
Computing CURRICULUM IMPLEMENTATION PLAN: YEAR 9 
Ter
m 

Term 1a Term 1b Term 2a Term 2b Term 3a Term 3b 

Topi
c/ 

Subj
ect 
Con
tent 
 

HAP: Developing coding skills 
with Python; introduction to 

GCSE Computer Science 
 
 

Build a website (Skills with 
Dreamweaver) 

HAP: Legislation and Ethics.; emerging technology 
Working online and teamwork (Office 365 tools) 

 
Skills with Excel spreadsheets. 

 

BTEC DIT Component 
1 Learning Aim A 

Project Management 
Research and 

understand different 
types of user 

interface; project 
management 

techniques 
 

BTEC DIT Component 1 
Learning Aim  A Formal 

Assessment 
 

BTEC DIT  Component 
1  Learning Aim B 

Design skills 
Formal Assessment 

 

BTEC DIT Learning 
Aim C 

Build a user interface. 
 

Ass
ess

men
t 

Obj
ecti
ves 

 

 To understand how 
variables and functions 
are used in python 
programming. 

 To understand the three 
main datatypes used in 
programming. 

 To understand 
conditions and loops and 
how they are used in 
programming. 

 To understand and describe the use of 
collaborative technology 

 To understand and describe how businesses 
communicate with stakeholders 

 To understand how to make a website more 
accessible. 

 To understand how modern technology impacts 
on an organisation.  

 To explain the impact of use of technology on our 
physical and mental health. 

 

A.1P1  Identify design  

principles used in two  

different types of user  

interface, with an 

example  

for each interface. 
A.1P2  Identify ways 
that the user 
interfaces meet user 
needs, with one 
example for each 
interface 
A.1M1  Describe the 
design principles used 
in two different types 
of user interface, with 
some examples for 
each interface 
A.1M2  Describe ways 
that the user 
interfaces meet user 
needs, with some 
examples. 

A.2P1  Explain how 

two  

different types of user  

interface meet design  

principles, with some  

relevant examples. 
A.2P2  Explain how 
the user interfaces 

A.1P1  Identify design  

principles used in two  

different types of user  

interface, with an 

example  

for each interface. 
A.1P2  Identify ways that 
the user interfaces meet 
user needs, with one 
example for each 
interface 
A.1M1  Describe the 
design principles used in 
two different types of 
user interface, with 
some examples for each 
interface 
A.1M2  Describe ways 
that the user interfaces 
meet user needs, with 
some examples. 

A.2P1  Explain how two  

different types of user  

interface meet design  

principles, with some  

relevant examples. 
A.2P2  Explain how the 
user interfaces meet 
user needs, with some 
relevant examples 

B.1P3  create a 
project plan for the 
design of a user 
interface that makes 
limited use of some 
project planning 
techniques. 
B.1P4  create an 
initial design that 
meets some user 
requirements but is 
limited in most 
aspects. 
B.1M3  Create a 
project plan for the 
design of a user 
interface that makes 
some relevant use of 
project planning 
techniques. 
B.1M4  Create an 
initial design that 
meets some user 
requirements. 
B.2P3  Create an 
appropriate project 
plan for the design of 
a user interface that 
makes relevant use of 
project planning 
techniques. 

C.1P5  Use their plan 
to develop a user 
interface that shows 
limited features and 
which does not take 
user feedback into 
account 
C.1P6  Identify one 
strength and one 
weakness of both 
their user interface 
and project plan. 
C.1M5  Use their plan 
to develop and refine 
a user interface that 
shows limited 
features, using 
feedback to make 
limited changes. 
C.1M6  Describe 
strengths and 
weaknesses of both 
user interface and 
project plan, with 
some examples of 
each. 
C.2P5  Use their plan 
to develop and refine 
an appropriate user 
interface using 
feedback to make 
some changes. 



meet user needs, with 
some relevant 
examples 

A.2M1  Analyse how 

two different types of 

user interface meet 

the design  principles 

and user needs, with 

relevant detailed  

examples. 

