
 

 

The Fisher Way: Curriculum 
 
 
 
 

Successful and resilient learners who aspire to and achieve excellence 
Confident individuals who can explore and communicate effectively 

Responsible citizens who are active, loving and wise in all their endeavours 
 

Subject Computer Science 

Year Group Year 10 

Intent 

Successful and Resilient Learners: who can analyse problems and find efficient, creative solutions for both real world 
situations and artificial systems 

Confident Individuals: who can use digital technology effectively, creatively and safely in their personal lives and future 
careers 

Responsible Citizens: who understand the social and cultural impact that technology has on their lives and the lives of 
others. 



 
 

Narrative 

 
At KS4 Computer Science is broken in 2 elements, Computational Thinking and Computer Systems 

  
In Year 10 the Computational Thinking elements focuses on collections and subroutines, and all learners will develop a knowledge 

of how to store multiple values in arrays and how to create robust programs that use the structured approach to programming. 
  

The focus for Computer Systems looks at how data moves around a single computer system as software instructions, and all 
learners will understand how those instructions and/or data move through the CPU, Memory and Secondary Storage. 

 
The Computational Thinking topics will build on the work done in Y9 into data types and flow control. Data types will be built upon 
when looking at how multiple values can be store by a single identifier with arrays, and flow control will be built upon by looking at 

how different programming structures can be enhanced through functions and procedures.  
  

The Computer Systems topics will build on the work done in Y9 on Data Representation. The principles of how binary is used to 
store text, images, sound and other file types will be built up when looking at how those files and/or instructions are moved from 

secondary storage, into memory and then into the CPU through the Fetch Decode Execute cycle. 
 

The work on collections is key knowledge in order to understand how specific searching and sorting algorithms are used; and the 
work on a structured approach to programming is key knowledge in order to understand how to interpret algorithms with trace tables 

and how to create algorithms with pseudocode. 
  

The work on how data is moved around a single computer system is key knowledge in order to understand how data is transmitted 
across networks so it can move between multiple computer systems. 

 
Half term Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Knowledge 
(topics 

studied) 

Computer Systems 
Sections 1 and 2 - 

Hardware and 
Software, 

Functions of an 
Operating System, 
Logic Gates and 

Truth Tables 

Advanced 
Programming 
Techniques - 

Functions, 
Procedures and 

Arrays 

Computer Systems 
Sections 3 and 4 - 

Functions of a 
CPU, Memory, 

Storage, Embedded 
Systems 

Trace Tables, 
Pseudocode 
Algorithms, 

Interpreting the 
purpose of a 
Algorithms 

Social Impacts of 
Computing - Legal 

Considerations, 
Ethical Issues and 

Environmental 
Impacts 

Programming 
Project 



Key skills  

Logical application 
of knowledge in. a 
range of scenarios. 
Analysing existing 

computers systems 
to determine 

functionality of 
components. 

Applying 
knowledge to real 

world systems. 

Logical Reasoning, 
Computational 
Thinking and 

Problem Solving. 
Decomposing 

larger problems into 
managable 

modules that can 
be solved with 

programs. 

Logical application 
of knowledge in. a 
range of scenarios. 
Analysing existing 

computers systems 
to determine 

functionality of 
components. 

Applying knowledge 
to real world 

systems. 

Logical Reasoning, 
Computational 

Thinking and Problem 
Solving. 

Decomposing larger 
problems into 

manageable modules 
that can be solved 

with programs. 

Empathy to 
recognise the 

impact of computer 
systems for both 

positive and 
negative reasons. 

Emotional 
intelligence to 

consider how these 
negative situations 
could be improved. 

Programming 
Project 

Cultural capital 

Understanding how 
computer systems 

are used 
responsibly and 
effectively, and 

analysing scenarios 
to determine uses. 

Limitations of 
computer systems 
and how we need 
to consider and 
bypass these. 
Considering 
different user 

perspectives for a 
given scenario. 

Real life application 
of computer 

systems - what is 
relevant when, and 

why? History of 
computers - Grace 

Hopper, Alan 
Turing. 

Limitations of 
computer systems 

and how we need to 
consider and bypass 
these. Considering 

different user 
perspectives for a 

given scenario. 

Digital Footprints, 
understanding 

Privacy in a digital 
world. What 
happens to 

technology when it 
is thrown away. 

How will technology 
impact our future? 

Programming 
Project 

Assessment 

Unit 4 Midpoint 
Assessment 

Advanced 
Programming 
Technique 
Question 1 

End of Unit 4 
Assessment 

Advanced 
Programming 
Technique Question 2 

Paper 1 and Paper 
2 Hybrid Mock 

 

 


