
 
 

‘Computer Science’ Curriculum overview 2024-25 

 

KS4 Options (OCR Nationals in Creative iMedia / EDEXCEL GCSE Computer Science) 

YEAR 
10 

Creative 

iMedia 

R097 
skill-
building 

R097 
TA1  

R097 
TA2  

R097  
TA2/TA3 

R094 
skill-building 

YEAR 
10 

Computer 

Science 

Topic 2 
Data 

Topic 6 
Problem 
solving with 
programming. 

Topic 2  
Data 

Topic 6 
Problem 
solving with 
programming. 

Topic 2 
Data 

Topic 6 
Problem 
solving with 
programming. 

Topic 3 
Computers  

Topic 6 
Problem 
solving with 
programming. 

Topic 3 
Computers 

Topic 1 
Computational 
thinking 

Topic 3 
Computers 

Topic 1 
Computational 
thinking 

YEAR 
11 

Creative 

iMedia 

R094  

TA1  

R094  

TA2 

R093: Exam 

TA1 

R093: Exam 

TA2 

R093: Exam 

TA3 
 

  

YEAR 
11 

Computer 
Science 

Topic 4 

Networks  

Topic 1 

Computational 
thinking 

Topic 4 

Networks  

Topic 1 

Computational 
thinking 

Topic 4 

Networks  

Topic 1 

Computational 
thinking 

Topic 5 

Issues and 
impact – 

Topic 1 

Computational 
thinking 

Topic 4 

Networks 

Topic 1 

Computational 
thinking 

  

 

 

 

KS3 HT 1 HT 2 HT 3 HT 4 HT 5 HT 6 

YEAR 7 Digital Media Computer Systems Micro: Bit Micro: Bit Networks Enrichment project 

YEAR 8 Developing for web Python Programming Data Representations Data Representations Interface Design Enrichment project 

YEAR 9 Python Programming Cyber Security Digital Graphics Digital Graphics Presenting Data Enrichment project 



 
 
KS5 Options (AQA A Level Computer Science) 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

YEAR 12 
A Level 

Computer 

Science 

 

Unit 1 
Programming 
Basics 

Unit 2  
Problem 
solving 

Unit 6 
Abstraction & 
Automation 

Unit 7  
Regular and 
Context 

Free 
Languages 

Unit 11 
Binary 

Unit 13 
Coding 
Sound/ 

Music 

Unit 15 
Programming 
Lang/Translat

ors 

Unit 17 
Internal 
Computer 

Architecture 

Unit 20 
Communicati
on 

Unit 18 
Input/Output 
Devices 

 
 

 

 
NEA 

Unit 3 
Programming 

Paradigms 

Unit 4 
Data 

Structures 

Unit 10 
Number Systems & Bases 

Unit 12 
Coding 

Text/Graphi

cs 

Unit 14 
Hardware & 

Software 

Unit 16 
Logic Gates 

Unit 27 
Software 

Development 

Unit 21 
Network & 

The Internet 

YEAR 13 
A Level 

Computer 
Science 

Unit 8 

Algorithms 

Unit 4 

Data 
Structures 

Unit 6 

Abstraction & Automation Revision Revision Revision Revision Revision 

  

NEA NEA NEA NEA NEA Revision Revision Revision 
  



 
 
KS5 BTEC Level 3 Extended Diploma in Creative Digital Media Production 

 

 

 

 

 

 

 

 

YEAR 
13 

BTEC Level 3 
Creative 

Digital 
Media 

Production 

 

Teacher  
1  

JAM 

Unit 2:  
Working in the CM Industry 
Learning Aim B (90 GLH)   

Unit 2:  
Working in the CM Industry 
Learning Aim B (90 GLH)   

Unit 2:  
Working in the CM Industry 
Learning Aim C (90 GLH)   

Unit 2:  
Working in the CM Industry 
Learning Aim C (90 GLH)   

Unit 2:  
Working in the CM Industry 
Learning Aim D (90 GLH)   

 

