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Art
Weeks 1 & 2 Weeks 3 & 4 Weeks 5 & 6

Key Word s

Å Vanitas - A still life artwork which includes 

various symbolic objects designed to remind 

the viewer of their mortality and of the 

worthlessness of worldly goods and pleasures.

Å The Human Condition -  refers to the 

fundamental experiences and characteristics of 

being human, including birth, death, emotions, 

relationships, and the search for meaning in life .

Respond ð In your sketchbook complete a double 

page of visual and annotated/written research 

about the still life -based art movement Vanitas. 

This must include your own practical 

response. Include a traditional and contemporary 
artist.

Key Words

Å Line ðThis is the path left by a moving point, for 
example, wavy, straight, parallel etc

Å Shape - This is the area enclosed by a line.

Å Form - An objects three -dimensional shape.

Å Observation - Carefully looking at the subject 
and noticing and recording the shapes, details 
and tones that you see. 

Draw ð Complete a tonal pencil drawing of the 
human eye. Focusing on creating form though 
applying different pressures with your pencil to 
create the effect of light and dark areas.

Key Words 

Å Studio Lighting - is artificial light source to either 

add to the light that's already there, or to 

completely light the object being 

photographed. 

Å Edit -  Photo editing is the process of altering a 

photograph, such as by adjusting its colour, 

light, tone, composition, or focus. It's also known 
as post -processing.

Å Contact sheet - a page with thumbnail images 

from a photoshoot. A contact sheet provides 

an overview of all the frames and their 
exposure.

Å Composition - Composition is the way in which 

different elements of an artwork are combined 

or arranged.

Complete a photoshoot of fruit/vegetables, flowers 

or insects etc. And present this creatively in your 
sketchbook.

12



Art 
Weeks 7 & 8 Weeks 9 & 10 Weeks 11 & 12

Key Word s

Å Annotations ð Written notes, facts and opinions 

about the artist and artworks.

Respond ð In your sketchbook complete a double 

page of visual and annotated/written research 

about the artist Abby Diamond. This must include 

your own practical response.

Key Words

Å Scanography  - Known as scanner photography, 
is a photographic technique that uses a flatbed 
scanner to create art. Some artists arrange 
multiple objects on the scanner's flatbed, while 
others scan individual objects and arrange 
them later.

Å Photomontage - Merging various images and 
photographic elements into a single 
composition, often exploring themes or 
narratives in a unique way.

Present - the Sylvia Ji inspired Mexican Day of the 
Dead (Dia de los Muertos) photoshoot in your 
sketchbook. Experiment with scanning these 
images with other elements to create new 
compositions.

Key Words 

Å Research ð is the creative and organised  work 

undertaken to increase the breadth of 

knowledge on a subject or artist. It involves the 

collection, organisation , and analysis of artwork, 

influences and material processes etc.

Å Explore ð experiment and create observation s 

and insights using a variety of materials, 

techniques and processes in response to the 

theme.

Å Analyse -  Being able to analyze a work is an 

essential part of evaluating it. Recording this 

evaluation ensures that the creative process, 

influences and material choices is 

communicated clearly.

Respond ð In your sketchbook complete a double 

page of visual and annotated/written research 

about the artist Sylvia Ji. This must include your own 

practical response. 
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Business Studies
Weeks 1 & 2 Weeks 3 & 4 Weeks 5 & 6

Primary Research Methods

Å Observations

Å Questionnaires

Å Surveys

Å Focus Groups

Å Trials

Å Pilot/Test Market

Secondary Research Methods

Å Books

Å Newspapers

Å Trade Magazines

Å Competitor Data

Å Government Publications and Statistics

Quantitative  (numerical, measurable) 

Qualitative  (qualities or characteristics) 

Sampling Methods

Å Cluster

Å Quota

Å Random

Å Convenience 

Financial Viability: Costs and Pricing Strategies

Pricing Strategies

Å Competitive (below the lowest market price)

Å Penetration (prices low to gain market share, 

will increase to normal price)

Å Skimming (prices high to maximise income).  

