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Subject: Computer Science General Overview

Year 9 
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Python Programming Techniques  
(Text-based programming) 

Control technology 
with the BBC 
Microbit. 

Hacking Minecraft 
(Advanced Python 
Programming with 
the Raspberry Pi) 

Web design and development using HTML and 
CSS 
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? During each lesson a range of formative assessment methods are used to determine prior knowledge and next steps. Lessons begin with a ‘Do Now’ style retrieval activity. 
Throughout the lesson teachers will assess students by asking high quality questions that invoke hard thinking. At the end of each lesson learning will be reviewed and the key 
concepts summarised. Home learning is provided to develop thinking outside of the classroom and to provide opportunities for reflection using curriculum organisers.  

Portfolio of evidence 
MCQ Knowledge Assessment 
On-screen testing of skills 

Portfolio of evidence 
MCQ Knowledge 
Assessment 
On-screen testing of 
skills 

Written Examination 
(Au/Sp Review) 
Portfolio of evidence 
MCQ Knowledge 
Assessment 
On-screen testing of 
skills 

Written Examination (Annual Review) 
Portfolio of evidence 
MCQ Knowledge Assessment 
On-screen testing of skills 



The King’s Academy: KS3-4 Bridging Year Curriculum Overview (2021-22) 

 

Subject: Computer Science Topic Overview 
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Python Programming Techniques 

• How to use the software development life cycle to analyse, design, 
development, test and evaluate a computational solution to a problem using 
programming techniques in a text-based language (Python). Including:  

o The use of computational methods to plan a solution to a problem such 
as abstraction, decomposition, flowcharts and pseudocode.  

o Developing programming techniques that require students to use 
inputs, outputs, variables, constants, data types, sub-procedures, 
library modules, casting, arithmetic operators, Boolean, sequence, 
selection, count-controlled iteration and condition-controlled iteration. 

o To test programming code iteratively and terminally using a wide range 
of test data to fully test its functionality. 
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Advanced Control Technology using the BBC Microbit 

• How control technology can work alongside computational methods and 
programming to support the needs of our day-to-day lives. Including: the ways 
in which real-world problems can be abstracted in a way that makes them 
solvable by computational methods, thorough exploration of the use of 
flowcharts to represent algorithms and possible solutions to problems, the use 
of the BBC Microbit which combines hardware components with programming 
to develop solutions to a range of real-world problems. 
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OS Management and Advanced Python Programming (Hacking Minecraft) 

• How to independently setup and manage a computer system. Including: the 
purpose and functions of an operating system and exploration of the different 
operating systems that exist, the use of a range of human computer interfaces, 
the hardware that makes up a computer system, the importance of clock speed 
and the benefits/risks of over-clocking, the role of different ports on a 
computer, the different types of software and the way in which operating 
systems can be managed through a command line interface.  
 

• How to create programming code to modify the output of a 3D game. Including: 
how text-based programming can process x, y and z co-ordinates in a 3D 
environment and the use of programming techniques (as covered in the 
Autumn term) to modify the code of an open-source 3D game software 
(Minecraft) to manipulate its output.  
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 Web Design & Development (HTML, CSS & JavaScript) 

• How websites are created and used to target audiences to meet a purpose. 
Including: the stages of the project life cycle and the processes involved in each 
stage, the role of the client, the role of the audience and HTML elements that 
are used to develop a basic website. 
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 Web Design & Development (HTML, CSS & JavaScript) 

• How websites are created and used to target audiences to meet a purpose. 
Including: the use of CSS to manipulate the way a website looks, the use of 
JavaScript to create interactive elements, the use of cloud computing and the 
benefits/drawbacks of using the cloud. 

 


