The Intent of Curriculum

The IT and Computing department has progressed well in the everchanging environment of emerging technologies. The subject lead has developed the department for more than several decades with 25 years of teaching practice and 17 years of leading the department from IT, Digital Literacy, Computer Science and more recently into AI. Additionally, the second in department has supported on this journey and taking the lead with IT and augmented reality. We have three subject specific full-time staff and two subject specific part time staff that also deliver humanities, DT and business studies. 
Moat is the LEIP Computing Hub Lead school sharing and coordinating good practice across many city schools. Additionally, the subject lead is the AI strategic lead to the school and the hub, with a strong team of AI Ambassadors across Moat departments, as well as facilitating AI Ambassadors across city schools and trusts.
The department develops learner’s knowledge, skills and understanding through key digital literacy, computational thinking concepts and IT experience.  The KS3 curriculum has been designed to ensure learners have sufficient knowledge to stay safe online and use computers safely in life.  The KS3 curriculum also provides a focus on developing resilient learners who are able to recover from mistakes and effectively solve problems.  The topics at KS3 give a basis of knowledge, skills and understanding to allow students to progress onto either IT or Computer Science at KS4 and will provide exposure to those subjects so that students can make an informed decision on their GCSE choices. The curriculum is mapped for progression and sequenced within the Moat context from KS2, KS3 and then KS4. AI is interleaved within all lessons both at KS3 and KS4.
Key Stage 3
At KS3 the IT and Computer Science department aims to embed skills and knowledge in a wide range of IT and computing capabilities including digital literacy, data analytics & AI. We start in year 7 with enhancing skills in office applications and allow students to demonstrate their understanding of audience and purpose through a wide range of project-based learning. We quickly move on to looking at coding and physical computing to ensure that knowledge, skills and understanding are embedded from an early age and online safety at the core. 
IT, Computer Science and AI are fast developing in our school, and our aim is to offer students the opportunity to be involved in this by experiencing elements of coding at KS3 so that they have a strong foundation for KS4 if they wish to study it. The overall scheme is based on the national curriculum in Computing and scaffolds into the KS4 curriculum. 
We endeavour to make the curriculum as fun and interesting as possible with a high level of challenge. Our aim is to ensure that they develop IT capability that is directly transferable, not only to other subjects but also to the KS4 curriculum and beyond. The subject ensures supporting the less able as well as stretching the high ability students with a variety of independent learning activities.
Key Stage 4
The rationale of the KS4 curriculum is for students to develop the mind-set of future "Computer Scientists" built upon the foundations at KS3 and be "Computational Thinkers & Problem Solvers". Learners have the opportunity to develop their capability, creativity and knowledge in computer science, project management, digital media and information technology. Students have the option of studying Computer Science or IT at GCSE level and less able students have access to Functional Skills in ICT. We adopt a consistent approach towards assessment for learning, and learners progress with teacher marking, feedback, self-evaluation and scheduled assessments.
Implementation of Curriculum
In Computer Science/IT we implement this through the delivery of a high quality of education which places developing the computing concepts at the forefront of planning. Each scheme of learning is prefaced by its own intent, implementation and impact rationale, underpinned by a deep understanding of the computational concepts. In the schemes of learning assessment is a meaningful vehicle for learning, of learning and as learning to ensure we make a profound positive difference to all students. Various quality assurance activities are undertaken to rigorously ensure that the implementation of the computer science curriculum has maximum impact.

Year 7: Soft Skills, Animation, Online & AI safety, Algorithms & Python, Binary & Control, System Architecture

Year 8: Scratch, Micro bits, Digital multimedia, Spreadsheets, HTML, Augmented Reality, & AI

Year 9 CS: Python Coding, System Architecture, Algorithms, Programming 

Year 9&11 IT: Design Tools, HCI, Data and information, Security and Legislation, Internet of Everything, Data Communication.

Year 10 CS: System Architecture, Memory, Storage, Networks, Algorithms, Programming techniques

Year 10&11: Augmented Reality and spreadsheets NEA coursework. 

Year 11: Robust Programming, System Security, Systems Software, Data representation, Logic, Ethics/Legal/Cultural, 


The Computer Science and IT curriculum at Moat Community College offers a progressive and engaging journey from Year 7 to Year 11, equipping students with both foundational and advanced digital skills. Early years focus on creative tools like Pivot Animation and Scratch, alongside core concepts such as online safety, algorithms, and system architecture. As students advance, they explore programming in Python, networks, spreadsheets, and emerging technologies including augmented reality and artificial intelligence. GCSE Computer Science deepens understanding of system architecture, memory, storage, and robust programming, while IT students undertake practical NEA coursework in spreadsheets and AR. The curriculum is designed to foster computational thinking, digital literacy, AI and ethical awareness, preparing students for further study and the evolving digital landscape.

Impact of Curriculum
The Computer Science/IT curriculum at Moat Community College makes a profound, positive impact to the outcomes of all students. Students are equipped with traits that reflect resilient learners. We will know that this is true as we are delivering a high standard of education, quality assured through qualitative and quantitate measures such as:
· Attainment and Achievement outcomes
· Observing lessons and scrutinising planning
· Standards of learning in books/VLE
· Student voice
· Destination, Attendance & Behaviour data
· Being AI and safe online
· Enrichment opportunities
· Careers and Alumni






















