
Computer Science
KS3 Curriculum Adaptations

The KS3 curriculum is designed to ensure students studying GCSE Computer Science have a
grounding in the fundamental concepts covered at KS4. Students start with the ‘big picture’,
studying Hardware and Algorithms, giving them the skills to access later topics such as Binary
and Hexadecimal where students study the mathematical makeup of machines. Over the 3
years, students learn to program in different languages, starting with block-based languages
before progressing to High-Level Languages.

Computer Science is a subject in demand within a globally competitive world. It has become
an ever-growing part of human life, affecting many aspects of a person’s day. Computer
systems are embedded in everyday devices, smart phones, washing machines, heating
systems and vehicles, as our world embraces “The Internet of Things”. Computer scientists
have an impact on how our society advances by developing and maintaining these systems:
whether it be for our home, work, learning or entertainment environments. Computer Science
is an exciting and rapidly evolving subject that offers excellent employment prospects and
well-paid careers.

The Computer Science department at Beacon high aims to develop the mind-set of a computer
scientist through equipping students with the skills to  participate in a rapidly changing world.
The curriculum journey incorporates challenging and engaging topics, giving students the
opportunity to  develop their capability, creativity and subject knowledge. It also capitalises
upon, and feeds into, learning within other subject disciplines including  mathematics, science
and design and technology. It is these opportunities that enable students to develop and hone
skills that can be applied in day to-day life.

The curriculum has been designed to ensure learners have sufficient knowledge to stay safe
online and use computers safely in life. We want  students to not only understand how to use
technology effectively, safely and responsibly, but also how technology is developed and
constantly  redeveloped into new and exciting tools. The curriculum also provides a focus on
developing resilient learners who are able to recover from mistakes  and effectively solve
problems. This will help develop a lifelong effect of learning and how to develop themselves
further and prepare for the future.

The curriculum is developed so that students are taught the principles of problem solving and
computation, which prepares them to solve the  problems of tomorrow, by developing learner’s
knowledge, skills and understanding through key computational concepts and experience. They
develop understanding for all the technology that surrounds them by not just understanding
how computer systems work, but how to put this  knowledge to use through programming and
problem solving. Building on this knowledge and understanding, students are equipped to use
information technology to create programs, systems and a range of content whilst developing
programming skills. Students will also analyse  problems in computational terms and devise
creative solutions by designing, writing, testing and evaluating programs. This also ensures that
students become digitally literate – able to use, and express themselves and develop their ideas
through information technology – at a level suitable  for the future workplace and as active
participants in a digital world. We endeavour to make the curriculum as motivational and
interesting as  possible with a high level of challenge by offering breadth and depth of



experiences for the students. Our aim is to ensure that students develop and
achieve ICT capability that is directly transferable, not only to other subjects, but also to the
future learning pathways and beyond, developing a wide  range of digital skills that will prepare
learners for the future.

The key stage 3 curriculum provides challenges and new experiences in computing, digital
literacy and digital media (regardless of their prior  knowledge of using computers) and is
designed to ensure students studying GCSE Computer Science have a basis of knowledge, skills
and  understanding in the fundamental concepts covered at KS4. This is achieved by following a
spiral curriculum plan which introduces topics then over the three year builds on them so that
over time, students learn to, and develop a high degree of skill  in, programming in different
languages,  starting with block-based languages before progressing to High-Level Languages.
The development of programming skills is also built into physical  Computing tasks.The
curriculum journey connects to other curriculum areas holistically to ensure learning contexts
are authentic, meaningful and provide  opportunities for application of skills, investigation and
purposeful play. In addition, references to key events and developments through the history of
technology using role models from all aspects of society are used in an inspirational and
motivational way for students.

We aim to enable students to develop a love for the subject and an understanding that there
are no limits to their own development in programming  and IT. To enthuse students to have
an understanding far deeper than the interface that they currently operate. This is done by
offering challenging  opportunities and personal development.

A wealth of irresistible and enriching learning opportunities is open to all students to enrich
educational experiences, to engage learners, and cultivate and extend the lifelong effect of
learning. All students in year 9 will take part in challenging opportunities by achieving badges for
their iDEA award. Girls in year 8 compete in the CyberFirst Girls competition. The CyberFirst Girls
Competition provides a fun and challenging environment to inspire the next generation of
young women to consider a career in cyber security.

Even with the challenges of students not being able to attend school physically we have not had
interruption in learning as we follow a spiral curriculum meaning that each year knowledge is
built up on different topics year by year which has helped not have valuable skills missed or
weakened. Students have been able to return back to school and classrooms without feeling
anxious or confused about the topics we cover.

Looking at the End Of Year Exams for each year group there is a clear view showing that students
have knowledge of all topics and most students are working at the correct progress levels. When
creating the Computer science Learning Journey and then revisiting it we did not need to adjust
any content as we already built on topics throughout each year and each lesson had refresher
slides to remind students of the content they covered the previous year. The upside is that we do
not need to teach G-suite skills as most students have been using this platform.