A.2D1  Assess how  

effectively two  

different types of user 

interface meet the 

design principles and  

user needs, with 

justified examples 
 

A.2M1  Analyse how two 

different types of user 

interface meet the 

design  principles and 

user needs, with 

relevant detailed  

examples. 

A.2D1  Assess how  

effectively two  different 

types of user interface 

meet the design 

principles and  

user needs, with justified 

examples 
 

B.2P4  Create a 
detailed initial design 
that shows how it 
meets most user 
requirements. 
B.2M2  Create an 
appropriate project 
plan for the design of 
a user interface that 
makes effective use 
of project planning 
techniques and 
creates a detailed and 
considered initial 
design that shows 
how it meets most 
user requirements. 
B.2D2  Create an 
appropriate project 
plan for the design of 
a user interface that 
makes full and 
effective use of 
project planning 
techniques and create 
a comprehensive 
initial design that 
shows how it meets 
all user requirements. 

C.2P6  Explain the 
strengths and 
weaknesses of both 
their user interface 
and project plan, 
summarising 
decisions made. 
C.2M3  Use their plan 
to develop and refine 
an effective user 
interface that shows 
most features and 
analyse the strengths 
and weaknesses of 
their user interface 
and project plan, 
discussing decisions 
made. 
C.2D3  Use their plan 
to develop and refine 
an effective user 
interface that shows 
all features and 
assess the strengths 
and weaknesses of 
their user interface 
and project plan, 
justifying decisions 
made. 

Kno
wle
dge 

 
 
 
 

 Variables  

 Functions 

 Syntax Errors 

 Strings 

 Data Types 

 Annotation & Hash 
symbols 

 Conditions & loops 

 IF statements 

 ELIF statements 

 Error types 

 Office 365 

 To-do Lists 

 Email 

 Scheduling 

 Web accessibility. 

  Distributed and Dispersed data. 

 thorough and broad range of facts, terms and issues 

surrounding workplace stress 

 Ad hoc networks.  

 

Learning Aim A 

Investigate user 

interface  

To design for individuals 

and organisations 

 

A1: What is a user 

interface? 

 

You need to investigate 

different types of user 

interface used by 

individuals and 

organisation. You will 

investigate how they 

vary across different 

Learning Aim A 

Investigate user interface 

design for individuals and 

organisations 

 

A1: What is a user 

interface? 

 

You need to investigate 

different types of user 

interface used by 

individuals and 

organisation. You will 

investigate how they vary 

across different users, 

devices and purposes. 

Learning Aim B 

Use project planning 

techniques to plan and 

design a user interface 

B1: Project planning 

techniques 

 

You need to investigate 

different planning tools 

and design 

methodologies that can 

be used to plan, monitor 

and execute projects. 

 

Planning tools:  

 Task lists 

Learning Aim C 

Develop and review a 

user interface 

 

C1: Developing a user 

interface 

 

You must use your 

design to produce a user 

interface with the 

following features: 

 Awareness of 

intended 

device (e.g. 

touchscreen, 

watch) 



users, devices and 

purposes. 

 

Definition of user 

interface:  

 software 

features 

 human 

features 

 how software 

features can 

be used to 

facilitate 

human–

device 

interaction. 

 

Types of interface: 

 text based 

 speech/natur

al language 

 GUI/WIMPs 

 sensors 

 menu/forms. 

 

Range of uses, e.g.: 

 computers 

 handheld 

devices 

 entertainmen

t systems 

 domestic 

appliances  

 controlling 

devices 

 embedded 

systems. 

Factors affecting the 

choice of user interface: 

 performance/

response time 

 ease of use 

 

Definition of user interface:  

 software 

features 

 human features 

 how software 

features can be 

used to facilitate 

human–device 

interaction. 

 

Types of interface: 

 text based 

 speech/natural 

language 

 GUI/WIMPs 

 sensors 

 menu/forms. 

