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Vision statement: 

“We want Northampton International Academy pupils to understand and play an active role in the digital world that surrounds them, not to be passive consumers of an 
opaque and mysterious technology.” 

 

Computer Science is a discipline that seeks to understand and explore the world around us, both natural and artificial, in computational terms. Computing is 
particularly, but by no means exclusively, concerned with the study, design, and implementation of computer systems, and the principles underlying these 
designs. A sound understanding of computing concepts will help pupils see how to get the best from the systems they use, and how to solve problems when 
things go wrong. 

Department Aims:  

• To promote the students’ enjoyment of, and engagement with Computing 

• To promote the exploration of different aspects of Computing through various teaching and learning styles.  
• To encourage students to become independent learners and challenge themselves continuously within the subject.  
• To provide students with the necessary skills to become productive, successful members of society on leaving Northampton International Academy.   

Department Objectives: 

• To ensure that each student has the opportunity to work towards and obtain a variety of qualifications applicable to their requirements. 
• To monitor all students’ progress  

• To devise and implement programmes of study which will help all students to become more independent learners and challenge them above and 
beyond. 

Vision and Aims 
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Secondary Phase 

Staffing and responsibilities 

The computing team consists of two teachers 

Mr. Indy Singh Subject Leader Indy.singh@nia.uk.com 

Mr. Maughan Johnson Second In charge Maughan.Johnson@nia.uk.com 

All members of the Computing Department are passionate about this subject and strive to enthuse, engage and challenge each student they teach. As a 
department we are committed to creating a department that rigorously monitors, evaluates and reviews its teaching so that good practice is shared, 
continuously improves teaching and learning and adapts schemes of work for the needs of our students.  

We are working hard to establish key components of a successful department looking at our assessment of student work, our production of schemes of 
work and our ability to raise pupil progress to meet, if not exceed, national standards. We firmly believe that independent learning is an essential life skill 
and we are committed to promoting this within our teaching classes. 

Accommodation  

The allocated rooms for Computing all reside on the first floor of the building. The rooms are 0130 and 02** with occasional use of 0171 and 0172. 
Generally, each teacher is given a specific classroom to teach in. All teaching rooms contain a white board, computer, digital projector and screen with 
student computers. It is the aim for each classroom to be as interactive and active as possible. 

Enrichment Activities 

A designated STEAM is located within NIA. We are working in close collaboration with the University of Northampton on providing our students with 
extended opportunities in Robotics, Programming and Virtual reality 

Staff Responsibilities 
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The national curriculum for Computing aims to ensure that all pupils:  

• Can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation;  

• Can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems;  

• Can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems;  

• Are responsible, competent, confident and creative users of information and communication technology. 

The expectation is that the majority of pupils will move through the programme of study at broadly the same pace. However, decisions about when to 
progress should always be based on the security of pupils’ understanding and their readiness to progress. Pupils who grasp concepts rapidly should be 
challenged through being offered rich and sophisticated problems before any acceleration through new content. Those who are not sufficiently fluent with 
earlier material should consolidate their understanding, including through additional practice, before moving on.  
 

Together, the Computing content set out in the Years 7, 8 and 9 programmes of study covers a range of material contained in the GCSE Computing 
qualification. Wherever it is appropriate, given pupils’ security of understanding and readiness to progress, pupils should be taught the full content set out in 
this programme of study.  

The Years 7, 8 and 9 classes will be of mixed ability and taught an hour a week. Year 7 students will be tested on previous knowledge and understanding 
within the first three weeks of the academic year to establish a baseline data.  

The national curriculum states that “All pupils must have the opportunity to study aspects of information technology and computer science at sufficient 
depth to allow them to progress to higher levels of study or to a professional career.” As such we offer computing as an option for Year 9 students to choose.  

Subject Information 
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 CURRICULUM – General  

Spiritual, Moral, Social and Cultural Education within Computing  

Wherever possible staff should use real life computing to enhance the understanding of the national curriculum and see the relevance of it in everyday life. 
Students need to see that computing skills are transferable and used within the real world.  

Numeracy  

The Computing department is supporting the whole school numeracy policy. 

 Literacy 

The Computing department is supporting the whole school literacy policy by using the literacy marking codes to highlight literacy errors within Computing. 
Yellow spelling sheets are issued following feedback to address spelling errors in classwork. Reading will be promoted and supported during classroom 
activities.  

 

 

TEACHING AND LEARNING  

Differentiation  

The Computing department is committed to a suitable, differentiated curriculum which aims to meet the needs of individual students. Remember at all times 
that the individual student is the expert in what their needs are, so teachers should consult with them about what can be done to enable them to access all of 
the relevant information of their Computing curriculum. It is also essential that a positive environment is established in every classroom with all students 
accepting and respecting specific needs of an individual, or individuals  
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Identifying the need:  

The following are some questions to consider about the students in individual teacher’s Computing classroom as a way of identifying the specific needs of the 
students:  

Physical What is the physical need? What recommendations have the SENDCO or the HUB offered? Is a specific location within the classroom required? Are 
the necessary resources appropriate for them – e.g. coloured paper? Is specific equipment required – if so what and where is it kept?  

Statemented What is the Statement for? Have you gathered information about the student’s requirements? Have you spoken to the individual? Have you 
discussed their requirements with their other teachers to share good practise? Have you spoken to the Form Tutor about the best approach?  

Literacy Which students have you identified as needing support? Which students have been flagged by the primary school prior to joining us? Which students 
are not working towards their target level? What additional support are they receiving? Do we make sure that they have suitable work or organise the class 
so that they can be helped by a better reader? Can in class support be used?  

Behavioural Have these students been known to be triggered by certain things? Have others used successful strategies? Is a seating plan a useful tool? Has 

the task been set with the behaviour concerns in mind?  

