Computing including GCSE Computer Science and iMedia (KSg)
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Scope:

The Computing curriculum at South Axholme Academy provides students with a broad and balanced understanding of digital
technology, computer science and information technology. Students develop knowledge and skills in digital literacy, computational
thinking, programming, cyber security, networks, data representation and digital media.

Rigour:
Students are challenged to think logically, solve problems systematically and apply technical knowledge in a range of contexts.
Retrieval practice, assessment and practical application ensure knowledge is retained and built upon over time.

Sequencing:

The curriculum has been carefully sequenced to ensure that students develop secure foundations before progressing to more
complex concepts. Key Stage 3 establishes digital literacy, online safety, computational thinking and programming knowledge. In
Key Stage 4, students build upon these foundations through the OCR J277 GCSE Computer Science course, beginning with
Computer Systems topics before progressing to Algorithms and Programming. This sequence ensures that students develop the
knowledge, skills and confidence required for success in GCSE Computer Science and beyond.



Coherence:
Key concepts such as computational thinking, digital responsibility and problem solving are revisited throughout the curriculum.