 

Range of uses, e.g.: 

 computers 

 handheld devices 

 entertainment 

systems 

 domestic 

appliances  

 controlling 

devices 

 embedded 

systems. 

Factors affecting the choice 

of user interface: 

 performance/res

ponse time 

 ease of use 

 user 

requirements 

 user experience 

 accessibility 

 storage space. 

 

Hardware and software 

influences: 

 Written or 

graphical 

descriptions 

 Gantt charts 

 Critical path 

diagram 

 PERT charts 

 Mood boards 

 mind maps. 

 

Methodologies: 

 Waterfall 

 Iterative e.g. 

Agile 

 
 

 How the user 

requirements 

have been 

met 

 The overall 

look and feel 

 Inputs (e.g. 

key presses, 

mouse clicks, 

touch) 

 Navigation 

methods 

 Ease of use. 

 

C2: Refining the user 

interface 

 

You will refine your user 

interface using an 

iterative process with 

potential users. 

You should refine your 

designs by: 

 Presenting 

the design to 

potential user 

 Refining the 

interface to 

account for 

potential 

feedback 

 Repeating the 

iterative 

process until 

the design is 

complete. 

 

You must also document 

the changes made 

through each iteration. 
 



 user 

requirements 

 user 

experience 

 accessibility 

 storage 

space. 

 

Hardware and software 

influences: 

 operating 

systems/platf

orms 

 types/size of 

screen, e.g. 

touchscreen 

vs traditional 

displays 

 types of user 

input, e.g. 

keyboard, 

mouse, voice, 

gestures 

 hardware 

resources 

available, e.g. 

processing 

power, 

memory 

 emerging 

technologies, 

e.g. new 

innovations 

of input 

techniques.  

 

A2: Audience Needs 

 

You will investigate the 

varying needs of the 

audience and how they 

affect both the type and 

 operating 

systems/platfor

ms 

 types/size of 

screen, e.g. 

touchscreen vs 

traditional 

displays 

 types of user 

input, e.g. 

keyboard, 

mouse, voice, 

gestures 

 hardware 

resources 

available, e.g. 

processing 

power, memory 

 emerging 

technologies, e.g. 

new innovations 

of input 

techniques.  

 

A2: Audience Needs 

 

You will investigate the 

varying needs of the 

audience and how they 

affect both the type and the 

design of the interface. 

 

Accessibility needs: 

 visual 

 hearing 

 speech  

 motor  

 cognitive. 

 

Skill level: 

 expert 

 regular 

 occasional 



the design of the 

interface. 

 

Accessibility needs: 

 visual 

 hearing 

 speech  

 motor  

 cognitive. 

 

Skill level: 

 expert 

 regular 

 occasional 

 novice. 

 

Demographics: 

 age 

 beliefs/values 

 culture 

 past 

experiences 

 

 novice. 

 

Demographics: 

 age 

 beliefs/values 

 culture 

 past experiences 

 

Skill
s 
 

 
 
 

 A variable is a location in 
memory in which you 
can temporarily store 
text or numbers.  

 A function is a block of 
code which only runs 
when it is called. 

 The main three 
Datatypes used in 
Python Programming are 
String, Integer & 
Real/Float. Strings are 
any combination of 
keyboard characters 
(letters, numbers or 
symbols). Integer means 
any whole number. If the 
computer knows the 
data is an integer it can 
do maths with the data. 
Real/Float means any 
decimal number. 

 Conditions and loops are 
what makes a program 

Learning Aim B provides you the opportunity to learn about 

careers in: 

Project planning, management, systems analysis, programming, 

 

A3 Design principles 

 

You will investigate a 

wide variety of design 

principles that provides 

both appropriate and  

effective user 

interaction with 

hardware devices.  

 

Colours: 

use of limited range of 

colours 

 use of 

organisationa

l house style 

 ensuring that 

colours do 

not clash 

A3 Design principles 

 

You will investigate a wide 

variety of design principles 

that provides both 

appropriate and  

effective user interaction 

with hardware devices.  

