Subject: ICT / Computing / iMedia
Subject Leader: Mr Ryan Carpenter
Contact email: RCarpenter@blandfordschool.org.uk

	Subject statement:
The KS3 Computing curriculum will teach students essential digital skills and help them gain a strong understanding of how technology works. They will learn about e-safety and how to stay safe online, explore how computers work and process information, and develop their programming skills using Scratch and Python. Students will also investigate networks and the internet, understanding how devices connect and share data. Alongside this, they will explore emerging technologies, including artificial intelligence, and consider the impact of these advancements on society and the future. This course equips students with the knowledge and skills needed to become confident, responsible, and creative users of technology.

In KS4 students will be able to study Creative iMedia, which aims to inspire and equip students with the confidence to use skills that are relevant to the digital media sector and more widely. They’ll design, plan, create and review digital media products to meet client and target audience demands using different industry standard software.

In KS5 students study Digital Media which gives students a practical introduction to the knowledge, skills and understanding relevant to the industry. Students can further develop their skills and knowledge by focusing on the production of digital, audio or moving image content for media products. 














Lower Years
	How we assess your child’s progress in the lower years:
Formative assessment will take place each lesson to determine previous understanding and decide what the next steps in each students learning should be. At the end of each unit a summative assessment is completed to check students understanding of concepts and keywords of that unit. 

The following topics are covered in each year:
[bookmark: _Hlk209708308]
Year 7:
· E-Safety
· Presentation software
· Networks & The Internet
· Scratch Programming
· Spreadsheets

Year 8:
· Websites & HTML
· Computer Systems
· Evolving Technologies
· Researching using the internet
Year 9:
· Python programming
· Digital Graphics
· Animation
· Cyber Security 




Lower Years Curriculum Overview
	Year
	Autumn Term
	Spring Term
	Summer Term
	

	
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Useful resources / websites parents can access to support learning and progress. 

	7
	Unit 1: Introduction to the network
1.1: Logging on to the network.
1.2: Keeping digital files safe and standard ways of working
1.3: Using emails, TEAM’S & OneDrive
1.4: Respectful online communication

Unit 2: E-Safety with presentation software 
2.1: Dangers of online presence
2.2: Using social media safely
2.3 Who are you talking to online
2.5: Fake news
2.6 Presentation software









	To introduce students to how to use the school network.
To develop their understanding of how to keep work safe on a network and use of email in school environment






Develop skills on how to keep themselves safe online and to be respectful to others.
To develop skills using presentation software.














	Unit 3: Networks and internet
4.1: Computer networks and protocols
4.2: Networking hardware
4.3: Wired and wireless networks
4.4: The internet
4.5: Internet services
4.6: The world Wide web








Unit 4: Spreadsheets
4.1: Formatting spreadsheets
4.2: Using basic formulae in spreadsheets
4.3: Using advanced formulae in spreadsheets.
4.4: Creating tally sheets.
4.5: Creating graphs and charts






	To develop an understanding of a computer network and computer protocols. 
To develop an understanding on Computer networks and how they are created.
To gain an understanding of the different types of computer networks.
To understanding URLs, domain names and IP addresses.

To develop skills and techniques used to format spreadsheets effectively.
To develop an understanding of how formulae are used in spreadsheets.
To develop their understanding of how tally sheets and graphs and charts are created using software 
	Unit 5: Scratch 1
6.1: Introduction to programming and sequencing
6.2: Sequences and variables
6.3: Selection
6.4: Operators
6.5: Count controller iteration
6.6: Problem solving

















Unit 6: Careers in 
Computing & Office Skills
Computing outside school.




	To build learners’ confidence and knowledge of the key programming constructs. Importantly, this unit does not assume any previous programming experience, but it does offer learners the opportunity to expand on their knowledge throughout the unit. The main programming concepts covered in this unit are sequencing, variables, selection, and count-controlled iteration
Introduce learners to potential careers in computing and basics of using Microsoft office packages. 
	Algorithms 
https://www.bbc.co.uk/bitesize/topics/zs7s4wx/articles/zqrq7ty 
Variables 
https://www.bbc.co.uk/bitesize/topics/zs7s4wx/articles/zw3dwmn 
Internet 
https://www.bbc.co.uk/bitesize/topics/zs7s4wx/articles/z3tbgk7 
World Wide Web
https://www.bbc.co.uk/bitesize/topics/zs7s4wx/articles/z2nbgk7 
Digital data
https://www.bbc.co.uk/bitesize/topics/zs7s4wx/articles/zx3q7ty 
Search engine
https://www.bbc.co.uk/bitesize/topics/zs7s4wx/articles/ztbjq6f  
Internet and communication 
https://www.bbc.co.uk/bitesize/guides/z8nk87h/revision/1  
scratch
https://scratch.mit.edu/ 
Oak Academy
https://classroom.thenational.academy/subjects-by-key-stage/key-stage-3/subjects/computing