The following subheadings are aspects to consider when preparing lessons and/or schemes of work:  

 Differentiation by Resource  

• Use a variety of resources rather than just text based to encourage students with different learning strengths, e.g. treasure hunts, tarsias, follow me games.  

• Use technology including computers and interactive software.  

• Organise classroom resources so that students have easy access to them.  

• Build in time to teach the necessary study skills for students to access the feedback given and use it to improve their independent learning through the use 
of LJs.  
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Differentiation by task  

• Vary the types of task given try to offer as much active learning and opportunities for AfL as possible. 

 • Give a range of tasks to meet the same objective that allow students to use their individual interests and aptitudes.  

• Have strategies to ensure that students stay on task.  

Differentiation by support  

• Some students need more help than others to complete a task. This support can be given in a variety of ways from;  

• A class teacher  

• A teaching assistant or other adult  

• A fellow pupil  

• Technology e.g. Laptop computer or spellchecker  

• Praise or reward for achievement of a specific personal target  

• A small group  

• Promote the idea of the Brain, Book, Buddy and Boss system so they find different ways to seek the answer rather than relying on a specific person. The 
teacher.  

Differentiation by Response 

 • Openly praise students who are achieving, and on task  
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• Let the students know what the aims and objectives of the lesson are.  

• Make the students aware of the criteria for assessment of a specific task so that they can target these. 

 • Encourage students to read and discuss each other’s work and suggest ways of improvement. Students should use purple pens to write feedback which will 
enhance their learning. 

 • Provide regular oral feedback individually or in small groups.  

 

Feedback Policy 

It is Department policy that Years 7, 8 and 9 assessments should be marked in green ink. Peer and pupil assessment should be in purple ink. All work will be 
marked in line with the school Literacy policy to support whole school literacy.  

The Department is committed to sensitive, and careful, marking of students’ work. However, not all work has to be marked and a balance must be 
established. Students need to see the benefits of completing a range of tasks to demonstrate their understanding with research notes, mind mapping, 
diagrams etc. all useful activities to complete. Students work should be monitored regularly to ensure students are completing the necessary work. Focus on 
the different lesson objectives should tailor the general review of a student’s work. Teacher marked work will be printed and put in an assessment folder. 
This will be monitored by the HOD and completed proformas will be returned to staff with comments regarding their feedback. Please see the department 
Feedback Policy for further guidance (Appendix 1). 

  

Homework Policy  

Years 7, 8 and 9 homework will be issued once every three weeks and students will be given a week to complete the task. The homework will be marked and 
appropriate feedback will be given to promote independent learning and in line with the whole school literacy policy. All homework results, where 
appropriate, will be logged into markbooks. Any student failing to hand in their homework on time will be issued with a 20 minute lunchtime immediately 
where they will expected to complete the work and Sims/epraise will be updated with a behaviour event for parents to see. Students who continuously fail to 
complete their homework will be issued with a 1 hour after school detention to catch up on the homework.  
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School Non-Negotiables 

It is the classroom teacher’s responsibility to ensure they are meeting the whole school policy for non-negotiables. The T&L meetings will ensure staff are 
sharing good practice and given opportunities raise concerns or training needs to enable them to work towards the advanced levels. All seating plans will be 
stored in teaching files within the classroom. 

 

Use of Data and Staff Expectation  

Data is to be used as a guide when assessing the progress of our students and ensuring they are progressing in line with school expectation. It is the 
responsibility of the classroom teacher to ensure all pupils are making expected progress as stated previously and that they provide intervention if students 
are underperforming. If a student continues to underperform the HOD will discuss the intervention already given and if necessary place the student on a six 
week intervention programme to bring them in line with their targets. Data should be used to motivate pupils and show them the progress they are making. 

 

Support at Home: If student wish to visit the topics from class in more depth independently at home, they may find the following websites of use: 

Useful Websites: 

• www.Tech-ict.com 

• www.Computerscienceuk.com 

• www.bbc.com/bitesize/computerscience 

• www.codecademy.com 

 

 

 

http://www.tech-ict.com/
http://www.computerscienceuk.com/
http://www.bbc.com/bitesize/computerscience
http://www.codecademy.com/
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Key stage 3 has been designed and developed to meet the needs of Key Stage 4 Computing 

 

 

 

Curriculum Overview 

KS4 Areas of assessment 
Algorithms Programming & 

Development 
Data & Data 

Representation 
Hardware & 
Processing 

Communication & 
Networks 

Information 
Technology 

Strands of the KS3 Computing Curriculum 
Computer Science (CS) Information Technology (IT) Digital Literacy (DL) 
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Term Weeks Topic 

Year 7 

1 7 Using computers safely effectively and responsibly 

2 8 3D design and Google Sketchup 

3 6 Control systems with Flowol 

4 7 Sequencing - Logo 

5 5 Kodu Games Lab (X Box) 

6 7 Kodu Games Lab (BBC Microbit) 

Year 8 

1 7 Understanding computers 

2 8 Computer Crime and Cyber Security 

3 6 HTML and Website Development 

4 7 First steps in small basic 

5 5 Games Programming in Scratch  

6 7 Games Programming in Scratch  (DJI Tello) 

Year 9  

1 7 Databases  

2 8 Networks 

3 6 Introduction to Python Programming 

4 7 App development in App Shed 

5 5 GCSE Transition  OCR J276 – Component 1 Teaching – 

Unit 3 Systems software 

6 7 GCSE Transition  OCR J276 – Component 1 Teaching – 

Unit 4 Ethical, legal  
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Year 7 Year 9