 

Colours: 

use of limited range of 

colours 

 use of 

organisational 

house style 

 ensuring that 

colours do not 

clash 

 use of textures, 

e.g. glossy, 

B2: Create a project plan 

 

You will select suitable 

project planning 

techniques to develop a 

project plan for the 

development of a user 

interface for a given 

brief. 

 

SMART aims / 

objectives: 

 Specific 

 Measurable 

 Achievable 

 Realistic 

 Timely 

Audience and purpose. 

 

Project requirements: 

C3: Review 

 

You will need to review 

the success of the user 

interface and the use of 

your chosen project 

planning techniques. 

 

You should identify and 

discuss: 

Strengths and 

weaknesses of the user 

interface e.g.: 

 How well the 

user 

requirements 

have been 

met 



interesting; they can be 
simple or rather 
complex. How you use 
them depends greatly on 
what program is trying 
to achieve; they could be 
the number of lives left 
in a game or just 
displaying a countdown. 
An IF Statement is a 
conditional statement 
used in programming 
that if proved true will 
execute a function or 
display information.  

 A loop looks quite like a 
condition, but they are 
somewhat different in 
their operation. A loop 
will run through the 
same block of code 
several times, usually 
with eh support of 
condition. The main 
types of Loops in Python 
are WHILE & FOR. 

 

 use of 

textures, e.g. 

glossy, 

corporate 

textures in 

colours, 

warm, fabric-

style  

textures. 

 

Font style/size: 

 ensuring text 

style/style is 

readable 

 use of sans 

serif fonts for 

screen 

reading 

 avoiding 

decorative 

fonts. 

 

Language: 

 using 

appropriate 

language for 

user needs, 

e.g. age-

appropriate 

language 

 using 

language that 

is appropriate 

for user skill 

level. 

 

Amount of information: 

 providing 

appropriate 

amount of 

information 

for the task 

corporate 

textures in 

colours, warm, 

fabric-style  

textures. 

 

Font style/size: 

 ensuring text 

style/style is 

readable 

 use of sans serif 

fonts for screen 

reading 

 avoiding 

decorative fonts. 

 

Language: 

 using 

appropriate 

language for user 

needs, e.g. age-

appropriate 

language 

 using language 

that is 

appropriate for 

user skill level. 

 

Amount of information: 

 providing 

appropriate 

amount of 

information for 

the task 

 making 

appropriate use 

of white space. 

 

Layout: 

 consistency 

throughout the 

whole interface  

 User 

requirements 

 Output 

requirements 

e.g. visual, 

audio, haptic 

 Input 

requirements 

e.g. mouse, 

keyboard, 

voice, touch 

 User 

accessibility 

requirements 

 

Timescales: 

 Overall 

timescale 

 When tasks 

will be 

completed, 

including sub 

tasks 

 Key 

milestones, 

including 

iterative 

review points 

with the user 

 When 

resources will 

be needed. 

 

Constraints : 

 Time 

 Resources 

 Task 

dependencies 

 Security  

 

Risks : 

 Potential risks 

to project 

 Suitability for 

audience and 

purpose 

 Ease of use 

 How 

effectively 

the design 

principles 

have been 

met 

 Areas that 

could be 

developed to 

better meet 

audience 

needs / 

design 

principles 

 

Strengths and 

weaknesses of the 

project planning 

techniques e.g.: 

 How well the 

chosen 

project 

planning and 

methodologie

s met the 

needs of the 

task 

 Project 

constraints 

and how they 

were 

overcome 

 Impact of 

using an 

iterative 

design 

approach 

 Lessons 

learned 



 making 

appropriate 

use of white 

space. 

 

Layout: 

 consistency 

throughout 

the whole 

interface  

 keeping the 

layout as 

close as 

possible to 

user 

expectations 

 placing 

important 

items in 

prominent 

positions 

 grouping 

related tasks 

together 

 use of 

navigational 

components, 

e.g. search 

fields, 

breadcrumbs, 

icons 

 use of input 

controls, e.g. 

dropdown 

lists, tick 

boxes, 

toggles. 