Unit 2:  
Digital Media Skills  
EXAM Topic A01/A02 (120 GLH)   

Unit 2:  
Digital Media Skills  
EXAM Topic A03/A04 (120 GLH)   

Unit 2:  
Digital Media Skills  
EXAM Topic A05 (120 GLH)   

Unit 2:  
Digital Media Skills  
EXAM  

  

Unit 4:  
Pre-Production portfolio 
Learning Aim A (90 GLH)   

Unit 4:  
Pre-Production portfolio 
Learning Aim B (90 GLH)   

Unit 4:  
Pre-Production portfolio 
Learning Aim C (90 GLH)   

Unit 4:  
Pre-Production portfolio 
Learning Aim C (90 GLH)   

Unit 4:  
Pre-Production portfolio 
Learning Aim C (90 GLH)   

 

Unit 10:  
Film Production  
Learning Aim A (60 GLH)   

Unit 10:  
Film Production  
Learning Aim B (60 GLH)   

Unit 10:  
Film Production  
Learning Aim C (60 GLH)   

Unit 10:  
Film Production  
Learning Aim C (60 GLH)   

Unit 10:  
Film Production  
Learning Aim D (60 GLH)   

 

Unit 22:  
Interviewing techniques  
Learning Aim C (60 GLH)   

Unit 22:  
Interviewing techniques  
Learning Aim C (60 GLH)   

    

Teacher 
2 

RAM 

Unit 6:  
Media Campaigns 
Learning Aim C (90 GLH)   

Unit 6:  
Media Campaigns 
Learning Aim C (90 GLH)   

Unit 6:  
Media Campaigns 
Learning Aim D (90 GLH)   

  

Unit 27:  
Digital Photography 
Learning Aim A (60 GLH)   

Unit 27:  
Digital Photography 
Learning Aim B (60 GLH)   

Unit 27:  
Digital Photography 
Learning Aim B (60 GLH)   

Unit 27:  
Digital Photography 
Learning Aim C (60 GLH)   

Unit 27:  
Digital Photography 
Learning Aim C (60 GLH)   

 

Teacher 
3 

ALP 

Unit 21:  
Film Editing 
Learning Aim A (60 GLH)   

Unit 21:  
Film Editing 
Learning Aim A (60 GLH)   

Unit 21:  
Film Editing 
Learning Aim B (60 GLH)   

Unit 21:  
Film Editing 
Learning Aim B (60 GLH)   

Unit 21:  
Film Editing 
Learning Aim C (60 GLH)   

 

Teacher 
4 

LEL 

Unit 30: 
Page layout and design for Digital Media 
Learning Aim C (60GLH) 

  

Unit 30: 
Page layout and design for Digital Media 
Learning Aim C (60GLH) 

  

  



 

GCSE Computer 
Science 

Curriculum Manager: Mr J Moore  

Exam board: Pearson Edexcel GCSE Computer Science (2020) 

Teaching Staff: Mr A Bott (Subject Lead), Mr L Lawson, Mr J Moore 

Curriculum Overview: 
Key aspects of the qualification include; how computers work, making connections, data matters, computational 
thinking, practice and Python programming. 

Unit 1: Principles of Computer Science  
(1hr 30 min Written Exam, 50%) 
 
This component will introduce learners to the Central 
Processing Unit (CPU), computer memory and storage, 
wired and wireless networks, network topologies, 
system security and system software. It is expected that 
learners will become familiar with the impact of 
Computer Science in a global context through the study 
of the ethical, legal, cultural and environmental 
concerns associated with Computer Science. 

Application of Computational Thinking  
(Exam 50% on screen practical programming exam) 
 
This unit encourages pupils to apply knowledge and 
understanding using computational thinking. Pupils will be 
introduced to algorithms and programming, learning about 
programming techniques, how to produce robust 
programmes, computational logic, translators and facilities of 
computing languages and data representation. Pupils will 
learn how to designing, reading, writing and debugging 
programs. Throughout the 2-year course able pupils will apply 
their skills to solve real problems and produce readable, 
robust programs.  
 