Dates
Number 

of Weeks
Extension from Key Stage 2 Preparation for Key Stage 4

03/09/2018

10/09/2018

17/09/2018

24/09/2018

01/10/2018

08/10/2018

15/10/2018

22/10/2018

29/10/2018

05/11/2018

12/11/2018

19/11/2018

26/11/2018

03/12/2018

10/12/2018

17/12/2018

24/12/2018

31/12/2018

07/01/2019

14/01/2019

21/01/2019

28/01/2019

04/02/2019

11/02/2019

18/02/2019
25/02/2019

04/03/2019

11/03/2019

18/03/2019

25/03/2019

01/04/2019

08/04/2019
15/04/2019

22/04/2019

29/04/2019

06/05/2019

13/05/2019

20/05/2019

27/05/2019

03/06/2019

10/06/2019

17/06/2019

24/06/2019

01/07/2019

08/07/2019

15/07/2019

22/07/2019

Computing

Key Stage 3

CHRISTMAS HOLIDAY

Year 8

EASTER HOLIDAY

Networks
Computer Crime and Cyber 

Security8 w
ee

ks
7 w

ee
ks

Using  computers safely, 

efrfectively and responsibly

HALF TERM

6 w
ee

ks

HALF TERM

Database development

7 w
ee

ks 
(Ye

ar 
en

ds
 

24
.07

.19
)

Control Systems with Flowol HTML and Website Development
Introduction to Python 

Programming 

APP development in App Shed 

HALF TERM

5 w
ee

ks

Computers - The Basics First Steps in Small Basic

7 W
ee

ks

GCSE TransitionGame making - KODU Game making - Scratch

3d Design Sketchup

Understanding Computers

Game making - Scratch GCSE TransitionGame making - KODU



13 
 

Year 7 

Module Theme Week Topic Learning Objectives 

1 Using computers 
safely, effectively 
and responsibly. 
 
 
*baseline test to take 
place 

1 File Management • Logging on/school policies 
• To learn to manage files in File Explorer 
• To understand the importance of backup 

2 Social networking • Learn about the possible dangers of social networking sites 
• Learn how to respond to threats on the Internet 
• Learn how to keep your identity secure on the Internet 

3 Keeping your data safe • Learn how to create a secure, memorable password 
• Learn how to protect your identity online 
• Learn how to avoid being a victim of an email scam 

4 Using Email • To learn how to  
- Send, respond to and forward emails 
- search your old emails for a sender, subject, etc. 
- Resize large image files before sending 
- Manage a contacts list 

• Be aware of the advantages and disadvantages of email 

5 Searching the Web • Define the term “search engine” and name examples 
• Learn techniques to use a search engine efficiently 
• Appreciate that there is no guarantee that the information on the Internet is 

accurate 

6 Assessment • To revise the content of the unit 
• To sit the assessment test 

7 Fix it Five Lesson To respond to feedback on assessment 

2 3D Design and 
Google Sketchup  
 
 

1 3D Design Applications • Know: Why 3D design applications are used in the real world 

• Understand: Some of the advantages and disadvantages of 3D design packages 
Be able to: Use a simple 3D design application in order to create a 3D design of a chair 

2 3D Design software basics • Know: How to create a basic house design using 3D design software 

• Understand: Some of the different stages used during the development of a product 
such as a car or house 

• Be able to: Use the tools in Google Sketchup in order to create a realistic looking house 
design. 

3 3D Design tools • Know: how to use an increasingly wide range of tools within a 3D design application 

• Understand: how to translate a 2D sketch on paper into a 3D design on the computer 

• Be able to: become more confident in their use of a 3D design application 
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Module Theme Week Topic Learning Objectives 

4 3D Design Tools • Know: how to use an increasingly wide range of tools within a 3D design application 

• Understand: how to translate a 2D sketch on paper into a 3D design on the computer 

• Be able to: become more confident in their use of a 3D design application 

5 Importing from Google Earth to 
Sketchup 

• Know: How to import an image from Google Earth into Google Sketchup 

• Understand: How to add textures from photographs onto the sides of a building 
designed in Sketchup 

• Be able to: Identify how they could apply the skills they have learned during this lesson 
to other subjects which they study 

6 Assessment • To demonstrate skill set of the unit 

7 Seasonal lesson  

3 Control systems with 
Flowol 
 
 

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

• Develop a control flowchart solution for a simple problem 

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

• Develop a control solution for a system that uses two flowcharts operating in sequence 

3 Sensors • Identify common types of sensors used in control systems 

• Use decision symbols in a flowchart 

• Develop a control solution for a system that uses multiple sensors 

4 Subroutines • Develop a control solution for a system that includes a subroutine 

• Understand how the use of subroutines can make programs more efficient 

5 Actuators  • Understand what an actuator is used for in a control system 

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

• Develop a control solution for a system that uses actuators and variables 

6 Variables and Assessemnt • Understand how a digital 7-segment display works 

• Implement the 7-segment display 

• Complete the assessment portfolio 

4 Computers – The 
Basics 
 
 
 

1 Computers – an introduction • To understand the function and purpose of a computer 

• To understand that not every computer looks like a PC and that many everyday devices 
contain computers 

• To explain what is meant by binary data and to understand why a computer uses 
binary data 
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Module Theme Week Topic Learning Objectives 

 2 Computers – A history • To be able to identify the first electronic computer  

• To gain a basic understanding of the role of Colossus in World War II 

• To gain a basic understanding of how Colossus made use of valves, rewiring and paper 
tape 

• To recognise how computers have changed over the decades in their looks, function 
and purpose 

3 Moore’s Law • To explain the purpose and use of a transistor in computing terms 

• To understand that computers are getting faster all the time (Moore’s Law) 