User perception of: 

 colour, e.g. 

green to 

indicate 

go/successful 

interactions, 

 keeping the 

layout as close as 

possible to user 

expectations 

 placing 

important items 

in prominent 

positions 

 grouping related 

tasks together 

 use of 

navigational 

components, e.g. 

search fields, 

breadcrumbs, 

icons 

 use of input 

controls, e.g. 

dropdown lists, 

tick boxes, 

toggles. 

User perception of: 

 colour, e.g. green 

to indicate 

go/successful 

interactions, 

orange to 

indicate 

warnings,  red to 

indicate 

stop/errors 

 sound, e.g. 

positive high-

pitched sounds, 

negative low-

pitched sounds 

 symbols, e.g. 

green ticks, red 

crosses 

 visuals, e.g. 

photographs, 

symbols, 

graphics. 

 Contingency 

planning. 

 

B3: Create an initial 

design 

You will create an initial 

design using design 

principles from Learning 

Aim A (A3). 

 

Produce a design that 

meets: 

 The user 

requirements, 

including 

input and 

output 

requirements. 

 User 

accessibility 

needs. 

 

Produce a design 

specification that 

includes: 

 Visualisation 

e.g. 

storyboards, 

sketches 

 Hardware 

requirements 

 Software 

requirements 

 A test 

strategy. 

 

Produce a design that 

allows for: 

 Increased 

user 

confidence / 

familiarity 

 



orange to 

indicate 

warnings,  red 

to indicate 

stop/errors 

 sound, e.g. 

positive high-

pitched 

sounds, 

negative low-

pitched 

sounds 

 symbols, e.g. 

green ticks, 

red crosses 

 visuals, e.g. 

photographs, 

symbols, 

graphics. 

 

Retaining user attention: 

 grabbing 

attention, e.g. 

pop-up 

messages, 

flashing 

graphics, 

sound, 

animation 

 ensuring the 

screen is 

uncluttered 

 clearly 

labelled 

items/feature

s 

 use of 

predetermine

d/default 

values for 

common user 

inputs 

 

Retaining user attention: 

 grabbing 

attention, e.g. 

pop-up 

messages, 

flashing graphics, 

sound, animation 

 ensuring the 

screen is 

uncluttered 

 clearly labelled 

items/features 

 use of 

predetermined/d

efault values for 

common user 

inputs 

 use of autofill to 

reduce the 

amount of data 

entry needed, 

e.g. postcodes 

 use of tip text to 

provide help if 

the user is 

unsure what 

buttons/tools do. 

 

Intuitive design: 

 use graphics to 

denote what 

buttons do 

 helpful pop-up 

messages 

 easy-to-use help 

feature 

 ensuring 

consistency 

 easy reversal of 

actions 

  

 Reduced 

learning time 

of new 

interfaces / 

features 

 Reduced time 

to complete 

tasks 

 Increased 

user attention 

 Reduced need 

for 

specialised 

knowledge. 
 



 use of autofill 

to reduce the 

amount of 

data entry 

needed, e.g. 

postcodes 

 use of tip text 

to provide 

help if the 

user is unsure 

what 

buttons/tools 

do. 

 

Intuitive design: 

 use graphics 

to denote 

what buttons 

do 

 helpful pop-

up messages 

 easy-to-use 

help feature 

 ensuring 

consistency 

 easy reversal 

of actions 

  

A4 Designing an efficient 

user interface 

 

You will investigate 

techniques that can be 

used to improve both 

the speed and access to 

user  

Interfaces. 

 

 Use of 

keyboard 

shortcuts 

 Informative 

feedback 

A4 Designing an efficient 

user interface 

 

You will investigate 

techniques that can be used 

to improve both the speed 

and access to user  

Interfaces. 