Literacy/Reading 

Schools IT Acceptable Use Policy

E-Safety:
https://www.bbc.co.uk/bitesize/guides/zrtrd2p/revision/1

Networks:
https://www.bbc.co.uk/bitesize/topics/zs7s4wx/articles/z78nydm

Spy School Scenario (resource on slide)
Scratch step by step guides 

	8
	Unit 1: Scratch 2
1.1: Subroutines
1.2: Condition controller loops
1.3: Iteration 
1.4: Lists
1.5: Application of skills
1.6: Application of skills 











Unit 2: Computer Systems 
1.1: Computer systems
1.2: Inside the computer
1.3 Hardware and computer systems working together.
1.4: Logical operators. 
1.5: Artificial intelligence and machine learning
1.6: Implications of sharing computer code
	Learners will build on their understanding of the control structures’ sequence, selection, and iteration (the big three), and develop their problem-solving skills. Learners will learn how to create their own subroutines, develop their understanding of decomposition, learn how to create and use lists, and build upon their problem-solving skills by working through a larger project at the end of the unit.

To develop knowledge on computer systems and hardware and how they work together.
.
	Unit 3: HTML
3.1 Purpose of webpages
3.2 Introduction to HTML
3.3 Images 
3.4 Styling
3.5 Linking
3.6 Application off skills












Unit 4: Gaining support for a cause
4.1 Features of a Word Processor.
4.2: Licencing appropriate images
4.3: Credibility of sources
4.4: Research techniques including referencing and plagiarism
4.5: Primary research
4.6: Interpreting data
4.7 DTP Software  













	learners will explore the building block of the World Wide Web, HTML as well as the purpose of different webpages. They will then apply these skills to create their own multipage website using HTML.  









To build on knowledge of Word Processors.
Develop research skills and judge the credibility of internet sources.
To develop skills to research effectively and reference all work used from the internet.
To build on knowledge of using spreadsheet software to interpret data gather through a questionnaire.
Develop skills in DTP software thinking about images and colour schemes. 
	Unit 5: Evolving Technology 
5.1: Mobile Technology
5.2: Streaming Technology
5.3: Artificial Intelligence
5.3: The future of technology














Careers in computing
Skills and job roles


	Learners will look at how different technologies have rapidly evolved over the past 20 years. They will understand key developments and the effect they have had on our everyday lives. Students will be tasked with looking at where they think these technologies will go in the future. 



Introduce learners to specific computing jobs and the skills required
	Bias and reliability 
https://www.bbc.co.uk/bitesize/guides/z2g2mp3/revision/1 
scratch
https://scratch.mit.edu/ 
Microbit
https://microbit.org/
Computing Hardware
https://www.bbc.co.uk/bitesize/topics/zmpsgk7
Boolean Logic
https://www.bbc.co.uk/bitesize/guides/zqp9kqt/revision/1
Careers
https://nationalcareersservice.direct.gov.uk/ 
Oak Academy
https://classroom.thenational.academy/subjects-by-key-stage/key-stage-3/subjects/computing

Literacy/Reading 

Article about Aliens (for gaining support for a cause unit)
https://www.sciencefocus.com/news/dr-helen-sharman-aliens-exist-theres-no-two-ways-about-it/

Artificial Intelligence
https://kids.kiddle.co/Artificial_intelligence
How a chatbot encouraged a man who wanted to kill the Queen - BBC News

What is a computer system?
What is a computer system? - BBC Bitesize

History of phones article (exert) 
The history of cell phones: A decade-by-decade timeline (androidauthority.com)

	9
	Unit 1: Cyber security
1.1: You and your data
1.2: Social engineering 
1.3: Cyber-attacks.
1.4: Malware
1.5:  Security threats and protecting networks
1.6: Most effective methods to prevent cyber attacks









