writing; 
simplifying Boolean 
algebra, Karnaugh 
maps; modeling 
FSMs. 

SQL database 
interactions, 
implementing 
ADTs; converting 
number 
representations, 
calculating floating 
point errors; 
network topology 
diagrams. 

Implementing/tracin
g algorithms, 
recursive functions; 
hand-tracing Turing 
machines; Big-O 
analysis. 

NEA project 
development 
(analysis, design); 
solving exam-style 
questions; 
functional list 
processing. 

  



Assessment Weekly Python 
homework (practice 
problems on 
topics); exam-style 
questions on 
architecture/assem
bly; Paper 1/2 links. 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Homework on 
lists/strings/data 
structures; 
research/exam 
questions on 
systems/logic; 
progress checks. 

 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Summative 
assessment Mock 
for December 

OOP/file handling 
practice; 
Boolean/circuit 
exam questions; 
NEA intro 
checkpoints. 

 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

SQL/ADT 
homework; data 
rep conversion 
tasks; networking 
exam questions; 
mid-year 
assessments. 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

Summative 
assessment Mock 
for March 

Algorithm 
tracing/recursion 
problems; NEA 
planning 
submission; 
end-of-year mocks. 

 

Formative 
observation in 
class - students are 
given verbal 
feedback on their 
work  

NEA progress 
demonstrations; 
revision quizzes; 
Paper 1 skeleton 
code practice. 

 

Summative Mock  

Interdisciplinary 
Links 

Maths: Operators, 
logic, iteration link 
to 
algebra/sequences; 
Physics: Hardware 
components relate 
to 
electronics/circuits. 

Maths: Boolean 
logic to set theory; 
Business: 
OS/software 
classification to IT 
management. 

Maths: Algebra in 
Boolean 
simplification; 
Engineering: Circuit 
design to digital 
electronics. 

Maths: Number 
bases to binary 
maths; Geography: 
Networking 
topologies to 
spatial modeling. 

Maths: Algorithm 
complexity to graph 
theory; Philosophy: 
Halting problem to 
computability limits. 

Data Science: Big 
Data to statistics; 
Ethics: NEA 
problem-solving to 
real-world 
applications. 

  



Progression Builds foundational 
programming and 
hardware 
knowledge for 
advanced data 
structures and 
systems in later 
terms. 

Develops basic 
structures/logic for 
OOP and 
algorithms; 
prepares for NEA 
application. 

Applies 
programming to 
OOP/files; logic to 
computation 
theory; leads to 
databases/algorith
ms. 

Integrates data 
handling with 
algorithms; sets up 
for NEA and exam 
prep. 

Advances to 
efficient 
algorithms/recursio
n; NEA starts 
applying all prior 
knowledge. 

Consolidates Year 
12; NEA bridges to 
Year 13 advanced 
topics and revision. 

 

 Year 13 A-Level Curriculum Journey ( AQA Computer Science) 

Category / Term Year 13 Autumn 1 
(Weeks 1-6) 

Year 13 Autumn 2 
(Weeks 7-13) 

Year 13 Spring 1 
(Weeks 14-19) 

Year 13 Spring 2 
(Weeks 20-27) 

Year 13 Summer 1 
(Weeks 28-33) 

Year 13 Summer 2 
(Weeks 34-39) 

Topic Title Advanced 
Algorithms & 
Communication/Net
working 

NEA Development 
& Databases/Big 
Data 

NEA Progress & 
Functional 
Programming 

NEA & Exam 
Preparation 

Exam Preparation 
& Revision 

Post-Exam Period 

Key areas of 
focus 

Programming: 
Advanced 
algorithms revision, 
NEA analysis and 
design. Theory: 
Communication 

Programming: NEA 
implementation and 
testing. Theory: Big 
Data, functional 
programming 
paradigm (list 

Programming: NEA 
refinement and 
documentation. 
Theory: Revision of 
weak areas in 
fundamentals of 

Programming: NEA 
completion and 
skeleton code 
exam prep. Theory: 
Mop-up of weak 
areas in computer 

Programming: 
Exampro-based 
revision of 
programming 
concepts, skeleton 
code mocks. 