4 Computer Components  • To be able to identify the main component parts of a computer 

• To be able to explain the role of the main components within a computer 
5 Computer as Processors  • To understand that although computers can only do one thing at a time they 

can switch between tasks very quickly 
6 Assessment  • To revise the content of the unit 

• To sit the assessment test 
7 Fix it Five  • To respond to feedback on assessment 

5 Introduction to 
coding through Kodu 
 
 

1 How programs work 
 

• To understand the function and purpose of a computer 

• To understand that not every computer looks like a PC and that many everyday devices 
contain computers 

• To explain what is meant by binary data and to understand why a computer uses 
binary data 

2 Creating landscapes 
 

• To be able to identify the first electronic computer  

• To gain a basic understanding of the role of Colossus in World War II 

• To gain a basic understanding of how Colossus made use of valves, rewiring and paper 
tape 

• To recognise how computers have changed over the decades in their looks, function 
and purpose 

3 Navigation and pathing  • To explain the purpose and use of a transistor in computing terms 

• To understand that computers are getting faster all the time (Moore’s Law) 

4 Clones and creatables • To be able to identify the main component parts of a computer 

• To be able to explain the role of the main components within a computer 

5 Pages and selection • To understand that although computers can only do one thing at a time they can 
switch between tasks very quickly 

6 Game depth and complexity • Learn how to use a range of more advanced game techniques such as power ups, 
timers, health and sound 

• Explain how to use scoring and methods such as colour winning to add additional 
depth to a game 
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Module Theme Week Topic Learning Objectives 

7 Assessment  • To revise the content of the unit 

• To sit the assessment test 

6 Introduction to 
coding through Kodu 
– Cont’d 
 
 

8 Fix it Five  • To respond to feedback on assessment 

9 Kodu and the BBC Microbit • Learn how to control the movement of your Kodu using your Microbits accelerometer 

• Learn how to attach in-game code to your Microbits buttons 

• Learn how to send output to the LED display of your Microbit based on in game conditions 
   

   

   

   
7 Seasonal Lesson  
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Year 8 

Module Theme Week Topic Learning Objectives 

1 Understanding 
Computers 
 
 

1 Input – Process – Output • Distinguish between hardware and software 

• Identify input, output and storage devices 

• Name at least five pieces of software 

• Understand what happens at the “Process” stage 

• Suggest appropriate input and output devices for a given scenario 

2 The CPU • Draw a block diagram of the main components of a computer: input, processor, output and 
storage 

• Explain what main memory is used for 

• Distinguish between main memory and permanent storage devices 

• Name the three stages in the Fetch Execute Cycle 

• Define Hz, MHz and GHz and state how these relate to the speed of the processor 

• Understand the difference between RAM and ROM and what ROM is used for 

3 Understanding Binary • State why all data is represented in binary in a computer 

• Understand that a particular bit pattern may represent, for example, an instruction to do 
something, a letter, a number or a tiny piece of a graphical image  

• Define a Bit, Byte, Kb, Mb and Gb 

• Convert integers to binary numbers 

• Convert binary numbers to integers 

• Look up from a table the bit pattern for a given character 

• State how many different characters can be represented using 8 bits 

• Give examples of alphanumeric characters and special symbols that can be represented in 
ASCII 

• Show that a bit pattern can represent either a character or a decimal number 

4 Binary Addition • Add two binary numbers (each less than 7 binary digits) 

• Multiply a binary number by 2 

• Identify a binary number as being odd or even 

5 Storage Devices • State the typical capacities, strengths and weaknesses of different storage devices 

• Describe how data is stored on a CD 

• Describe how 0s and 1s are represented by pits and lands on a CD 

• Name three types of optical storage device 

6 Assessment • Be able to apply their knowledge in answers to a range of questions 

• Be able to highlight areas of strength and any gaps in their understanding of computers 

7 Fix-it-five • To respond to feedback on assessment 
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Module Theme Week Topic Learning Objectives 

2 Computer Crime 
and cyber security 
 
 

1 Email Scams • Identify common types of computer crime 
• Look at examples of computer crime on the Internet 
• Learn about different types of email scam 

• Recognise the signs of fraudulent emails 

2 Hacking • Learn about the Computer Misuse Act –  which makes certain activities illegal 
• Look at examples of computer misuse 
• Understand what is meant by hacking 
• Understand what is meant by malware 

• Learn ways to protect yourself from malware & hacking 

3 Protecting Personal Data • Be aware of who might hold personal data about you 
• Discuss the need for various organisations to hold data about you 
• Be aware of the possibility of identity theft 

• Know how to minimize the chance of identity theft 

4 Copyright Protection • Learn about Copyright law, what it says and what it means 
• Look at examples of copyright infringement 
• Understand the damage that illegal copying does to individuals, companies and society 

• Compare copyright infringement with plagiarism 
5 Health and Safety • Learn about some of the common health and safety problems associated with 

computer use 
• Learn ways of avoiding these problems 

• Learn about Health and Safety law 

6 Assessment • Revise the unit 

• Sit the multiple choice test 

7 Fix it five Respond to feedback on assessment 

3 Website 
Development 
 
 

1 HTML • Understand that the WWW is a huge collection of websites all over the world 

• Learn what HTML is and what it is used for 

• Type basic HTML tags using a text editor to create a page that can be viewed in a browser 

• Edit the HTML code and view the changes in a browser 

2 CSS • Learn how CSS is used to set the styles in web pages and websites  

• Write CSS code to set styles, e.g. background colour of sections of the page; size, font, 
colour and alignment of text  

• Learn what is meant by responsive design, and create a responsive web page 

• Learn the main principles of good website design 

3 Design •  Complete website designs and gather content 

• Use an HTML template to create consistent web pages 

• Use float to position elements on a page 
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Module Theme Week Topic Learning Objectives 