Unit 2: Digital Graphics:
2.1: Bitmap Images
2.2: Vector Images
2.3: Selection
2.4: Retouching
2.5 Creating a digital graphic
2.6: Exporting a digital graphic 
2.7 Graphics Project (Application of Skills)
2.8 Reviewing digital graphic 





	 Understand the difference between data and information.
Gain an understanding of the data protection act and computer misuse act.
Gain an understanding of how to minimise the risk of data being compromised online.
To gain knowledge on the different types of Malware and how to prevent cyber attacks 


To develop a basic knowledge and understanding of the different uses and purposes of graphics
To develop skills and knowledge of what needs to be included when planning graphics. 
Develop skills needed to create graphics.
Create graphics.
Develop skills for reviewing work.





	Unit 3: Intro into Python programming
3.1: Fist steps
3.2: Crunching numbers/ arithmetic expressions
3.3: Selection and Randomness
3.4: Multi-branch selection statements
3.5: Loops
3.6: iteration and selection to control the flow of program execution.











Unit 4: Foundation of AI
4.1 What is AI
4.2 Learning from data
4.3 Bias
4.4 Decision Trees
4.5 Problem solving
4.6 Models and Careers 





	Develop a skill to use iteration to control the flow of program execution.
Build on knowledge of variables and Boolean operators.
Build on knowledge of algorithms.
Develop skills to write python programs.
To build skills to locate and correct syntax errors.
Develop skills to use arithmetic expressions to calculate values




Experience a variety of real-world AI applications and be made aware of the ever-increasing range of AI-related careers. As well as considering the social and ethical implications of AI developments.

	Unit 5: Animation 
5.1: Types of animations
5.2: Properties of animations
5.3: Planning animations/ pre-production documents
5.4. Creating animations
5.5 Animation Project
5.6 Reviewing animations

Careers in Computing
Progression routes
Job roles of the future
	To build their knowledge and understanding of the uses of animations and the principles and techniques applied when creating animations. 
To develop skills needed to create animations.
To develop skills needed to review animations.
Develop learners’ knowledge of how they could progress into computing job roles.
Identify specific computing jobs and skills required
	Cyber Security
https://www.bbc.co.uk/bitesize/guides/zrtrd2p/revision/3
Algorithms 
https://www.bbc.co.uk/bitesize/guides/zpp49j6/revision/1 
Sequencing 
https://www.bbc.co.uk/bitesize/guides/zsf8d2p/revision/1 
Iteration 
https://www.bbc.co.uk/bitesize/guides/zg46tfr/revision/1 
Introduction to programming 
https://www.bbc.co.uk/bitesize/guides/zts8d2p/revision/1 
Python 
https://www.python.org/about/gettingstarted/
Arithmetic 
https://www.bbc.co.uk/bitesize/guides/zwmbgk7/revision/1  
selection in programming 
https://www.bbc.co.uk/bitesize/guides/z2p9kqt/revision/1 
Iteration in programming 
https://www.bbc.co.uk/bitesize/guides/z3khpv4/revision/1 
Boolean logic
https://www.bbc.co.uk/bitesize/guides/zqp9kqt/revision/1  
Procedures and functions 
https://www.bbc.co.uk/bitesize/guides/zqh49j6/revision/1  
Digital images 
https://www.bbc.co.uk/bitesize/topics/zf2f9j6/articles/z2tgr82 
Animation  
https://www.bbc.co.uk/bitesize/guides/zv2v4wx/revision/5 
Careers
https://nationalcareersservice.direct.gov.uk/ 
Oak Academy
https://classroom.thenational.academy/subjects-by-key-stage/key-stage-3/subjects/computing

Keeping devices safe:
https://www.bbc.co.uk/bitesize/topics/zv63d2p/articles/zcmbgk7


Wannacry attack article:
https://www.kaspersky.com/resource-center/threats/ransomware-wannacry

Shepard Fairly Copyright article 
https://www.nytimes.com/2011/01/13/arts/design/13fairey.html

Client briefs given to students for Unit 3 & Unit 4 


















Key Stage 4 (iMedia)
	Exam board: OCR (https://www.ocr.org.uk/qualifications/cambridge-nationals/creative-imedia-level-1-2-j834/) 

How we assess your child’s progress in Key Stage 4:
The course is made up of two externally moderated coursework units (R094 and R095) and a exam (R093). All marks are added together to give a final grade at the end of the course. 

