
 Year 10 Computer Science 
Autumn Term 1 Autumn Term 2 Spring Term 1 Spring Term 2 Summer Term 1 Summer Term 2 

BIG Q 
Content 
(max 5) 
 

Systems architecture – 
How does the 
architecture of a 
computer affect its 
performance and 
capabilities? 
 
Computational thinking 
- How can 
computational thinking 
help us solve complex 
problems? 

Systems Architecture – 
How does the 
architecture of a 
computer affect its 
performance and 
capabilities? 
 
Algorithms - How can 
computers organise and 
find data as efficiently 
as possible? 

Memory & Storage - 
How can computers 
store huge amounts of 
information in such 
small devices? 
 
Programming 
fundamentals - How do 
simple programming 
constructs create 
complex solutions? 

Memory & Storage – 
How do computers 
represent and store 
data using binary? 
 
Programming 
fundamentals - How do 
simple programming 
constructs create 
complex solutions? 

Computer Networks - 
How do billions of 
devices communicate 
across the world? 
 
Producing robust 
programs - Why do 
programs sometimes 
fail, and how can this be 
prevented? 

Network connections & 
protocols - How do 
networks balance 
speed, reliability and 
security? 
 
Boolean Logic - How do 
computers use logic to 
solve problems? 

Vocabulary 
(max 10) 
 
 

Systems Architecture: 
1. CPU 
2. Registers 
3. Arithmetic Logic Unit 
4. Cache 
5. Control Unit 
 
Computational Thinking: 
1. Abstraction 
2. Decomposition 
3. Algorithmic thinking 
4. Pseudocode 

Systems Architecture: 
1. Clock speed 
2. Cache size 
3. Cores 
4. Embedded system 
 
Algorithms: 
1. Binary search 
2. Linear search 
3. Bubble sort 
4. Merge sort 
5. Insertion sort 
 

Memory & Storage: 
1. Primary storage 
2. RAM 
3. ROM 
4. Secondary storage 
5. Virtual memory 
 
Programming 
fundamentals: 
1. Variables 
2. Constant 
3. Operators 
4. Assignment 
5. String 

Memory & Storage: 
1. Data storage 
2. Units 
3. Characters 
4. Lossy 
5. Lossless 
 
Programming 
fundamentals: 
1. Sequence 
2. Selection 
3. Iteration 
4. Integer 
5. Casting 

Computer Networks: 
1. WAN  
2. LAN  
3. Topologies 
4. Client-server 
5. Peer-to-Peer 

 
Producing robust 
programs: 
1. Authentications 
2. Sub programs 
3. Validation 
4. Testing 

Network connections & 
protocols: 
1. Ethernet 
2. WiFi 
3. Encryption 
4. Standards 
5. Protocols 
 
Boolean Logic: 
1. AND 
2. OR 
3. NOT 

Catholic Link Human dignity The common good Stewardship Participation Rights & responsibilities Rights & responsibilities 

Careers Link Systems Engineer, 
Software developer 

Database administrator, 
Data scientist 

Cloud engineer, Games 
developer  

Computer system 
architect, web developer 

Network engineer, cyber 
security analyst 

Computer games tester, 
software tester 

Ways to enrich the year 10 Computer Science curriculum at home… 

• Research the specifications of devices at home (phone, tablet, laptop, games console). Compare processor speed, memory and storage, and explain how these affect performance. 
• Practise decomposition by breaking everyday tasks (making breakfast, getting ready for school) into step-by-step instructions. Create a flowchart for one task. 
• Complete free coding challenges on websites such as Scratch, Replit or Code.org. Create a small project using sequence, selection and iteration. 

 