4 Development • Learn how to create a consistent look and feel throughout a website 

• Add well-formatted content, including text and images, to each page 

• Create internal and external links and make sure they all work 

5 Web forms • Learn how to create a web form 

• Learn what happens to the input data once it has been submitted 

6 Assessment • Carry out final tests 

• Perform a self-evaluation of level of skills and understanding achieved for the unit 

• Complete the Assessment Portfolio 
7 Fix it Five • To respond to feedback on assessment 

4 First Steps in small 
basic 
 
 

1 Introducing the turtle • Explore the parts of the Small Basic window 
• Learn how to write and run a simple Small Basic program using turtle graphics 
• Use Intellisense to type programs faster 
• Save a program 

2 Using a FOR loop • To use a For..EndFor loop to repeat a series of instructions several times 
• To draw different shapes using a For..EndFor loop  

3 The Text window • To display and enter text in the Text window 
• To use variables in a program 

4 Using variables • To use variables in a program 
• To draw different shapes using turtle graphics 

5 Conditions and branching • To use selection statements If…Then and  If…Then…Else to choose which statements will be 
performed 

6 Using random numbers • To use the RandomNumber function to generate random coordinates 
• To use the RandomColor function to get a random colour 
• To use a While…EndWhile loop 
• To complete the assessment 

5 Games 
Programming in 
Scratch  
 
 

1 Movement • Understand that Scratch is a programming environment that allows you to create games, 
animations and other simulations 

• Understand what is meant by an algorithm 
• Create a sprite and write code to make it move and bounce 
• Load and use an existing Scratch file 
• Produce design ideas for a Scratch project 

2 Lives and Scoring • Define a variable 
• Write algorithms which use variables to hold values such as Number of Lives Left or Score 

in a computer game 
• Understand the purpose of comments in a program 
• Annotate a program with comments 

3 Adding a new level  • Understand the purpose of repeat loops and procedures (“broadcasts”) 
• Use a broadcast in your own Scratch program 
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Module Theme Week Topic Learning Objectives 

4 Randomising the behaviour of 
sprites 

• Learn what each of the operators in the Scratch Green block menu does 
• Use the Pick Random block to position objects randomly on the screen 
• Understand the use of the operators <, =, >, and, or, not. 
• Use some of these in a Scratch game 

5 Shooting and jumping • Learn programming techniques to add shooting at a target into a game 
• Learn how to adjust x and y coordinates to control the position of a sprite 
• Learn how to make a sprite jump 

6 Game Programming 
in scratch -Cont’d 
 

6 Adding Sounds • Learn how to add sound to a Scratch game 
• (Complete your game using the skills you have learned) 

7 Testing and Assessment • Understand the purpose of testing 
• Understand what makes a specific and measurable test 
• Carry out testing on the Scratch project 
• Make corrections where necessary and test again 

Fix it Five  Respond to feedback on 
assessment 

•  

Extension  Using Lists • Create a temporary data store (list) to hold multiple items 
• Add items to the list 
• Keep count of the number of items in the list 
• Use the items in the list 

   

   

Seasonal 
Lesson 

  

 

 

 

 



21 
 

Year 9 

Module Theme Week Topic Learning Objectives 

1 Database  
 
 

1 Introduction to databases • Understand what a database is and why it is useful in many different applications 

• Learn what is meant by a flat file database, record, field 

• Enter data into a database in datasheet view  

• Create queries using multiple criteria to answer questions relating to a given flat file database 
• Use different operators such as >=, BETWEEN, AND, OR, NOT and the wildcard * in 

queries 

2 Creating a database table  • Design a database with one or two tables 

• Create the database structure 

• Use suitable field types including numbers and text 

• Add validations and validation text to at least one field 
• Add records to the table and test the validations 

3 Queries  • Note examples of queries on websites 

• Use complex criteria to select records 

• Create a parameterised query 

• Sort the data on one or more fields 

• Choose which fields to display in the Results table 
• Add a calculated field  

4 Input forms  • Discuss examples of forms on websites  

• Create a new form from a table or query 

• Make the form user-friendly by adding help text, combo boxes, etc  

• Sort and navigate tables using a form 
• Find, enter, modify and delete records using a form 

5 Creating a report • Create a report based on a query 

• Edit the layout of the report  
• Create a consistent design 

6 Assessment • Create and test a menu from which the user can select the various functions 

• Receive and respond to peer feedback 

• Make modifications where necessary 
• Complete the assessment portfolio 

7 Seasonal lesson  
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Module Theme Week Topic Learning Objectives 

2 Networks  
 
 

1 The Internet • Learn what the Internet and World Wide Web are 
• Learn how web addresses are constructed 
• Learn what a protocol is and why one is needed for data communication 
• Understand how packet switching works 
• Learn what the Domain Name Server (DNS) does 

2 Connectivity • Learn the meaning and significance of bandwidth 
• Compare different types of cable, and the relative speeds of data transmission 
• Calculate time taken to download files of different sizes at different bandwidths 
• Understand what is meant by buffering and why it is used 

3 Topologies • Understand the difference between LANs and WANs 
• Be able to give an example of each type of network 
• Know what extra hardware is needed for a LAN to operate 
• Identify three different network topologies – bus, ring and star 

4 Client Server networks • Understand what constitutes a client-server network 
• Contrast a client-server network with a peer-to-peer network 
• Be able to list advantages and disadvantages of each model 
• Understand what is meant by cloud computing 
• List the main advantages of cloud computing 

5 Encryption • Understand what constitutes a client-server network 
• Contrast a client-server network with a peer-to-peer network 
• Be able to list advantages and disadvantages of each model 
• Understand what is meant by cloud computing 
• List the main advantages of cloud computing 