N/A (Post-exam 
period; no 
scheduled content). 

  



and networking 
revision, databases 
revision. 

operations in 
Haskell/Python FP 
features). 

algorithms, data 
structures, 
computation. 

systems, 
architecture, 
legal/ethical issues. 

Theory: Targeted 
revision of 
databases, Big 
Data, functional 
programming, 
student-requested 
topics. 

Subject-specific 
knowledge 

Advanced 
algorithm analysis; 
communication 
protocols, database 
concepts (spec 4.3, 
4.9 revision, 4.10 
revision). 

NEA practical 
application; Big 
Data advantages, 
functional 
programming (lists, 
recursion in FP) 
(spec 4.14, 4.11, 
4.12.1-3). 

NEA project 
management; 
revision of 
computation theory, 
algorithms (spec 
4.14, 4.4 revision). 

NEA deadlines; 
targeted revision of 
computer systems, 
architecture (spec 
4.14, 4.5-7 
revision). 

Programming 
revision via past 
papers; mop-up of 
databases, Big 
Data, functional 
programming (spec 
4.1-3, 4.10-12 
revision). 

N/A 

Assessment Algorithm 
optimization; NEA 
coding; revising 
networking/databas
es via exam 
questions. 

Formative 
observation in class 
- students are given 
verbal feedback on 
their work  

Functional 
programming in 
Python/Haskell 
features; NEA 
testing/debugging; 
research on Big 
Data. 

Formative 
observation in class 
- students are given 
verbal feedback on 
their work  

NEA 
documentation; 
revision exercises 
in 
algorithms/computa
tion. 

Formative 
observation in class 
- students are given 
verbal feedback on 
their work  

Skeleton code 
practice; reteaching 
weak areas, past 
paper solving. 

Formative 
observation in class 
- students are given 
verbal feedback on 
their work  

Summative 
assessment Mock 

Exampro question 
solving; mock 
exams on skeleton 
code; student-led 
revision. 

Formative 
observation in class 
- students are given 
verbal feedback on 
their work  

Summative 
assessment Mocks 

N/A 

  



Summative 
assessment Mock 
for November 
paper 1 

for January paper 1 
and 2 

given in class and 
practice exam 
question on weak 
topics 

Interdisciplinary 
learning 

NEA section 
deadlines 
(analysis/design); 
example on 
algorithms/networki
ng. 

NEA 
implementation 
checkpoints; 
functional 
programming 
exercises; Big Data 
questions. 

NEA refinement 
submissions; 
revision tests on 
computation. 

NEA full progress 
reviews; targeted 
exam questions on 
weak areas. 

Skeleton code 
mocks; Exampro 
programming/datab
ase questions; final 
revision 
assessments. 

N/A 

Progression of 
learning 

ICT: Networking to 
cybersecurity; 
Maths: Advanced 
algorithms to 
optimization 
problems. 

Data Analytics: Big 
Data/functional 
programming to 
AI/ML; Philosophy: 
FP paradigms to 
logic. 

Maths: 
Computation theory 
to discrete maths; 
Project 
Management: NEA 
to design 
processes. 

General Studies: 
Legal/ethical issues 
to societal impacts; 
Revision links to 
study skills. 

Exam Skills: 
Cross-curricular 
test strategies; 
Student choice 
fosters 
independence. 

N/A 

 Deepens 
algorithms; NEA 
progresses 
alongside theory 
revision for holistic 
understanding. 

NEA core 
development; 
introduces FP/Big 
Data for modern 
computing 
contexts. 

Refines NEA; 
targeted revision 
strengthens weak 
areas for exams. 

NEA completion; 
focused prep builds 
exam confidence. 

Intensive revision 
ensures readiness 
for A Level Papers 
1 & 2 and NEA 
submission. 

Prepares for higher 
education or 
careers in 
computing. 