Assessments: 

• There will be half termly tests on each topic area.  

• Practise and real NEA 
• An end of year mock exam   

Homework: 
Pupils complete their homework using Google Classroom or on Bromcom. All homework will be set using these systems 
and pupils can access it at home with their appropriate log in details. 
 
Other Useful Information: 
The ICT department runs a programme of extra-curricular catch-up sessions for all KS4 pupils. Pupils should speak to 
their individual class teacher for details on where and when these sessions will be held. I addition pupils will find all 
lesson material and extra support on Google classroom 
 
Link to exam board qualification homepage:  
https://qualifications.pearson.com/en/qualifications/edexcel-gcses/computer-science-2020.html    

 

 

 

https://qualifications.pearson.com/en/qualifications/edexcel-gcses/computer-science-2020.html


 

OCR National in 
Creative iMedia  

Curriculum Manager: Mr J Moore  

Exam board: OCR Creative iMedia Level 2 - J834 

Teaching Staff: Mr J Moore (Subject Lead), Mr A Bott, Ms Pepper, Mr L Lawson 

Curriculum Overview: 
 
This qualification will assess the application of creative media skills through practical use. The Creative iMedia course 
will equip pupils with a range of creative media skills and provide opportunities to develop, in context, desirable and 
transferable skills such as research, planning and review, working with others and communicating creative concepts 
effectively. Through the use of these skills, pupils will ultimately be creating fit-for-purpose creative media products. The 
Creative iMedia will also challenge pupils, by introducing creative media techniques; encouraging independence, 
creativity and providing tasks that engage. The ‘hands on’ approach will require pupils to use various technology.  
 
R093– Creative iMedia in the media 
industry (40% written exam completed at 
the end of the course) 
 
This unit will enable pupils to understand 
pre-production skills used in the creative 
and digital media sector. It will develop 
their understanding of the client brief and 
how to tailor projects based on their 
individual requirements. Pupils will explore 
media industry sectors, job roles, audience, 
demographics, research methods, camera 
techniques, CGI, Visual and Special effects,          
Pre-production planning, legal constraints, 
file formats for video, sound and animation 
as well as a range of practical skills within 
the creative media sector. 
 

R094 – Visual Identity and Digital 
Graphics (25% Non-exam 
assessment)  
 

 
The aim of this unit is for pupils to 
understand the basics of digital 
graphics editing for the creative and 
digital media sector. They will learn 
where and why digital graphics are 
used and what techniques are 
involved in their creation. Pupils will 
use industry software such as 
Photoshop and InDesign to create 
their visual identity campaign based 
on a specified annual brief from the 
examination board.  

Optional Unit: (35% Non-exam 
assessment) 
 
 
This final optional unit allows 
pupils to explore, plan and 
develop a specific creative 
media product. This unit will be 
chosen by our centre and 
includes on of the following 
focus areas: 
 
R095: Characters and comics 
R096: Animation with audio 
R097: Interactive digital media 
R098: Visual imaging 
R099: Digital games. 

Assessments: 
External Exam: R093 completed in summer series of year 11 (end of course)  
Non exam assessment 1: R097 completed in summer series of year 10 
Non exam assessment 2: R093 core unit completed in winter series of year 11   

Homework: 
Pupils complete their homework using Google Classroom or on Bromcom. All homework will be set using these 
systems and pupils can access it at home with their appropriate log in details.  

Other Useful Information: 
The ICT department runs a programme of extra-curricular catch-up sessions for all KS4 pupils. Pupils should speak to 
their individual class teacher for details on where and when these sessions will be held. I addition pupils will find all 
lesson material and extra support on Google classroom . 
 
Link to exam board qualification homepage:  
https://www.ocr.org.uk/qualifications/cambridge-nationals/creative-imedia-level-1-2-j834/  

 

https://www.ocr.org.uk/qualifications/cambridge-nationals/creative-imedia-level-1-2-j834/