6 Assessment • Be able to apply their knowledge in answers to a range of questions 
• Be able to highlight areas of strength and any gaps in their understanding of computers 

7 Fix it five Respond to feedback on assessment 

8 Seasonal Lesson  

3 App Development in 
App shed  
 
 
 

1 Introduction to Apps • Use a WYSIWYG web program 
• Understand the difference between a ‘web app’ and a ‘native app’ 
• Evaluate various apps 
• Mock up a simple Graphical User Interface 

2 Homescreen and Navigation • Understand the importance of a good app description 
• Understand the term Home Screen 
• Understand the importance of the navigation bar and tabs 
• Create a variety of screens within the app and links between them 
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Module Theme Week Topic Learning Objectives 

3 Adding files, links and images • Add files to an app 
• Move parts of the app within the screens 
• Add web links 
• Understand the term IFrame 

4 Using map features • Use the Blockly Visual Programming editor 
• Use variables and if statements in a Blockly program 
• Create a quiz in an app 
• Debug a program if there are any errors 

5 Programming with Blockly • Use the Blockly Visual Programming editor 
• Use variables and if statements in a Blockly program 
• Create a quiz in an app 
• Debug a program if there are any errors 

6 Publishing your app • Finish all aspects of the app and create a polished product 
• Test and debug the app to ensure all links, screens and media are correct and fix errors where 

necessary 
• Complete the Assessment Portfolio 

4 Introduction to 
Python 
 
 

1 Introduction to Python • Learn what Python is and some of the applications it is used for 

• Run a simple Python program in Interactive mode using the input and print functions 

• Write, save and run a program in Script mode 

• Understand what a syntax error is and how to interpret an error message 

• Know the rules for variable names and use variables in a program 

• Understand the use and value of comments in a program 

2 Numbers & Arithmetic • Understand the importance of using correct data types string, integer, float 

• Understand how to use assignment statements correctly 

• Perform arithmetic using the BIDMAS rule 

• Use the int, float and round functions 

• Write a program involving input, calculation and output 

3 Selection • Use selection statements if, else and elif in a program 

• Use indentation correctly to define a block of code 

4 Algorithms • Learn to write algorithms in pseudocode 

• Review the difference between syntax errors, run-time errors and logic errors 

• Learn techniques for debugging programs 

5 While loops • Use a while loop in a program 

• Use an if statement within a while loop 

• Use a function to generate a random number 

• Understand and apply the principle of a binary search 

• Compare the efficiency of a binary search with a linear search 
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Module Theme Week Topic Learning Objectives 

6 Searching • Compare alternative algorithms for a given problem 

• Use a linear search to find a number 

• Understand how a binary search works 

7 Assessment • Test a program 

• Complete the assessment 

5 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

GCSE Transition  
OCR Computing J276 
Unit 3 Systems 
software 

1 Network Threats • Understand forms of attack and threats posed to a network: 
o Malware 
o Phishing 
o Social engineering 
o Brute force attacks 
o Denial of service attacks 
o Data interception and theft 
o SQL injection 
o Poor network policy 

2 Identifying and preventing 
vulnerabilities 

• Identify and understand how to prevent vulnerabilities including the use of: 
o penetration testing 
o network forensics 
o network policies 
o anti-malware software 
o firewalls 
o user access levels 
o passwords 
o encryption 

3 Operating system software • Explain the need for the following functions of an operating system: 
o provision of a user interface 
o memory management and multitasking 
o peripheral management and drivers 
o user management 
o file management 

4 Utility sofware • Describe the purpose and use of common utility software: 
o encryption software 
o defragmentation software 
o data compression software 

• Describe the role and methods of backup: 
o full 
o incremental 
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Module Theme Week Topic Learning Objectives 

 
 
 
 
 
 
 
 

5 Assessment Students will 

• apply their knowledge in answers to a range of questions 

• be able to highlight areas of strength and any gaps in their understanding of computers 

6 GCSE Transition 
OCR Computing J276 
Unit 4 ethical, legal, 
cultural and 
environmental 
concerns  

1 Ethical and cultural issues  • Consider the ethical and cultural issues related to computer science technologies 

2 Computers in the modern 
world 

• Consider how key stakeholders are affected by technologies 

• Consider privacy issues 

• Consider the environmental impact of computer science 

• Consider security issues 

• Compare open source and proprietary software 

3 Legislation and privacy • Describe legislation relevant to Computer Science: 

• The Data Protection Act 1998 

• Computer Misuse Act 1990 

• Copyright Designs and Patents Act 1988 

• Creative Commons Licence 

• Freedom of Information Act 2000 

4 Assessment  • Be able to apply their knowledge in answers to a range of questions 

• Be able to highlight areas of strength and any gaps in their understanding of computers 

5 Fix it five  Respond to feedback on assessment 

6 Seasonal lesson   

7   
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KS3 

A written assessment made up of exam style questions covering all aspects of the unit. 
 
This will be carried out at the end of the unit (approx. at the end of the half-term).  
For extended projects assessment will assess the full development process of coding a computer program: 

• Design 
• Development 

• Testing 
• Evaluation 

 
A good piece of work should include detailed design work, efficient coding (with few bugs), and evidence of testing with resulting improvements documented 
and a detailed evaluation of the success of the project. 

 

 

 

 

 

Assessment 
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Computing Department Feedback Policy Rationale ‘The best way in which to understand feedback is to consider Sadler’s (1989) notion of the ‘gap’: feedback 
aims to reduce the gap between where the student ‘is’ and where he or she is ‘meant to be’…’ John Hattie ‘Visible Learning for Teachers – Maximizing Impact 
on Learning’ (2012)  

Feedback should be provided to learners to enable them to become ambitious, independent and reflective.  