  



 Year 10 Curriculum Journey ( OCR Cambridge National IT) 

 

Aspect Year 10 Autumn 1 Year 10 Autumn 2 Year 10 Spring 1 Year 10 Spring 2 Year 10 Summer 1 Year 10 Summer 2 

Topic title R070 TA2 – 
Designing an 
Augmented Reality 
(AR) Prototype 

R070 TA3 – 
Creating an AR 
Model Prototype 

R070 TA4 – Testing 
& Reviewing the 
AR Prototype 

R060 Task 1 – 
Planning a 
Spreadsheet 
SolutionTask 2 – 
Creating the 
Spreadsheet 
Solution 

R060 Task 2 – 
Creating the 
Spreadsheet 
Solution Task 3 – 
Testing & 
Evaluating + 
Submission 
 

R060 - Examboard 
Coursework 
Assignment set for 
students to begin.  
Task 1 – Planning a 
Spreadsheet 
SolutionTask 2 – 
Creating the 
Spreadsheet 
Solution 
 

Key areas of 
focus 

Understanding 
client requirements, 
design principles, 
planning AR 
experiences 

Building a 
functional 
high-fidelity 
prototype, triggers, 
layers, interactivity 

Technical & user 
testing, iterative 
improvement, 
reviewing against 
brief 

Interpreting a client 
brief, HCI design, 
planning 
calculations & 
outputs 

Implementing 
complex formulae, 
validation, security, 
charts and 
automation 
Comprehensive 
testing, evaluation 
against brief, 
suggesting 
improvements 

Interpreting a client 
brief, HCI design, 
planning 
calculations & 
outputs. 
Implementing 
complex formulae, 
validation, security, 
charts and 
automation 
 

  



Subject-specific 
knowledge 

Purpose & 
audience, physical 
setting, anchoring 
content, asset 
sourcing, 
wireframing, HCI 
principles in AR 

Prototype types, 
Unity/Vuforia or 
AR.js, 
marker-based vs 
markerless triggers, 
layering content, 
integrating 
multimedia 

Test plans, usability 
vs functionality, 
remedial actions, 
reflective 
evaluation 

Data validation, 
security features, 
formulae 
(COUNTIF, SUMIF, 
AVERAGEIF, IF), 
dashboard design, 
scenario modelling 

Advanced 
functions, data 
import, protection, 
dashboard 
navigation, 
scenario testing 
Test plans, 
screenshots as 
evidence, 
evaluative writing 
against marking 
criteria 

Data validation, 
security features, 
formulae 
(COUNTIF, SUMIF, 
AVERAGEIF, IF), 
dashboard design, 
scenario modelling. 
Advanced 
functions, data 
import, protection, 
dashboard 
navigation, 
scenario testing 

Assessment 
(formative & 
summative) 

Formative: Verbal 
feedback in lesson 
as a group  on 
practice tasks 
Summative: Design 
documentation 
folder (part of NEA 
marks shared on 
google classroom) 

Formative: Initial 
functionality testing 
& screen 
recordings 
Summative: 
Working AR 
prototype file 
(moderated and 
marked by the 
teacher , marks 
shared on google 
classroom) 

Formative: Peer 
testing logs 
Summative: Full 
NEA submission – 
marked by the 
teacher , marks 
shared on google 
classroom)(30% of 
overall GCSE 
grade) 

Formative: Peer 
checklist review of 
plans Summative: 
Practice Planning 
documentation 
(Marked the same 
as the outline NEA) 

Formative: Ongoing 
testing during 
creation 
Summative: Fully 
functional 
spreadsheet file 
,testing and review 
Mark the same as 
the NEA 

Formative: Mock 
testing Summative: 
Planning, Creating 
,Test evidence + 
evaluation – final 
R060 NEA (30%) 

  



Interdisciplinary 
learning 

English (justifying 
choices in writing) 
Art & Design 
(sketching/wirefram
ing) Food/Nutrition 
(fruit health 
benefits) 

Mathematics 
(spatial reasoning 
for anchoring) 
Media Studies 
(audio/image 
assets) 

English (evaluative 
writing) Psychology 
(usability & user 
experience) 

Business Studies 
(income 
calculation, 
discounts) 
Mathematics 
(formulae & 
modelling) 