The following topics are covered in each year:
Year 10:
R094 – Visual Identity and Digital Graphics
R095 – Characters and Comics

Year 11:
R093 – Creative iMedia in the Media Industry




Key Stage Four Curriculum Overview
	Year
	Autumn Term
	Spring Term
	Summer Term
	

	
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Useful resources / websites parents can access to support learning and progress. 

	10
	Unit RO94: Visual Identity and digital graphics 
LO1: Develop visual identity
LO2: Plan digital graphics for products
LO3: Create visual identify and digital graphics

Elements of R093 
	There are two parts of this unit. The first is an exploration of visual identify and how this contributes to overall brand identity. From this, learners will learn about the key features and elements before designing a new visual identity.
The second part is to learn about the design and creation of digital graphics for different products. 






	Unit RO94: Visual Identity and digital graphics 
LO1: Develop visual identity
LO2: Plan digital graphics for products
LO3: Create visual identify and digital graphics



Elements of R093
	There are two parts of this unit. The first is an exploration of visual identify and how this contributes to overall brand identity. From this, learners will learn about the key features and elements before designing a new visual identity.
The second part is to learn about the design and creation of digital graphics for different products. 
	Unit RO95: Characters and comics
LO1: Plan characters and comics
LO2: Creative characters and comics 
LO3: Review characters and comics



Elements of R093
	This unit will enable learners to identify core conventions of both character and comic creation, understanding the basics of planning, designing, creating and reviewing characters and comics. 
	Specification
https://ocr.org.uk/Images/610942-specification-cambridge-nationals-creative-imedia-j834.pdf
Student book
https://www.amazon.co.uk/Cambridge-National-Level-Creative-iMedia/dp/1398350567/ref=sr_1_2?crid=RSQ6CYAI2VZX&keywords=creative+imedia&qid=1655896637&sprefix=creative+imedi%2Caps%2C146&sr=8-2
 

Visual Identity: 
https://business.adobe.com/blog/how-to/whats-in-a-brand-how-to-define-your-visual-identity

Shepard Fairly Copyright article 
https://www.nytimes.com/2011/01/13/arts/design/13fairey.html

Ed Sheeran Copyright article
Ed Sheeran wins Shape of You copyright case and hits out at 'baseless' claims - BBC News

Client Brief for assignment 

	

	11

	Unit RO95: Characters and comics
LO1: Plan characters and comics
LO2: Creative characters and comics 
LO3: Review characters and comics
	This unit will enable learners to identify core conventions of both character and comic creation, understanding the basics of planning, designing, creating and reviewing characters and comics. 
	Unit R093: Creative iMedia in the media industry
LO1: The media industry
LO2: Factors influencing product design
LO3: Pre-Production planning
LO4: Distribution considerations
	Leaners will learn what makes up the media industry and how creative iMedia fits into it. Learners will learn about job roles and processed requires to make a range of media products. Leaners will find out how to convey meaning, create impact and encourage audiences through the use of media codes. Leaners then move on to pre-production techniques, media formats and distribution platforms to further develop knowledge of media industry. These skills will be needed for the R093 exam in year 11 
	Unit R093: Creative iMedia in the media industry
Exam preparation
	
	Specification
https://ocr.org.uk/Images/610942-specification-cambridge-nationals-creative-imedia-j834.pdf
Student book
https://www.amazon.co.uk/Cambridge-National-Level-Creative-iMedia/dp/1398350567/ref=sr_1_2?crid=RSQ6CYAI2VZX&keywords=creative+imedia&qid=1655896637&sprefix=creative+imedi%2Caps%2C146&sr=8-2
 

Literacy 
A range of comic books and graphic novels are discussed, read and analysed 




Key Stage 5 (Digital Media)
	Exam board: OCR (https://www.ocr.org.uk/qualifications/cambridge-technicals/digital-media/units/#level-3) 

How we assess your child’s progress in Key Stage 5:
Students complete 2 exams and 4 pieces of coursework. Each year there is one exam (sat in January) and two pieces of coursework 

The following topics are covered in each year:
Year 12:
Unit 2 – Pre Production and Planning
Unit 3 – Create a media product
Unit 21- Plan and Pitch a media product 

Year 13:
Unit 1 – Media Products and Audiences 
Unit 20 – Advertising Media
Unit 24 – Cross Media Awareness 




Key Stage 5 Curriculum Overview
	[bookmark: _Hlk208912906][bookmark: _Hlk208912954]Year
	Autumn Term
	Spring Term
	Summer Term
	

	
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Unit / Topic Covered
	Intended Outcomes (Knowledge and Skills)
	Useful resources / websites parents can access to support learning and progress. 