Aims 

• To provide consistency and continuity of feedback across the Computing department  

• To ensure all students receive regular feedback to become independent learners  

• To use feedback as a tool for planning and teaching  

• To personalise students’ learning Effective Feedback at NIA The Computing department needs to ensure any feedback given highlight areas of 
strengths and weaknesses for students. It must also enable progress and empower students to take responsibility for their learning. Feedback 
must also be consistent across the department and inform classroom teaching planning e.g. provision for G&T/SEN and GCSE revision. The 
following essential areas will support these aims and raise attainment within the Computing department.  

Self-Evaluation  

• Following feedback in google classroom and verbal feedback, students should interpret the feedback given and use it to improve their understanding 
of the topic or from discussion with peers.  

• Each assessment will have a front cover for pupils to colour code according the marks they obtained and empower them to see the areas they need 
to focus on to improve. 

 

Marking Policy 
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Learning Journals  

• Learning journals in Computing will be used to track areas for improvement and provide personalised learning information for students. 

 • It is the student’s responsibility to log the topics or skills they need to improve in their journal following an assessment and track how they helped 
themselves and following this activity how they now feel about this skill.  

• LJs should be used for homework to enable students to improve their skills and a DIRT lesson will be set following an assessment.  

• However classroom teachers will be expected to react to student learning and if necessary plan a lesson following an assessment eg. Differentiated 
resources provided on a carousel throughout a lesson or they could be focused on as starters coming into exam time.  

• Classroom teacher is initially responsible for checking LJs and initialling. However HOD/Tutor/PL should be spot checking LJs to ensure they are being 

used effectively by students. • The LJs will enable all staff to provide evidence of the impact of their feedback on student learning.  

Results Tracker  

• Green sheet in their folders/Books will record the results of each end of term assessment as well as homework. Students’ folders will contains all 
assessments and homeworks. The sheets will vary in design depending on the year group and the assessments they will be receiving. The label should 
show general progress throughout the year.  

• Results will be logged into Sims half-termly dependent on year group and assessments students are receiving.  

• End of year target will be completed on the front of green sheet following a conversation with their classroom teacher. This target must be Expected 
Porgress/Below Expected Progress or higher.  

Frequency of Feedback 

 • The classroom teacher will be expected to provide feedback in line with the completion of topics and homework. • Homework will be marked either 
by staff/students/peers 

 



29 
 

Marking Codes  

• Non-negotiables and marking codes to be used throughout feedback. 

 • Literacy Marking codes should be written in margins and students given time to find the error in their working when exercise books are returned to 
the students.  

• The Computing department will also use ‘EL’ to highlight effective learning and ‘TI’ to show areas or skills which need improving.  

• Codes to be in front of pupil’s books and on posters in classrooms. 

 

Yellow Spelling Sheets  

• Computing literacy initiative. 

• Key vocabulary should be identified within subject and key words should be displayed in all Computing classrooms.  

• Classroom teachers should use yellow spelling sheets once a student has spelt three words incorrectly to ensure the student focuses on their 
spelling.  

 

Marking Colours  

• Staff feedback in green pen.  

• Student self/peer assessment to be in purple. 

• Dedicated Improvement and Reflection Time (DIRT) as part of the continuous, formative process, all students must be given DIRT. This is time in which 
students respond to, act upon or question feedback provided by the teacher. Examples of how this may be achieved are: as a starter activity or at any 
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point during a lesson, through a homework task or through student discussion. There should be a record of the outcomes of DIRT. All staff must be able 
to evidence the impact of their feedback on student learning.  

 

Self and Peer Assessment  

• Not all feedback needs to be provided by the class teacher. Decades of research prove the potential positive impact of AFL techniques on student 
progress and learning. Self and peer assessment are two such techniques and to rely solely on teacher feedback represents a retrograde step in our 
practice. Effective peer assessment involves students understanding the assessment criteria and offering quality suggestions for improvement which 
are then acted upon. (Marking another students’ book whilst answers are read out does not constitute peer assessment) Oral Feedback Oral feedback 
is as valuable as written feedback and can be given by the teacher or by peers. Oral feedback is integral to learning and progression. Where oral 
feedback is given students should make a written note of it on their work, or written within their Learning Journal.  

Summative Assessment (AoL – Assessment of Learning)  

• All teaching staff must provide meaningful and accurate data throughout the year. Internal moderation should be used to ensure consistent standards 
within the department – the Curriculum lead for Computing is responsible for ensuring regular, suitable assessments are in place to ensure progress.  

General Expectations  

• Written feedback by teachers should be selective, targeted and planned for.  

• Written and oral feedback by teachers should represent a continuous dialogue between student and teacher.  

• It is not expected that every piece of work is assessed with feedback by the teacher. It is expected that written feedback of high quality and 
representing high levels of teacher expectation is provided regularly. Teachers should plan the pieces of work they are going to feedback on.  

• Not all feedback needs to be done by the teacher; peer and self-assessment is very effective learning techniques and should be a feature of all 
department feedback policies.  
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• NIA Marking Code - Write the code in the margin, the student finds the error along the line of work. Students to make corrections during D.I.R.T. 
Yellow (paper)  
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Understanding my Teacher’s marking 
SPaG 

Sp Spelling 

P Punctuation 

G Grammar 

// New paragraph 

* Work should have been completed in class.  Complete in your own time. 

! Extension task – Complete if you have done all other tasks well. 

VF: Verbal feedback 

 
Literacy, Quality and Digital Literacy codes help you work out what you haven’t shown, and what you need to do next time.  Read the comments and improve 
during your next piece of work. 

Literacy 
L1 In future write your answers in full sentences. 

L2 You must always check your work for spelling/punctuation or grammatical mistakes before handing it in. 

L3 Next time - expand your points and justify your answer. 