 

 Use of keyboard 

shortcuts 

 Informative 

feedback 

 Easy reversal of 

actions 

 Ensuring buttons 

/ links are 

distinguishable 

 Using bigger 

objects to 

influence 

selection and 

reduce selection 

time 

 Making objects 

stand out to 

reduce focus 

time. 

 Placing related 

objects next to 

each other to 

reduce selection 

time. 

 



 Easy reversal 

of actions 

 Ensuring 

buttons / 

links are 

distinguishabl

e 

 Using bigger 

objects to 

influence 

selection and 

reduce 

selection time 

 Making 

objects stand 

out to reduce 

focus time. 

 Placing 

related 

objects next 

to each other 

to reduce 

selection 

time. 
 

Key 
Voc
abul
ary 

 
 
 

 Variables  

 Functions 

 Syntax Errors 

 Strings 

 Data Types 

 Annotation & Hash 

symbols 

 Conditions & loops 

 IF statements 

 ELIF statements 

 Error types 

 collaborative technology 
 Email 
 Live chat 
 Video conferencing 
 Collaborative software 
 Scheduling software  
 (online calendars, task lists) 
 stakeholders 

 

 Design 

Principles, 

User 

Interfaces, 

User needs, 

Audience,  

 Design 

Principles, User 

Interfaces, 

User needs, 

Audience, 

 Task lists 

 Written or 

graphical 

description

s 

 Gantt 

charts 

 Critical 

path 

diagram 

 PERT charts 

 Mood 

boards 

 mind 

maps. 

 Waterfall 

 Iterative 

e.g. Agile 

 Develop 

 Refine 

 review 



 

Key 
Ass
ess

men
t 

piec
es  

 

 Teacher Assessment 

1 Lesson (DIRT Time 

Reflection) 

 Teacher Assessment 

2 Lesson 8 (DIRT Time 

Reflection) 

 Key Piece 

Assessment  

         Lesson 9 

 Lesson 6 Assessment Component 3 theory.  

 Teacher Assessments & DIRT Time 

 Teacher 

Assessment

s & DIRT 

Time 

Vocational Scenario or 

Context 

Young Digital Designer 

of the Year Award 

Your teacher has asked 

you to take part in the 

Young Digital Designers 

Competition.  

The first step is to 

research two different 

user interfaces used by 

individuals and 

organisations and 

provide evidence that 

clearly assesses how: 

 Both user 

interfaces 

meet the 

audience’s 

requirements, 

including their 

accessibility 

needs, skills 

level and 

demographics 

 Design 

principles 

have been 

used to allow 

both 

appropriate 

and effective 

user 

Vocational Scenario 

or Context 

Young Digital 

Designer of the Year 

Award Project Plan 

and User Interface 

 

The user interface 

should have: 

 A front end 

(the first 

screen the 

user sees) 

 Links to 

other 

screens that 

provide 

helpful 

information 

about the 

stadium. 

 Links to 

information 

about 

refreshment

s and 

public 

convenienc

es. 

 Each 

screen 

should also 

link back to 

Task 1 

 Screen shot 

each slide 

or screen in 

your user 

interface. 

 Annotate to 

explain 

your design 

decisions. 

Task 2 

 Use screen 

shots, 

arrows and 

commentar

y to show 

the 

navigation 

system that 

you have 

created. 

Task 2 Part B 

User Feedback 

 

Now that you have 

developed the user 

interface: 

 Obtain 

feedback 

from 

potential 

users 



interactions 

with hardware 

devices. 

 Various 

techniques 

have been 

used to allow 

different types 

of users to 

efficiently 

interact with 

the interfaces. 
 

the front 

end screen. 

The system will be 

located in busy 

areas of the arena in 

order to take the 

pressure from the 

main enquiry desk. 

 

Your design should 

include: 

 The layout 

of the 

interface, 

colour, text 

boxes / 

icons, 

home 

button etc 

 A series of 

annotated 

drawings to 

show the 

designer’s 

journey in 

order to 

complete 

this activity 

/ tasks in 

the correct 

order. 