E.g. Electric cars, (price will reduce over time)

Å Psychological (seems less e.g  £4.99)

Calculation of Costs

Fixed : These costs stay the same, no matter how 

many products you make

Variable : These costs are how much it costs to 

make one product x the number of products sold

Costs = Fixed Costs + Variable Costs = FC + VC

Sales Revenue  is how much money the business 

brings in through sales of products.

Sales Revenue  = Price X No of Sales

Profit = Selling Price ð Variable Costs

NB: This is the Gross Profit (the real, Net profit is 

when the Fixed costs are deducted as well)

Financial Viability, Calculating Break -even

Å Can the business cover the fixed costs?

Å What is the  impact of a changing price on 

profit?

Break Even =              Fixed costs

Point              Selling Price ð VC (per unit)

To consider viablility  you need to predict:

Å Breakeven level of sales

Å Predicted number of sales

Å Predicted revenue

Å Predicted total costs

Å Predicted profit (Total Revenue ð Total Costs)

Å Pricing decisions

14



Business Studies
Weeks 7 & 8 Weeks 9 & 10 Weeks 11 & 12

Risks & Challenges:

Identify external factors using STEEPLE Analysis.

Points to also Consider:

Å Competitors

Å Business Experience (of owner)

Å Making a loss (what will happen)

Å Overestimating/underestimating consumer 

demands

Recap on Task 3 Design Proposal

Aesthetics: 

Visual and sensory appeal

Design:

Å Colour

Å Shape

Å Overall look

Function:

How well the product

performs its intended 

purpose

Cost (Economic Manufacture):  cost of producing 

the product ð materials ð labour & overheads.  It 

also considers the Selling Price  you can also 

consider how you can add value

How can you review your designs?

Self Assess

Get Feedback

Å Verbal

o Peer discussions

o Telephone surveys

o Focus groups with target consumers

Å Written

o Questionnaire

o Email surveys

Å Online

o Social Media

o Online communities

o Online survey forms (e.g. Forms)

Recap Collating Data

Ways of collating

Å Frequency Table

Å Tally Chart

Å Table

Presenting Data

Å Tables

Å Diagrams
Å Charts

Use the correct chart for the PURPOSE

15



Cambridge National in Sport 
Weeks 1 Weeks 2 Weeks 3&4

Components  of Fitness

Á Components  of  fitness are  

individual attributes  or skill sets that  

enables  an

action  to  be  completed.  Specific  test  

can be  used  to measure  these.

Á Everyoneõs fitness level  will differ
depending  on  the  sports they play.

Á Each  activity  has its own  set of  fitness
requirements  that  the  individual  

must meet  to  compete  with  others.

Á Team  games  often  require  a  

combination of  multiple  components  

of  fitness.

The 11 components  of  fitness are:

1: Cardiovascular endurance 

2: Muscular endurance 

3: Coordination 

4: Reaction Time

5: Balance 

6: Speed

7: Power

8: Agility 

9: Flexibility 

10: Strength 

Fitness Testing

The Multi -Stage Fitness Test (Bleep Test):

Testing for cardiovascular endurance/stamina

Protocol: 

The athlete performs a 20m progressive shuttle 

run in time with a beep, to the point of 

exhaustion. The level reached depends on the 

number of shuttle runs completed and is 

ascertained from a standard results table.

The 12-Minute Cooper Run test:

Testing for cardiovascular endurance/stamina

This requires athletes to run as far 

as they can in 12 minutes and the

distance covered is recorded and 

compared to a standardised  table.

In this test the performer runs to exhaustion.

Protocol:

When instructed start running at own pace.

After 12 minutes has passed measure total 

distance covered.

Fitness Testing

Number of sit -ups completed in 30 seconds

Testing for muscular endurance

Å This is a 30 seconds test to 

assess the muscular

endurance of the 

abdominals

Protocol:
Å The athlete assumes the sit up 

position.

Å Raise yourself up to a 90 degrees 

position and return to the floor.

Å Perform as many as possible in 30

seconds.

Å Record the number of repetitions 

completed.

One -minute press -up test (push up) 

This one-minute test assesses the 

muscular endurance of the

Triceps, Deltoid and 

Pectorals.

Protocol:
Å The athlete assumes the press -up 

position.

Å Perform as many as possible in 1 

minute.

Å Record the number of repetitions 

completed.

