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 Term 1 Term 2 Term 3 Term 4 Term 5 Term 6 
Topic Unit 1: Principles of Computer Science Unit 1: Principles of Computer 

Science 
Unit 14: Computer Games 
Development  

Unit 14: Computer Games 
Development 

Unit 14: Computer 
Games Development 

 

Careers 
Links 

Computer Programmer, Systems 
Analyst, Web designer 

System Designer, software 
engineer, security manager 

Games Designer  
Software management  
IT manager  

Games developer 
Software specialist 
Tester  

  

SMSC Links Understanding the needs of others 
Resource planning 
Interpreting code  

Sharing content online 
Cloud Security 
 

Developing ideas 
Planning for the future 
 

Testing  
Self-reflection and development 

Communication with 
others 
Time management  

 

Lesson 
Summary 

Breakdown 

Learning Aim A and B include: 
Decomposition: the ability to 
understand a problem and create 
manageable steps, whilst noticing 
patterns.  
Abstraction: From the patterns, 
students create algorithms and 
pseudocode that match user 
requirements using the BCS standard 
symbols. Students are expected to 
create efficient code and be able to 
identify and fix any errors that are found 
in code created by others. 
Programming: Students will learn all of 
the different data types and their 
efficient uses. This includes ensuring 
that all data is processed effectively. 
Students will learn all of the 
mathematical operators and functions 
are used to process desired outcomes.  

Learning Aim C and D include:  
Validation: Students can check 
that all data in the system is both 
correct and accurate. The system 
will have a structure to ensure all 
data is validated automatically 
and efficiently 
Standard Algorithm use: 
Programs will need to use 
searching and sorting, stacks, 
queues and count occurrences 
where appropriate.  
Types of programming: Students 
will explore procedural, object 
oriented and event driven 
techniques. Students will learn 
HTML, PYTHON and C++, with the 
problems and implications that 
come with changing the code 
base from one to another.   

Learning Aim A includes:  
Social trends: the different 
types of player, online 
platforms / security, type of 
games produced and the AI 
used to perform the games 
and online platform security.  
 
Students also look at benefits 
and limitations of gaming 
platforms, the different 
hardware options and their 
effects on gameplay, the 
different software options 
when designing the game and 
game engines and how their 
gaming capabilities make 
them more useful to the 
game that is planned to be 
produced.  

Learning Aim  B and C includes:  
Game play and preparation: 
Students look at the different types 
of mathematical and graphical 
processes and techniques that lead 
to the platform and the assets used 
to ensure that the game creates 
the correct delivery. Gameplay will 
be considered on how the game is 
set up, the rules, how to win, how 
to lose, score and other elements 
that allow the user to interact with 
the computer game.  
Game development: Students 
create the game they have planned 
to develop 
Review: Through feedback and 
testing, students are aware of how 
to develop further.  

Completion of the 
coursework.  
 
This is where the 
student plans, 
develops, creates and 
tests the game in 
preparation for 
feedback.  

 

Progress 
Range 

 
Level 3: Pass to Distinction 

 
Level 3: Pass to Distinction 

 
Level 3: Pass to Distinction 

 
Level 3: Pass to Distinction 

 
Level 3: Pass to 
Distinction 

 

Assessment Assessment based on using past exam 
paper questions on the topics covered 
so far. 

DP1 Assessment : BTEC Level 3 
official past papers 

External examination: Unit 1  DP2 Assessment : Current grade 
based upon completed units so far 
and current assessment  

  

 


