Year 9 Computing at LHS

Year 9 pathway overview

Pupils apply their computing skills to client briefs and creative projects before developing confidence with Python problem-solving.

o Design for a client

Apply design rules, plan visually and create professional
digital graphics for a real brief.

HT1 HT2 HT3 HT4 HT5

Topic 1

e Build a game

Use Construct 2 to create sprites, events, variables,
mechanics and tested gameplay.

6 Code in Python

Develop text-based programming confidence through
lists, loops, strings and mini-projects.

Topic 2

Topic 3 HT6

0 Graphic Design and Manipulation

Pupils create, reuse, revise and repurpose digital artefacts
for a client brief.

» [dentify what makes good design

*» Use Serif DrawPlus and advanced tools

» Plan with mind maps, mood boards and visualisation
diagrams

» Create a product for a real-world client brief

» Review, evaluate and improve through feedback

Advanced Game Programming in
Construct 2

Pupils design and develop a fully functioning game using
professional project routines.

» Sprites, behaviours and movement

* Events, actions and if-this-then-that logic

» Pseudocode, decomposition and debugging

* Variables for health, time, score and ammo

» Gameplay mechanics and experimentation

» Extended project: design, develop, test and refine

e Python Coding

Pupils use Python to solve problems, manipulate data and
complete mini-projects.

» Output, input, arithmetic and selection

» Lists: add, remove, modify, count and search

» While loops, strings and repeated actions

* For loops using text and numerical data

» Choose a mini-project and develop a solution

» Assessment: apply Python knowledge independently

Year 9 ¢ Preparing pupils for Creative iMedia & GCSE Computer Science pathways at Key Stage 4
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