16
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The ability of the heart and lungs 

and blood to transport oxygen for 

a sustained period. 
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Cambridge National in Sport 
Weeks 4 & 5

Fitness Testing
Testing for 

speed 30m 

Sprint Test

This test is designed to
measure speed over a 

set distance (30 m)

Protocol:
Å Perform a thorough 

warm up.

Å When signalled  to begin

sprint maximally for the required distance.

Å The fastest trial is recorded.

Testing for Strength 

Hand grip 

dynamometer test

This test measures the static
strength of the 

performer hand grip in 

one action Protocol:

Å Adjust the hand grip 

so it is comfortable

Å Stand with your arms by your side.

Å Squeeze the grip lever has hard as 

possible for 5 seconds.

Å Carry out three trials to determine the best 

score.

Fitness Testing

Testing for Power 

Vertical jump test 

(Sargent jump test) .

This is a test of the 

anaerobic power of 

the quadriceps. Jump 

height can be 

manually or digitally 

recorded on a vertical

 jump board. 

Protocol:

Å Performers to reach up to highest point 

without going onto tiptoes. This is marked.

Å Jump vertically and touch highest point on 

the wall/board.

Å The score is the difference between the 2 

measurements. Repeat 3 times and obtain 

average.

Testing for Power

Standing long jump test

This is a test of explosive 

power of the legs. The aim 

of the test is to jump as far 

as possible while landing 

on both feet.

Protocol:

Å Subjects begin by standing behind the start 

line feet shoulder width apart.

Å Take off two footed, swinging your arms to 

create a forward drive.

Å Measurement is taken from the nearest point 

of contact from the back of the heels.

Fitness Testing
Testing for Agility 

Illinois Agility Test

This is an important
component of many 

team sports, though it is 

not always tested, and 

is often difficult to 

interpret results.

Protocol:
Å Performers start at the first cone on their 

fronts.

Å On the whistle subjects should follow the

agility course.

Å Performers are timed from start to finish.

Testing for Balance 

Standing Stork Test 

The standing stork 

test monitors the

progress of the

athletes' ability to
maintain balance in a 

static position.

Protocol:
Å Subject must remove their shoes and 

socks.

Å Lift the right leg and place the sole of the 

right foot against the side of the left

kneecap. The athlete raises the heel of 

the left foot to stand on their toes.

Å The athlete is timed holding this position 

for as long as possible.

Å The moment the position is lost the timer is 

stopped.

17



Cambridge National in Sport 
Weeks 5 & 6 

Testing for Flexibility 

Sit and Reach Test 

This test is an 

indirect measure of 

the range of 

movement at the 

hips, hamstring and 

lower back.

Protocol:

Å Legs straight with feet flat against the box.

Å Push marker as far as possible without 

bending your knees.

Å Best of three trials should be recorded.

Testing for Coordination 

Anderson wall toss test 

This is a test of hand -

eye coordination, 

where the participant 

throw a ball against a 

wall and attempt to 

catch it with the 

opposite hand.

Protocol:

Å Stand facing the wall.
Å Throw the ball underarm against the wall 

from right to left hand. Alternate the hands

from right to left and left to right.
Å Count the number of completed catches 

in 30 seconds.

Testing for 

Reaction Time 

Ruler Drop 

Reaction Test  

This is a simple 

method of 

assessing 

reaction time. 

This involves a 

ruler dropping 

and the subject 

reacting to it by 

catching it.

Protocol:
Å A ruler is held by the assistant 

between the outstretched index 

finger and thumb of the athlete's 

dominant hand.

Å Ensure the top of the thumb is level with 

the zero - centimetre  line on the ruler.

Å Ruler is released and measurement (cm) is 

taken from the point caught on the ruler.

Å Compliance with test procedures.

In order to compare the results from fitness 

tests normative data tables can be used. This is 

also known as benchmarking data  and is 

collected from a number of studies to allow 

you to make a judgement against.

Å Normative data can be used as a way to 

assess the strengths and areas of 

improvement of a performer.

