
Curriculum Intent Overview Computing 

By the end of Year 9 Students will have had the opportunity to study aspects of information technology and computer 
science at sufficient depth according to the KS3 National Curriculum, to allow them to progress to higher levels of study or 
to a professional career in the IT Industry. The three strands of Computing are what we work alongside to ensure specific 
skills are met such as: Cognitive and problem-solving skills: using critical thinking, approach non-routine problems by 
applying expert and creative solutions, use systems and technology.  Intrapersonal skills: communicating, working 
collaboratively, negotiating, and influencing, self-presentation and finally, Interpersonal skills: self-management, 
adaptability and resilience, self-monitoring, and development.  
 
By the end of Year 10 students will have had the opportunity to Explore User Interface Design Principles and Project 
Planning Techniques. This unit will help the students in the development of key skills that prove their aptitude in digital 
information technology, such as project planning, designing and creating user interfaces.  By the end of year 10 The 
students will have developed of core knowledge and understanding of different types of user interfaces and how user 
interface design principles are used to meet the needs of different users. By the end of year 10 curriculum will have 
allowed the development and application of skills such as project planning, iterative design of a user interface. The 
curriculum will allow reflective practice through the development of skills and techniques that allow learners to respond to 
feedback on their design for a user interface and to identify areas for improvement. 
By the end of Year 11 the students will have had the opportunity to explore how data impacts on individuals and 
organisations, draw conclusions and make recommendations on data intelligence by develop and creating dashboards to 
present and interpret data.  By the end of year 11 there is particular focus on further development of key skills that prove 
their aptitude in digital information technology, there is continued development of  understanding in processes that 
underpins effective ways of working in digital information technology, students will have learnt attitudes that are 
considered most important in digital information technology including personal management and communication and 
knowledge that underpins effective use of skills, process and attitudes in the sector to help with future studying and 
careers in computing. 
By the end of Year 12 Students will have applied skills and knowledge to complete two external examinations to contribute 
towards their final grade in Year 13. Students will achieve a sound understanding of IT technologies and practices is 
essential for IT professionals. Information learnt in these units will provide a solid foundation in the fundamentals of 
hardware, networks, software, the ethical use of computers and how business uses IT and how information is used on a 
global level. After completing these units, the knowledge, skills and understanding students have developed will underpin 
your study for the additional units. Knowledge gained in the study of these units will also help prepare for relevant industry 
qualifications such as CompTIA A+, CompTIA Mobility+ and Cisco IT Essentials. 

 
By the end of Year 13 Students will have completed three coursework units in diverse areas which will complement a wide 
area of IT which are outlined below.  
 
Unit 5 – Virtual and Augmented Reality 
Students will have learnt about both technologies and how they are used, they will have researched both technologies and 
design both a virtual and an augmented reality resource. Students will acquire the development of skills, knowledge and 
understanding relevant to a job role in the areas of 3D modelling and digital transformation. 
Unit 13 - Social Media and Digital Marketing  
Students will have looked at digital marketing as a concept and then given opportunity to explore the possible impacts, 
both positive and negative, that may be generated by the use of social media as a digital marketing tool.  
 
Unit 17 – Internet of Everything  
Students will have learnt about the Internet of Everything (IoE) and how it is used. Using their knowledge, students will 
have carried out a feasibility study for a potential idea.  They will have presented a pitch idea to potential stakeholders 
which builds on presentation skills whilst understanding the direction computing is taking via the Internet of Everything.  

  



 