Mathematics (data 
analysis) 
Business/Enterpris
e (booking 
systems, financial 
modelling) 

English (extended 
evaluative writing) 

Progression of 
learning 

First introduction to 
client-led project 
work; moves from 
theory of 
requirements to 
practical design 
documentation 

Builds directly on 
Autumn 1 designs; 
students realise 
their plans in 
software for the first 
time 

Completion of first 
NEA unit; emphasis 
on evaluation and 
justification skills 
that transfer to 
R060 

Applies design and 
planning skills from 
R070 to a new 
context 
(spreadsheets); 
increased 
complexity in 
calculations 

Students bring 
plans to life again 
(mirroring R070 
TA3) but with 
greater emphasis 
on accuracy and 
efficiency 

Completion of 
second NEA; 
strong focus on 
critical analysis – 
prepares students 
directly for R050 
exam questions 

 

Year 11 Curriculum Journey ( OCR Cambridge National IT) 

  Year 11 Autumn 1 Year 11 Autumn 2  Year 11 

Spring 1 -Spring 2 

Year 11 Summer 1 Year 11 Summer 2 

Topic Title R050 – IT in the 
Digital World (Topics 
1–3) 

R050 – IT in the 
Digital World (Topics 
4–6 + Consolidation) 

R050 – Final 
Revision & Exam 
Preparation 

R050 –Exam 
Preparation 

Post-Exam / 
Enrichment / 
Contingency 

  



Key areas of 
focus 

Design tools, 
Human-Computer 
Interaction (HCI), 
Data & Information 

Cyber security, 
Internet of 
Everything (IoE), 
Digital 
communications, 
exam technique 

Targeted 
intervention, 
past-paper practice, 
confidence building 

Targeted 
intervention, 
past-paper practice, 
confidence building 

Contingency revision 
if needed, results 
reflection, next steps 

Subject-specific 
knowledge 

Interface types, 
interaction methods, 
input/output devices, 
data 
validation/verification
, cloud vs local 
storage 

Threats & mitigation, 
legislation (GDPR, 
Computer Misuse 
Act), IoE devices, 
impacts on society 

All 6 topic areas 
revisited, command 
words, extended 
responses, common 
misconceptions 

All 6 topic areas 
revisited, command 
words, extended 
responses, common 
misconceptions 

N/A 

Assessment 
(formative and 
summative 

Formative: Topic 
quizzes, 
mini-whiteboard 
checks  

Summative: 
November Mock 
(Half paper) 

Formative: 
Past-paper 
questions, targeted 
homework  

Summative:  

Practice mocks in 
lesson January 
mocks 

Formative: Revision 
Planner using e 
revision  

Summative: Mock 
exam practice  

Final marks on last 
coursework unit 
R060/R070 

Students will 
complete a mock 
test every week and 
mark it every week 
until the External 
Exam  

Revision Planner is 
practice exam 
question marked by 
the teacher 

N/A 

  



Interdisciplinary 
learning 

Citizenship/PSHE 
(data privacy) 
English (analysing 
interfaces) 

Citizenship (online 
safety, legislation) 
Geography (global 
connectivity) 

All prior links 
reinforced 

All prior links 
reinforced 

Careers/Employabilit
y focus 

Progression of 
learning 

Shift from practical 
coursework to 
theory; revisits HCI 
and planning skills 
from NEA units in 
exam context 

Builds analytical and 
evaluative answers 
using 6–12 mark 

questions; links back 
to real-world 
implications 

Intensive skill 
development in 
extended writing and 
application of 
knowledge to 
unseen scenarios 

Intensive skill 
development in 
extended writing and 
application of 
knowledge to 
unseen scenarios 

Course complete; 
reflection on Level 
1/2 
Pass/Merit/Distinctio
n achievement 

 Year 12 Curriculum Journey  (ICT  level 3) 

Aspect Year 12 Autumn 1 Year 12 Autumn 2 Year 12 Spring 1 Year 12 Spring 2 Year 12 Summer 1 Year 12 Summer 2 

Topic title F160 – 
Fundamentals of 
Application 
Development (Part 
1) 

