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Curriculum Intent

In Computing we aim to ﬁrovide an engaging, challenging, well
sequenced curriculum which is broad and balanced, covering a range
of computing and ICT topics. We aim to develop our students into 21st
Century Digital Citizens who are able to use digital technology safely
and responsiblﬂ, and to teach students both how to use technology
effectively, with an understanding of how it works.

We aim to engender a love of learning, self-belief and aspiration
through 4 key intentions:

* The Removal of Barriers to Learning

* Developing Skills for Learning

» Developing Personal Attributes

* Enriching Student Experiences and Broadening their Horizons

The Computing and IT Department’s core purpose at KS3 is to deliver
an engaging and challenging curriculum through outstanding teaching
and learning. Our aim is for students to develop skills and knowledge in
digital technologies and computer science, to prepare them for a future
in a world where the use of this technology is fully embodied.

Year 13 Curriculum
6«J\o\r\ging Data

Building on the content covered in Year 12, we explore networks, the
internet structure including TCP/IP stack, DNS and protocols.

Data Types, Data Structures and A(gori“'hms

In this topic we look at primitive data types, integer, real/floating point,
character, string and Boolean. Students will learn how to represent
positive integers in binary, use of sign and magnitude and two’s
complement to represent negative numbers in binary, representation
and normalisation of floating point numbers in binary, floating point
arithmetic and bitwise manipulation.

Legal, Moral, Calbural and Ehhical lssues

Here we focus on the individual moral, social, ethical and cultural
opportunities and risks of digital technology along with legislation
surrounding the use of computers and ethical issues that can or may in
the future arise from the use of computers.

Algﬁrl%ms

In this topic we develop the skills required for the analysis and design of
algorithms for a given situation. We look at the suitability of different
algorithms for a given task and data set, in terms of execution time and
space and methods to determine the efficiency of different algorithms.
We also explore algorithms for key data structures, along with a range of
searching, sorting and shortest path algorithms.

P\rogvmmm Project

Students will continue to work on theirdprogromming project which
makes up 20% of their final %rode. Students will be expected to analyse,
design, develop, test, evaluate and document a program writtenin a’
suitable ﬁaro ramming language. The underlying approach to the project
is to apply the principles of computational thinking to a practical coding
problem. Students are expected to apply appropriate principles from an
agile development and project development.



Assessment Points &

A Level Computer Science - H446 - OCR

Formal assessment for this course comes at the end of Year 13, where students will sit 2 exams
(worth 40% each) and submit a piece of coursework (worth 20%). In Year 12, students are
assessed at the end of each topic, roughly once per half term. Assessments are in a variety

of formats including short and long answer written questions, multiple choice questions and
practical tasks. In addition to end of topic assessments, students sit a mini mock in October,
followed by a full mock in March where students will sit papers that mirror the structure and
content that will be assessed in their final exams in the summer.
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These are some great
educational tools to
help students when
revising.

If they are struggling
with topics in lessons
or want to enhance
their learning in the
classroom then these
links are an ideal place
to cover content at
home.
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Test Your Knowledge...

These past A Level Computer Science papers are a fantastic way to memorise relevant terms
to help you with your studies. Click on the icon below to start!



https://www.isaaccomputerscience.org/topics/a_level?examBoard=all&stage=all#ocr
https://senecalearning.com/en-GB/revision-notes/a-level/computer-science/ocr
https://www.ocr.org.uk/qualifications/as-and-a-level/computer-science-h046-h446-from-2015/assessment/

Praise and Reward

Our rewards system can be broadly split into four categories: classroom
level, subject level, school level and privilege rewards. We’ll focus on
classroom and subject rewards here - for more information about our
rewards schemes, please see our website.

CLASSROOM LEVEL REWARDS

Awarded for: working hard, taking risks and rising to a challenge,
making mistakes and learning from them, helping others, and taking
pride in the school community.

Rewarded by: praise postcards, positive phone calls to parents/carers,
positive text messages home, and lesson-based prizes.

SUBJECT LEVEL REWARDS

Reward scheme: Star of the Week, curriculum awards (Subject/School
Way, participation, working with pride, embracing the whole curriculum),
high flyer, extra mile, most improved.

Rewarded by: names displayed on reward boards, certificates, social
media posts.

Broadening Horizons

We aim to broaden horizons by introducing software tools that can be
used for a wide range of purposes. Many of the tools introduced are
free and available for students to use at home.

We ensure that students understand how software can be used in the
real world, e.g. to plan an event or manage finances. We also introduce
students to hardware and software that many students may not

have access to outside of school, including Micro:bits, the Adobe suite,
Microsoft Office, Chromebooks and PCs.

Data Structures: Computer Science

_ t Crash Course discuss how being able to store and
access information in a structured and meaningful
way is crucial to programming. From strings, pointers,
and nodes, to heaps, trees, and stacks, get ready for
an array of terminology and concept revision. Click on

the logo to watch!

Computer Science - University of Sheffield

Through the study of computer science, you’ll learn
how to understand the theoretical issues underlying
a problem and how to engineer a solution. You can
experiment with speech recognition, voice synthesis,
text summarisation, machine translation, robot learning
and control, computational biology or virtual reality.

Click on the logo to find out more!

VNN [ T M
22 | University of
‘.

7 Sheffield



https://www.youtube.com/watch?v=DuDz6B4cqVc&list=PL8dPuuaLjXtNlUrzyH5r6jN9ulIgZBpdo&index=15
https://www.sheffield.ac.uk/cs

Careers

We run a series of ‘Careers in the Curriculum’ weeks in our school.
For ICT, this week takes place in December. Students take part in
a number of activities to encourage them to think about how what
they learn in the classroom can be applied in a number of future
careers including: IT Manager, Software Developer, Data Scientist,
Web Developer and Information Security Analyst.

Click on the logo below to hear more about a career in Coding!

The Computing Way

The Computing Way is designed to help students become young subject
specialists and has a key focus on the vital skills needed to achieve their
full potential in this subject area.
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Have Your sauj! >%

At WPT we’re always looking for feedback. If you have any thoughts/opinions on this
Curriculum Newsletter, its content or the curriculum in general, please click on the title
to fill out a short feedback form.



https://docs.google.com/forms/d/e/1FAIpQLScdBH_opAyfErv8IvGVEy-ml14d3CtJi5g3z1Ga6HHoPaeUUA/viewform?fbclid=IwAR2GVWMVxT5KyR66u4BJHMWfmEFxyeJOdEAVBFGQGwj6CiAMqepobuLfKbI
https://www.bbc.co.uk/bitesize/articles/zmq3jhv

