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AUTUMN SPRING SUMMER 

Half Term 1 Half Term 2 Half Term 3 Half Term 4 Half Term 5 Half Term 6 
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U6: Prototype App 
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By the end of this 
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By the end of this 
term, pupils will know: 

Unit 1 
• How key parts of 

computer systems 
work, including 
hardware 
components and 
networks 

• How key software 
works, including 
operating systems 
and applications 

Unit 6 
• Gather client 

requirements for 
application 

• Conduct a 
feasibility study of 
different solutions 
for the client req. 

Unit 1 
• What job roles are 

available in the IT 
industry and the 
attributes needed 

• What security risks 
face IT systems, 
including digital & 
physical risks plus 
protection 
methods 

Unit 6 
• Show requirements, 

functioning & 
design of a solution 
app, using diagrams 

• Justify design 
choices using 
advantages & dis. 

Unit 15 
• What are the key 

design principles 
of games, such as 
stage design using 
2D or 3D 

• How different 
game genres and 
features are 
tailored for 
different audiences 
as demographic 
groups 

Unit 6 
• Present a proposed 

design solution to 
the identified client 

• Negotiate changes 
with client to refine 
design solution 

Unit 15 
• How prototypes are 

used in the game 
industry, including 
types and benefits for 
developers  

• How to design a game 
prototype with key 
elements, such as 
navigation, scoring 
and movement 

Unit 6 
• Create a prototype 

based on the design 
solution 

• Gather client and/or 
user feedback on the 
prototype to identify 
improvements 

Unit 15 

• How to present a 
‘logic structure’ for 
a design, such as a 
flowchart and 
storyboard 

• Using game 
development 
software (Unity) 

Unit 6 
• Implement 

improvements 
based on 
analysed feedback 
from client or  
end user  

• Finish unit by 
comparing 
application 
dev. models 

Unit 15 
• Key techniques to 

build in Unity 

• For example, 
making a GUI using 
graphical assets or 
using ‘scripts’ to 
add interactivity 
using code in C# 

Unit 21 
• Start with focus on  

key parts of sites & 
security issues 

• Identify client’s 
requirements for a 
responsive 
website 

• Produce plan for 
site to meet 
requirements 
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vocabulary 

• U1: Processor, 
motherboard, 
storage, ports, 
memory; Hub, 
switch, router, 
modem, wireless 
access point; Open 
source, closed 
source, off the shelf, 
bespoke, shareware 

• U6: Functional or 
processing 
requirements, User 
interface 
requirements, 
constraints, 
limitations 

• U1: Self-
motivation, 
leadership, respect, 
dependability, 
punctuality; 
Phishing, hacking, 
virus, Trojan, 
interception, 
eavesdropping 

• U6: feasibility 
study, 
technological 
requirements, 
development cost, 
running cost, legal 
issues, operational 
impact, scheduling 

• U15: Design, game 
mechanics, 
demographic, 
immersion, 
interaction, sprite 

• U6: functional 
requirements (use 
case diagrams), 
processing and 
data handling 
(structure map, 
flowcharts, data 
flow diagrams, 
entity relationship 
diagrams) 
user interface 
designs (wireframe 
diagrams, 
graphical mock-
ups) 

• U15: prototyping, 
visual/representational, 
proof of concept, 
feedback 

• U6: prototyping, fit-for-
purpose, quality 
checking, 
questionnaires, 
effectiveness, usability, 
learnability 

• U15: Layout, colour 
palette, text styles, 
sound, stage/scene, 
actions 

• U6: Analysis, 
improvements, 
implementation 

• Models - 
Waterfall, RAD, 
Agile, Iterative, 
Spiral, Prototype 
Stages in 
applications 
development 
models 
(requirements 
analysis, design, 
implementation/ 
coding, testing, 
deployment, 
maintenance) 

 

• U15: Engine, assets, 
hierarchy, stage, 
scenes, objects, 
properties, sprites, 
physics, scripts 

• Assets, objects, 
hierarchy, 
properties, sprite, 
scene, script, 
sequence, selection, 
condition, iteration, 
functions 

• U21: Domain name, 
site map, 
navigation bar, 
responsive design, 
interaction; threats, 
SQL injection, 
interception, 
validation, 
encryption 

 