F160 – 
Fundamentals of 
Application 
Development 
(Completion & 
Exam) 

F162 – Designing 
and 
Communicating 
UX/UI Solutions 
(Start) 

F162 – Designing 
and 
Communicating 
UX/UI Solutions 
(Continued) 

F162 – Designing 
and 
Communicating 
UX/UI Solutions 
(Completion) 

F163 – Game 
Development 
(Start) 

  



Key areas of 
focus 

Types of 
software/apps, OS 
types, development 
stages, scoping 
requirements, basic 
UI design, job roles 

Full syllabus 
coverage, revision, 
exam technique, 
application of 
concepts to 
scenarios 

UX/UI principles, 
user considerations 
(incl. accessibility), 
design tools 
introduction 

Wireframing/mock-
ups, prototyping 
ideas, client 
communication, 
presentation skills 

Finalising designs, 
client pitches, 
submission prep 

Game design 
basics, mechanics 
planning, initial 
prototype setup 

Subject-specific 
knowledge 

Programs vs 
applications, OS 
(network/open/prop
rietary), app 
categories, 
methodologies, 
requirements 
gathering, HCI 
basics 

Full breadth: career 
pathways, 
development 
lifecycles intro, 
exam command 
words 

UX vs UI, 
Schneiderman’s 
rules, accessibility 
needs, design 
documentation 
(wireframes, 
flowcharts) 

Mood boards, 
showcase 
presentations, 
client feedback 
integration 

Submission 
requirements, 
evidence 
compilation 

Game mechanics 
(variables, loops, 
events), asset 
integration, 
playtesting basics 

Assessment 
(formative & 
summative) 

Formative: Topic 
quizzes, 
mind-maps, 
past-paper 
sections. 
Summative: Mock 
exam cover first 
few topics 

Formative: Mock 
exams, targeted 
revision and verbal 
feedback in class 
 
Summative: Mock 
exams and end of 
topic exams 

Formative: Verbal 
feedback in 
practice sessions 
 
Summative: Early 
NEA F162 
evidence building 
 
January F160 
External exam (1h 
15m, 60 marks) 
 

Formative: Client 
pitch rehearsals, 
wireframe 
feedback.  
 
Summative: 
Mid-unit NEA F162 
progress 

Formative: Final 
design reviews 
Summative: Full 
F162 NEA 
submission 
(OCR-moderated) 

Formative: Initial 
prototype testing 
Summative: Early 
F163 evidence 

  



Interdisciplinary 
learning 

Mathematics 
(logic/algorithms) 
Business (project 
scoping, roles) 

English (exam 
extended 
responses) 
Citizenship (ethical 
dev) 

Art & Design 
(visual layouts) 
Psychology (user 
perception/accessi
bility) 

English 
(presentations, 
client comms) 
Media (showcasing 
designs) 

Business (client 
relations) 

Art & Design (game 
assets) 
Media/Entertainme
nt (game industry) 

Progression of 
learning 

Builds foundational 
theory; introduces 
app lifecycle & 
client needs – 
preps for practical 
units 

Completes first 
mandatory exam; 
shifts to applying 
knowledge under 
timed conditions 

Applies F160 
theory to creative 
UX/UI; starts major 
NEA with 
user-centred focus 

Deepens design 
skills & 
communication; 
builds portfolio 
evidence 

Finishes mandatory 
NEA; strengthens 
creative & 
professional 
presentation skills 

Introduces optional 
game dev; 
transitions to 
specialised 
prototyping 

 

Year 13 Curriculum Journey  (ICT  level 3) 

Aspect Year 13 Autumn 1 Year 13 Autumn 2 Year 13 Spring 1 Year 13 Spring 2 Year 13 Summer 1 Year 13 Summer 2 

Topic title F161 – Developing 
Application 
Software (Start) 

F161 – Developing 
Application 
Software 
(Completion & 
Exam) 

F165 – Immersive 
Technology 
Solution 
Development 
(Start) 

F165 – Immersive 
Technology 
Solution 
Development 
(Continued) 