	






12












	Unit 2: Pre Production and Planning 
LO1:Understand the factors that
need to be considered
during the planning of a
media product
LO2: Be able to interpret client
requirements and target
audience considerations
LO3: Be able to plan the preproduction
of a media
product
LO4: Be able to create and
evaluate pre-production
documents for a new media
product
	Learners carry out research in the planning stage of a media production and about the various acts of
legislation that need to be considered. Learners will learn about the constraints that need to be
considered when planning a new media production, including timescales and resources. Learners will
understand how to create pre-production documents in relation to client requirements and how to
plan projects to meet these needs.
	Unit 3: Create a media product 
LO1: Be able to create a
proposal with
sample materials
for an original
media product to a
client brief
LO2: Be able to plan and
develop preproduction
materials for an
original media
product to a client
brief
LO3: Be able to create
production
materials for an
original media
product to a client
brief
LO4: Be able to carry out
post-production
techniques and
processes for an
original media
product to a client
brief

Unit 21: Plan and deliver a pitch for a media product
LO1: Be able to generate
ideas for an original
media product
based on a client
brief
LO2: Be able to create a
proposal and pitch
for an original
media product
based on a given
brief
LO3: Be able to pitch
ideas on a
proposed media
product and
respond to
questions
	Learners will apply learning gained in unit 2 to plan and produce
a media product. You will complete planning materials to take them forward in the
production and post–production stages of your intended media product. You will plan,
produce and edit original content for your intended product.









Learners will be able to generate ideas for your own media product based on a client brief,
pitch your ideas to a client, and be able to respond to feedback to prepare your idea for
pre-production
	Unit 3: Create a media product 
LO1: Be able to create a
proposal with
sample materials
for an original
media product to a
client brief
LO2: Be able to plan and
develop preproduction
materials for an
original media
product to a client
brief
LO3: Be able to create
production
materials for an
original media
product to a client
brief
LO4: Be able to carry out
post-production
techniques and
processes for an
original media
product to a client
brief

Unit 21: Plan and deliver a pitch for a media product
LO1: Be able to generate
ideas for an original
media product
based on a client
brief
LO2: Be able to create a
proposal and pitch
for an original
media product
based on a given
brief
LO3: Be able to pitch
ideas on a
proposed media
product and
respond to
questions
	
	Specification:
https://www.ocr.org.uk/qualifications/cambridge-technicals/digital-media/units/#level-3

A range of resources will be added to teams throughout the course. 

	13
	Unit 1: Media Products and Audiences
LO1: Understand the ownership models of media institutions
LO2: Understand how media products are advertised and distributed
LO3: Understand how meaning is created in media products
LO4: Understand the target audiences of media products 
	The aim of this unit is for you to develop your understanding of how different media institutions operate in order to create products that will appeal to specific target audiences. You will therefore learn about the different ownership models in the media industries, and you will learn how to analyse different media products within the sector to understand the fundamentals of how meaning is created for audiences. You will learn about how audiences are categorised, researched and targeted by media producers and how media institutions distribute and advertise their products to audiences.
	Unit 20: Advertising Media
LO1: Know how advertising campaigns embed advertisements across a range of media products
LO2: Be able to plan a cross-media advertising campaign to a client brief
LO3: Be able to produce the planned media products


	In completing this unit, you’ll understand advertising campaigns and how audio-visual, print based or audio advertising media are used within them. You’ll plan an advertising campaign for a product or service, selecting the appropriate media components to produce it. You’ll produce original media components for incorporating into a campaign, considering the market and its target audience, as well as legal and ethical constraints, to ensure that all components comply with the required codes and conventions of the genre.
	Unit 24: Cross Media Awareness 
LO1: Understand the products that are produced within and across media industries
LO2: Understand the behaviours, skills and attributes necessary within a chosen media industry

	The aim of this unit is for you to develop your understanding of how different media sectors operate and what products they produce. You’ll develop awareness of how concepts and brands are adapted into different products (such as books into films) in order to widen audience reach
	