L4 Before you hand it in, reread your work to check that all your sentences and paragraphs make sense. 

L5 Make sure you underline or highlight keywords when you are asked to. 
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Quality of classwork 
Q1 Improve quality of work. 

Q2 Complete all work set. 

Q3 Write neatly.  Work on your presentation skills. 

Q4 Submit work on time. 

Q5 Print missing class work. 

Q6 Correct your mistakes. 

Q7 Look after your papers and work. 

Q8 Make sure you focus in lessons. 

Digital Literacy 
DL1 Make sure you have thought about your audience. 

DL2 Make sure your images are all appropriate for use. 

DL3 Make sure you have checked layout to make sure it is appealing. 

DL4 Make sure you have used “  ” on quoted work. 

DL5 Make sure you have acknowledged the copyright owner. 
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Teacher comments 
For Key Work assessments you will get comments.  Write the next step down for each code, then explain in 2 sentences how you are going to meet the Next 
Step next time. 
Think:  “If I was to do this again, how would I do it?” 

S1 
Skill: Decomposition 
Next step:  You need to break your work down into smaller chunks to make it easier to solve. 

S2 
Skill: Abstraction 
Next step:  You need to spend time simplifying your work and showing only the important parts of each section. 

S3 
Skill: Definition 
Next steps:  You need to spend more time defining your problem, writing more to show your understanding. 

S4 
Skill: Analysing 
You need to look closer into the problem given, and try to identify all of the component parts. 

S5 
Skill: Evaluation 
Next steps:  You need to evaluate your own performance, what you have completed, and identify some improvements for next time. 

S6 
Skill: Planning 
Next step:  You need to write, explain, and describe your thought process to show your teacher you have planned your work. 

T1 
There are some weaknesses in your understanding.   
Next Step:  Make sure you use all resources (Teacher / Book / Presentations / Worksheets / Handouts) during lesson to make sure you 
understand fully. 

T2 
A very good effort at this work – keep it going.   
Next Step:  Work to the next level up in your next assessment. 

T3 
You wrote some interesting points. Good effort.   
Next Step:  Make sure you give balanced arguments (Both positive and negative points). 

T4 
You have given some interesting points but lack depth.   
Next steps:  Use the whole text block to explain your ideas, asking for more paper if needed. 

T5 
You need to explain the real-world impact in a bit more detail. 
Next Step:  Make sure you use relevant real-world examples when you can to show you understand the point fully. 

T6 
You need to write in your own words: don't copy other people's ideas.   
Next step:  Think your answer through, plan your answer, and write your answer without speaking to anyone else about it. 

T7 
Your target is to justify your work fully.   
Next Step:  Use State | Why | Justify to help you plan then write your answer. 
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T8 
Your target is to improve your annotation of your work.   
Next steps:  Make sure you have shown annotation in all your work, including comments at each important point. 

T9 
You need to show or explain how your work is efficient and effective.  Next step:  Make sure you understand the difference between 
“Efficient” and “Effective” and describe how your project shows “Efficiency” or “Effectiveness”. 

X99 See me after this lesson. I want to talk to you. 
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 Systems Development Programming Modelling Analysis 

3 
Understand that 

computer systems 
work step-by-step 

and can only do 
what we tell them. 

Be able to create a 
sequence of instructions 

and improve it if 
necessary. 

Be able to plan a 
sequence of instructions 
for something that you 

want to happen. 

Be able to read a 
sequence of 

instructions and 
predict what the 

result will be. 

Be able to describe 
the goals of a given 

problem. 

4 
Be able to explain 
why we must be 
accurate when 
working with 
computers. 

Write sequences of 
instructions and data in a 
way that a computer will 

understand. 

Use selection and 
repetition correctly in 

your programs. 

Be able to trace 
instructions using 

variables, selection 
and repetition and 
predict what the 

result will be. 

Understand what is 
meant by a 

computational 
problem. 

5 
Understand how 

data, such as 
numbers, sound and 

images are 
physically stored on 
a computer system. 

Be able to plan, create, 
test and reflect on a 

solution to a problem 
that a computer could 

solve. 

Correctly use variables, 
lists and simple 

procedures in your 
programs. 

Be able to recognise 
similarities between 
simple problems and 

the ways in which 
they can be solved. 

Be able to take a 
problem and divide it 

into its main sub-
problems. 

Computing Key stage 3 Levels (9-1) 
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6 
Understand how 

instructions are run 
inside a computer. 

Be able to develop 
solutions for problems 

that are described to you 
by someone else. 

Correctly use procedures 
and functions with 
parameters in your 

programs. 

Be able to take 
solutions to one 

problem and adapt 
them for similar 

problems. 

Be able to take a 
problem and divide it 

into all its sub-
problems and show 

this as a diagram. 

7 
Understand how 

instructions can be 
written efficiently 

and be able to 
describe the 

efficiency of your 
programs. 

Be able to test the 
different modules of your 

programs as you are 
developing them, reflect 
on the results and then 

improve them. 

Be able to write programs 
in a text-based language 

like Python and be able to 
create your own data 

structures. 

Be able to create a 
simple model for a 
complex problem. 

Be able to define an 
outline of a solution 
in terms of functions 

and global values. 

8/9 
Be able to show 
how elements of 
real life can be 
represented in 

programs and the 
difficulties that 

sometimes exist 
when doing this. 

Make sure that the 
programs you develop 

have been written so they 
are unlikely to crash or 

cause errors. 

Be able to create your 
own relational databases 

and use them in your 
programs and be able to 
find, understand and use 

techniques for specific 
tasks. 

Be able to create an 
accurate, detailed 

model for a complex 
problem. 

Be able to analyse 
real world problems 

and develop low-level 
and high-level plans 

for a solution. 

 

 