F163 Completion + 
Corrections to 
F163 & F165 

Post-Exam / 
Enrichment / 
Contingency (No 
new content) 

  



Key areas of 
focus 

Software dev 
processes, data 
handling, APIs, 
security in dev 

Implementation 
techniques, 
testing/debugging, 
full revision & exam 
prep 

Principles of 
immersive tech 
(AR/VR/MR), 
hardware/concepts, 
planning prototypes 

Designing/creating 
immersive 
solutions, 
interaction layers, 
prototype building 

High-fidelity game 
prototype 
completion + 
iterative 
corrections/refinem
ents to F163 & 
F165 portfolios 

Final moderation 
prep, portfolio 
reflection, next 
steps 
(HE/apprenticeship
s) 

Subject-​
specific 
knowledge 

Programming 
concepts, data 
structures/APIs, 
security 
threats/mitigations 

Testing/debugging 
strategies, industry 
practices 

Immersive types 
(marker-based, 
location-based, 
fully-immersive), 
sensors/lenses, 
storyboards 

Interaction layers, 
prototype tools, 
user testing in 
immersive contexts 

Game industry 
standards, 
advanced 
mechanics + 
refinement 
techniques for 
immersive/game 
prototypes 

N/A 

Assessment 
(formative & 
summative) 

Formative: 
Homework tasks 
and verbal 
feedback in class 
on exam style 
questions 
Summative: Mock 
exam cover first 
1-3 topic areas 

Formative: Full 
mocks, debugging 
exercises , 
Homeworks and 
verbal feedback in 
class 
 
Summative:  
Mock exam 
practice  
 

Formative: 
Prototype feedback 
logs , verbal 
feedback on 
homework and 
practice 
Coursework 
Summative: F165 
evidence 
 
January External 
exam (1h 15m, 60 
marks) 
 

Formative: Iteration 
reviews and verbal 
feedback in class 
Summative: 
Mid-unit F165 
progress 

Formative: 
Playtesting/correcti
on logs, peer 
reviews 
Summative: Final 
F163 NEA + 
corrections/resubmi
ssions for 
F163/F165 
(moderated) 

Formative: Portfolio 
checks Summative: 
Moderation 
outcomes; no new 
assessment 

  



Interdisciplinary 
learning 

Mathematics (data 
structures) 
Business (security 
policies) 

Citizenship (data 
ethics/security) 

Science/Physics 
(sensors/spatial 
AR/VR) Media 
(immersive 
storytelling) 

Art & Design 
(prototype visuals) 

Art & Design (game 
UI/assets) English 
(documentation) 

Careers/Employabil
ity (portfolios, 
applications) All 
prior links 
reinforced 

Progression of 
learning 

Builds 
implementation 
depth on F160; 
technical 
programming focus 
for industry 
readiness 

Completes second 
mandatory exam; 
emphasises 
debugging/security 
for real-world 
relevance 

Starts optional 
immersive unit; 
explores emerging 
tech & specialised 
design 

Advances 
immersive 
prototyping; 
develops 
interaction & 
testing expertise 

Wraps optional 
game NEA + 
refines both 
optionals for 
strongest 
moderation 
evidence/grades 

Course complete; 
reflection on 
Distinction*/Merit/P
ass, preparation for 
university/industry 

 
 
Year 13 Current year Group  
 

Aspect Until Autumn 1 
(Pre-Autumn / 

Induction) 

Autumn 1 Spring 1 Spring 2 Summer 1 

Topic title Unit 18 – Computer 
Systems – Hardware 

Unit 5 – Virtual and 
Augmented Reality 
(Start) 

Unit 5 – Virtual and 
Augmented Reality 
(Completion) 

Unit 12 – Mobile 
Technology / Website 
Production (Start) 

Unit 12 – Mobile 
Technology / Website 
Production 
(Completion) 

Key areas of focus Understanding 
hardware components, 
how systems work 
together, 
troubleshooting basics 

Principles of VR/AR, 
hardware 
requirements, 
applications in industry, 
planning VR/AR 
experiences 

Designing/creating 
VR/AR prototypes, 
interaction methods, 
testing usability 

Mobile/web design 
principles, technical 
considerations 
(devices, accessibility), 
prototyping & building 
solutions 