 

You should design a 

user interface that 

will 

 Increase 

user 

confidence 

/ familiarity 

 Reduce 

learning 

time of the 

new 

 Use the 

feedback 

to refine the 

user 

interface. 

 

Document the 

changes made 

through each 

iteration to show how 

the changes made 

clearly improve the 

effectiveness and 

efficiency of the user 

interface. 

 

Task 3 

 Create a 

questionnai

re that you 

can use to 

get user 

feedback 

on your 

system. 

Task 4 

 Summarise 

the results 

of your user 

feedback. 

Task Part C 

Final Assessment 

 

The final part of this 

formal assignment is 

to assess the success 

of the user interface 

you have created 

and choice and use 

of project planning 

techniques. You must 

justify any decisions 

made. 



interfaces / 

features 

 Reduce 

time to 

complete 

tasks 

 Increase 

user 

attention. 

  

You have four weeks 

to create and 

present your project 

plan. The managers 

at the arena are 

concerned about the 

cost of the touch 

screen information 

system and 

associated security 

issues. 

 

You now need to 

submit the project 

plan that contains: 

 A project 

plan 

containing 

the most 

appropriate 

combinatio

n of project 

planning 

tools. 

 A design 

specificatio

n 

containing 

a 

combinatio

n of 

different 

 

User interface 

Assess the strengths 

and weaknesses of 

the user interface 

explaining: 

 How well 

the user 

requirement

s have 

been met 

 How the 

user 

interface is 

easy to use 

and 

suitability 

for 

audience 

and 

purpose. 

 How 

effectively 

the design 

principles 

have been 

met. 

 

Project Planning 

Techniques 

Assess the strengths 

and weaknesses of 

the project planning 

techniques 

explaining: 

 How well 

the chosen 

project 

planning 

and 

methodolo

gies met 



design 

techniques. 

 

the needs 

of the task 

 Project 

constraints 

and how 

they were 

overcome 

 Lessons 

learned. 

 

Improvements 

The areas that could 

be developed to 

better meet 

audience needs / 

design principles. 

 

 

Key 
Ho
me
wor

k 
piec
es 

 

 Homework 1, 2, 3 
& 4 

     

Link
s: 
 
 

 

https://www.learnpython.org/  
https://www.teachyourselfpyt
hon.com/ 
https://www.python.org/do
wnloads/ 
http://www.python-
course.eu/variables.php 
http://www.programiz.com/
python-
programming/variables-
datatypes 
   
http://www.tutorialspoint.co
m/python/python_variable_t
ypes.htm 
https://en.wikibooks.org/wi
ki/Python_Programming/Va
riables_and_Strings 

https://www.google.com/search?q=office+365&
oq=office+365&aqs=chrome..69i57j69i59j0l6.685
8j0j8&sourceid=chrome&ie=UTF-8 

https://www.bbc.
co.uk/bitesize/sub
jects/zft3d2p 

Sources of information 

to support you with this 

assignment. 

These websites provide 

information about user 

interface design. 

https://www.usability.go

v/what-and-why/user-

interface-design.html  

https://en.wikipedia.org

/wiki/Principles_of_user_

interface_design  

http://bokardo.com/pri

nciples-of-user-

interface-design/ 

https://www.bbc.
co.uk/bitesize/sub
jects/zft3d2p 

https://www.bbc.
co.uk/bitesize/sub
jects/zft3d2p 

https://www.learnpython.org/
https://www.teachyourselfpython.com/
https://www.teachyourselfpython.com/
https://www.python.org/downloads/
https://www.python.org/downloads/
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When looking at design there 

is the idea of looking at the 

purpose of design. Could link 

to God as the ultimate 

designer in designing the 

human body and also the 

world. How everything is 

connected and designed for 

a reason 

 

Catholic values  

Courage, creativity, thankfulness, responsibility, 

compassion, peace, service, justice, trust, hope, love, 

forgiveness, friendship, humility, generosity and 

reverence and respect.  
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How different design 

features can influence 

faith or be a distraction 

to faith.  
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