
Computing 
Curriculum intent 

At William Lovell Church of England Academy, our Computing curriculum is 
designed to develop confidence and coherence within a progressive digital age.  
Designed in conjunction with the National Curriculum and the National Centre 
for Computing Education, our curriculum is inclusive and ambitious, catering to 
all students, ensuring that every learner can achieve their potential. Critically, a 
research informed process based on the latest educational research to ensure effective teaching and learning 
practices can occur.  

As an inclusive Academy, we understand the strength in individuality and are therefore determined to provide 
careful and adaptive approaches to seek greater opportunities for growth. Understanding the challenges we 
face in an analytical world, providing students with the knowledge and skills required to navigate the digital age 
is of paramount importance and underpins the curriculum we deliver. Students can expect to use the National 
Centre’s computing taxonomy which utilises ten key strands to explore and develop competency. From online 
safety and creative media to interpreting data and designing algorithms, the computing curriculum allows 
students to prepare for an anticipated future inclusive of computing, coding and AI technology, building 
towards extensive future careers in software development and cyber security.  

What does the adaptation to KS4 look like? 

• KS4 lessons rotate 3 lessons on a week-by-week basis, focusing on theory and programming elements. 
• Theory lessons see students debate the ethics of increasing internet use, remote work, algorithm bias 

as well as the environmental impact of technology. Supported and guiding to see different points of 
view. 

• Students will further develop their coding experiences using python, developing their curiosity and 
understanding they will build increasingly complex algorithms and programs.  

• Students will use BBC Micro bits to see how their code can affect and automate physical operations 
this enables them to see the impact of incorrect code. Students are introduced to subroutines with 
turtle programming which provides instant feedback on how efficient their code is as well as if it 
completes the task that was set.  

Implementation 

Year 
7 

To introduce students to the foundational principles of computing while nurturing a sense of digital 
responsibility rooted in Christian values. Students will explore how technology can be used creatively and 
ethically to serve others and build community. 
Focus Areas: 

• Safe and respectful use of digital media, reflecting Christian stewardship  
• Understanding networks and communication as tools for connection and collaboration 
• Developing an understanding of AI. 
• Support problem-solving through extended project tasks. 
• Digital development – introducing software skills using programmes such as PowerPoint and Excel. 

  
Year 
8 

To deepen students’ understanding of computing systems and programming while encouraging reflection on the 
impact of technology on society and the individual. Students will be challenged to consider how digital tools 
can be used to promote justice, inclusion, and creativity. 
Focus Areas: 

• Transitioning to critical frameworks for working with computer systems 
• Exploring web and app development as platforms for positive change 
• Understanding the layers of computing systems and data representation 
• Creating digital media that communicates values and supports community 
• Extended learning AI creativity and its social impact 

 



Year 
9 

To prepare students for future study and digital citizenship by consolidating technical skills and exploring 
ethical dimensions of computing. Students will reflect on their role as responsible creators and users of 
technology, guided by Christian principles of integrity and service. 
Focus Areas: 

• Introduce Python programming to solve real-world problems 
• Investigating data science to understand and respond to societal needs 
• Exploring cybersecurity through the lens of protection and trust 
• Engaging in physical computing projects that promote innovation and teamwork 

 

 

 

 

 

 

 

 

 

 

 

 

Year 
10 

To build a strong foundation in computer science by introducing students to core theoretical concepts and 
practical programming skills. Year 10 focuses on developing computational thinking, understanding digital 
systems, and writing robust code using Python. 
Focus Areas: 

• Computational Thinking: Decomposition, abstraction, algorithms, and problem-solving 
• Programming Fundamentals: Variables, data types, control structures, functions, and debugging 
• Systems Architecture: CPU components, memory, and the fetch-decode-execute cycle 
• Data Representation: Binary, hexadecimal, images, sound, and compression 
• Networks & Security: LAN/WAN, protocols, and cybersecurity basics 

Skills Developed: 
• Writing and testing Python programs 
• Using flowcharts and pseudocode 
• Applying logic and arithmetic operations 
• Understanding how computers process and store data 

 
Year 
11 

To consolidate and extend students’ knowledge by applying programming skills to solve complex problems and 
exploring the ethical, legal, and environmental impact of technology. Year 11 prepares students for final 
assessments and future study or careers in computing. 
Focus Areas: 

• Advanced Programming: Subprograms, data structures, file handling, and defensive design 
• Boolean Logic: Logic gates, truth tables, and logical expressions 
• Languages & IDEs: High- and low-level languages, compilers, interpreters, and development 

environments 
• Ethics & Impact: Environmental concerns, e-waste, privacy, and intellectual property 
• Exam Preparation: Practice papers, revision strategies, and assessment techniques 

Skills Developed: 
• Designing robust programs with validation and authentication 
• Debugging and testing using trace tables 
• Evaluating the societal impact of computing 
• Applying computational thinking in real-world scenarios 

  



Assessment 

Type of assessment Frequency How feedback will be provided 
Lesson quiz checks  Weekly Verbal 
KS3 Project Based Assessme Per term Written feedback sheet (Showbie) 
KS4 end of unit summative assessment Per unit Verbal and written reflection 
End of Year and Mock Examinations Annually Written 

 

Pearson Edexcel GCSE 9-1 Computer Science Assessment Model 

The Pearson Edexcel Level 1/Level 2 GCSE (9–1) in Computer Science consists of two externally-examined 
papers. Paper 1 is a written examination and Paper 2 is a practical onscreen assessment. 

1. Paper 1 – written examination: This paper will assess Topics 1 to 5. 
• 1 hour and 30 minutes  
• 50% of the qualification  
• 75 marks 

 
2. Paper 2 – practical assessment: This paper will assess Topic 6 (Problem solving with programming). 

• 2 hours 
• 50% of the qualification 
• 75 marks 

Department staffing 

Mr Jacob Kelly – Teacher of Maths and Computing 

Mr Carl Main – Teacher of Maths and Computing Carl.Main@williamlovell.laat.co.uk 

Miss Chloe Hazelwood – Teacher of Maths and Computing Chloe.hazelwood@williamlovell.laat.co.uk 

Ms Carla Sabin - Teacher of Maths and Computing 
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