Finalising prototypes, 
client testing, 
submission prep & 
evidence compilation 

  



Subject-specific 
knowledge 

Computer hardware 
(input/output/comms 
devices), components 
(processors, storage, 
memory, ports, 
expansion cards), 
types of systems 
(desktop/server/mobile/
embedded), 
connectivity 
(wired/wireless), 
troubleshooting tools, 
units/number systems 

VR/AR concepts 
(fully-immersive, 
marker-based, 
location-based), 
hardware (headsets, 
sensors, lenses), 
benefits/limitations, 
uses in sectors 
(training, gaming, 
retail), emerging tech 
impacts 

Prototype design 
(storyboards, 
wireframes), interaction 
layers, user experience 
in immersive 
environments, tools 
(e.g. Unity basics or 
similar), ethical 
considerations 

Mobile/web 
technologies 
(responsive design, 
accessibility, 
connectivity), user 
needs analysis, 
prototyping tools, 
security/privacy in 
mobile/web contexts 

Evidence gathering 
(screenshots, testing 
logs), evaluation 
against client needs, 
refinement techniques 

Assessment 
(formative & 
summative) 

 Summative: Full Unit 
18 NEA assignment 
(OCR-moderated, 
Pass/Merit/Distinction 
criteria) 

Summative: Early 
evidence building for 
Unit 5 NEA 

Summative: Mid-to-late 
Unit 5 NEA progress 
(centre-assessed) 

Summative: Early Unit 
12 NEA evidence 

Formative: Final testing 
& peer reviews  
 
Summative: Full Unit 
12 NEA submission 
(moderated, 
contributes to overall 
qualification grade) 

Interdisciplinary 
learning 

Physics/Science 
(electrical components, 
connectivity) 
Mathematics 
(binary/number 
systems, units of 
measurement) 
Business (hardware in 
organisations) 

Science 
(spatial/sensory tech in 
VR/AR) Media/Art & 
Design (immersive 
storytelling, visuals) 
Psychology (user 
immersion/perception) 

Art & Design (prototype 
visuals/UI) English 
(design 
documentation) 
Business (industry 
applications) 

Art & Design 
(web/mobile layouts) 
Business (user-centred 
design, e-commerce) 
Mathematics 
(responsive scaling) 

English (evaluative 
reports) Business 
(client feedback loops) 
All prior links reinforced 

  



Progression of 
learning 

Foundational hardware 
knowledge; builds 
understanding of IT 
infrastructure – 
essential for all further 
units 

Introduces emerging 
tech; applies hardware 
knowledge from Unit 
18 to VR/AR contexts – 
shifts to practical 
immersive design 

Completes first 
emerging tech unit; 
develops prototyping & 
user-focused skills – 
prepares for 
mobile/web application 

Applies immersive 
principles to everyday 
tech (mobile/web); 
increases focus on 
accessibility & 
real-world client briefs 

Wraps up third unit; 
emphasises evaluation 
& portfolio building – 
strengthens evidence 
for higher grades in 
qualification 

 

  


	Table 4 – curriculum journey (one for each year group) 
	Year 7 Curriculum Journey 
	 Programming 
	 Data Representation 
	Computer Architecture 
	 Networks and Communication 
	 Graphics (Vectr and Photoshop) 
	General ICT 

	Year 8 Curriculum Journey 
	Year 9 Curriculum Journey (IT) 
	Year 9 Computer Science Curriculum Journey  
	Year 10 Curriculum Journey  (AQA GCSE Computer Science) 
	Year 11 Curriculum Journey (AQA GCSE Computer Science) 
	 
	Year 12 AQA Computer Science   
	 Year 13 A-Level Curriculum Journey ( AQA Computer Science) 
	 Year 10 Curriculum Journey ( OCR Cambridge National IT) 
	Year 11 Curriculum Journey ( OCR Cambridge National IT) 
	 Year 12 Curriculum Journey  (ICT  level 3) 
	Year 13 Curriculum Journey  (ICT  level 3) 


