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KEY STAGE 3

By the end of KS3 pupils understand and apply the fundamental principles and concepts of computer science,
including abstraction, decomposition, algorithms, and data representation. Pupils can analyse problems in
computational terms and have repeated practical experience of writing computer programs in order to solve such
problems. Pupils can evaluate and apply information technology, including new or unfamiliar technologies, analytically
to solve problems. Pupils are responsible, competent, confident, and creative users of information and communication
technology.
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KEY STAGE 4 (Comp Sci)

By the end of KS4 Computer Science, pupils will understand the principles by which modern computer systems work.
They will know how data is stored and manipulated, how the physical components work together to form the computer
and modern networks and they will understand the hardware and software needed for humans to interact with
computers. Pupils will have developed the capability to program solutions to challenging problems by using
abstraction, decomposition, and an iterative development model.
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By the end of KS4 DIT, pupils will understand what makes an effective user interface, and how to effectively manage a
project. They will have used these skills to plan, design, and develop a user interface. Pupils will also understand the
characteristics of data & information and how they help organisations in decision making. They will have used data
manipulation methods to create a dashboard to present and draw conclusions from information. Pupils will also explore
how organisations use digital systems and the wider implications associated with their use in order to effectively work in the
modern digital world.
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By the end of KS4 Creative Media, pupils will be able to explore existing media products to ascertain the techniques used in media
production. They will build their investigatory skills, researching different stages of production and theorising techniques used in print
media, moving images and interactive media products. Pupils will develop their skills in creating a myriad of media products from
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By the end of KS5 CS, pupils will have a deep knowledge of the operation of the computer and computer systems/networks. They
will be able to use their problem-solving skills to confidently develop solutions to real life problems, relating these to appropriate
users. They will be able to choose an appropriate programming paradigm and utilise a range of development styles to create fully

functioning software based on the needs of a user.




