
Knowledge, skills and understanding

Computer Science KS4
Learning Journey

Top 3 tips for parents and carers during KS4

Purchase a revision guide.

Use flashcards to test your child.

Ensure your child is practicing programming and creating 
algorithms at home.

What’s your Plan A?
FE: A Level Computer Science or Cambridge Technical in I.T.

HE: Computer Science opens doors to hundreds of careers!

Career: A.I Programmer, Games Design, Robotics, Social Media, 
options are endless!

Online learning during KS4
Craig n Dave

Seneca Learning

GCSE Pod

BBC Bitesize

You Tube

Quizlet

PPE preparation for KS4
Use Google Classroom to watch the recorded lessons. Watch Craig 
and Dave youtube videos. Practising analysing algorithms and data 
conversion. Practise writing code and data conversions. Use online 
tools such as Seneca and GCSE Pod. Create revision materials for the 
theory including revision cards. 

Study skills for KS4
Complete the extended learning opportunities provided in each unit. 
Complete past paper questions. Practice programming in python at 
home. Use GCSE Pod and Seneca to revise.   

Programming Basics 
Variables Constants, Input, 
Output, Assignments, 
Operators, Sequences, 
Selection, Code 
Maintainability, Data-Types

Google Classroom

Year 10

Year 10

Year 10

Year 10 Year 10

Year 10

Year 10

Year 10Year 10Year 10

Year 11

Year 11

Year 11

Year 11

Mathematical Operators 
and IDE
Mathematical operators 
in programming including 
modulus and quotient, 
Features of an Integrated 
development environment

Computational Thinking, 
Algorithms and 
Programming Decomposition 
of problems, Using Sub-
Routines (functions and 
procedures)

Validation of Programming
Checking data including: range; type; 
presence; format; length. Testing data, 
String Manipulation: concatenation; 
parsing; slicing; inserting and replacing.

Iteration
Product Life Cycle: Creating loops 
in code. Using ranges.

Data-Structures 
Using 1D and 2D 
Arrays (Lists). 
Adding, removing, 
editing data in lists. 

Systems Architecture 
The Von-Neumann 
Architecture and CPU 
including performance. 
Embedded Systems. 
Primary and Secondary 
Storage

Data Representation 
Representing data in 
sound and images. Binary, 
Hexadecimal conversions.

Ongoing Programming throughout 
Year 10
Writing to and from text files, storage 
data, working memory, databases. 
Decomposition, Abstraction, Setting 
Project Objectives, Defensive 
Design, testing, validation, 
evaluation, Boolean Logic. Extended 
programming projects. Advanced 
data structures. and Algorithms

Computer Networks
Protocols, TCP-IP protocol stack and 
layers, connection modes and standards, 
security, types of networks, DNS, topology, 
architecture.  Threats and vulnerabilities. 
Network threat prevention. 

Operating Systems and Systems Software 
User Interfaces, Memory Management, 
File Management, Multi-Tasking. Types 
of software including encryption, 
defragmentation and data compression.

Ethical, Legal, Cultural and Environmental 
Impact of Technology
User Interfaces, Memory Management, 
File Management, Multi-Tasking. Types 
of software including encryption, 
defragmentation and data compression.

Computation Thinking
Looking at searching and sorting 
algorithms in python and computational 
logic.

Algorithms
Looking at searching and sorting 
algorithms in python and computational 
logic.

https://www.pgonline.co.uk/resources/computer-science/gcse-ocr/clearrevise-j277/
https://student.craigndave.org/gcse-ocr-j277-computer-science-videos
senecalearning.com/en-GB/
www.gcsepod.com/
https://www.bbc.co.uk/bitesize/subjects/z34k7ty
https://www.youtube.com/playlist?list=PLgga3J8ebcdMj12UB98rSED6oQ178HPjT
https://quizlet.com/gb/631342764/mr-hylton-j277-unit-1-flash-cards/