Reliability  is a question of whether the test is 

accurate. It is important to ensure that the 

procedure is correctly maintained for all 

individuals to obtain a consistency of results

Other factors affecting reliability:

Å Calibration of equipment

Å Motivation of participant

Å Conditions of the testing environment (inside 

vs outside conditions)

Å Experience of the person administering the 

test

Validity  relates to whether the test actually 

measures what it sets out to measure.
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Cambridge National in Sport 
Weeks 7 Weeks 8 Weeks 9 & 10

Principles of training

All training programmes  should be designed
with principles of training in mind. They allow 

the performer to train in an appropriate way so 

gains are made.

The principles of training are: 

Specificity 

Progression 

Overload 

Reversibility

FITT Principle of overload

Frequency - How often we train This is the 

number of training sessions completed over 

a period of time

Intensity - how hard you train Fitness gains 

are only achieved if the body systems work 

hard enough.

Time ð how long you train for Each session 

must last at least 20 minutes to get any 

benefits.

Type ð the method of training used . The type of

training used is dependent on the component

of fitness the performer would like to 

improve. This also helps prevent tedium

SMART Goals
When  setting  goals,  athletes  should  

apply  the SMARTER principle.

Aerobic  exercise utilises 

oxygen  to  fuel  the  

body for  long  periods  

of  work. This includes 

activities  like:

ÅWalking

ÅJogging

ÅCycling

ÅSwimming 

Aerobic  exercise Intensity:  Low

Duration:  Long
Oxygen  consumption:  Enough  to  meet  

the demands

Methods  of training:  Continuous  and  fartlek

Anaerobic  exercise

involves  fuelling  the  

body without  using 

oxygen.

Activities  like sprinting,

weightlifting,  jumping  and  throwing  are
anaerobic  in nature causes  a  build -up  of  

lactic acid  (this causes  fatigue)

Anaerobic  methods  of  training  are  high 

intensity  and  performed  in short, rapid  

bursts. Aerobic  exercise

Intensity: High

Duration:  Short
Oxygen  consumption:  Not  enough  oxygen 

to meet  the  demands

Methods  of training:  HIIT, Interval,  Plyometric  & 

Resistance
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Cambridge National in Sport 
Weeks 11 & 12

Fartlek Training

This means Speed 

Play in Swedish. It 

is a combination 

of different 

intensities.

i.e. 30 seconds 

at 50% max, 30

seconds walking, 

30 seconds at 

80%.

Works on both 

aerobic and 

anaerobic fitness due 

to the varying 

intensities.

Fartlek training is used by team games

performers as it suits the movements

necessary for a game. This can be completed 

over different terrains , woods, hills and roads, to 

create a variety of intensities.

Appropriateness
This type  of  training  is good  for  events  which  

alter  the  intensity  of  work,  for  example  team  

games .

Plyometric Training

Power training movements are more 

focused on body weight and a lighter 

resistance but are

explosive in nature.

Plyometrics  training 

refers to any 

exercise that 

enables the muscle 

to reach maximal 

force in the fastest 

possible time.

Plyometrics 

exercises cause 

the muscle to

lengthen (eccentric
action) before a maximal muscle 

shortening (concentric action)

Strength gains through plyometrics usually 

takes about 8 -10 weeks.

Plyometrics must be performed carefully 

because it can be physically stressful on the 

body.

Appropriateness
Excellent for jumping events and any sport 

that requires elevating off the ground.

Weight Training

Strength  training  uses progressive  resistance

against  a  muscle  group  to  cause  

hypertrophy.

Resistance  band  exercises  place  

additional force  against  an  

accelerating  muscle

therefore  making  them  work  harder.

Free weights  are  not  at tached  to  a  

machine. They allow  a  constant  resistance  

but  the  risk of injury is higher  than  fixed -

resistance  machines. Dynamic  movements  

are  common  with  free weights

Fixed  resistance  machines  use stacks of 

weights  at tached  through  pulleys  to  

offer resistance.  Machine  weights  do  

not  allow  over extension  of  the  muscle  

group  and  isolate target  areas.

Appropriateness
Weights  can  be  adjusted  to  suit 

goal  or intended  outcome.
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Computer Science
Week 1 Weeks 2 Weeks 3

The Fetch Decode Execute Cycle

The Fetch Stage

The address is generated by the Program 

Counter (PC) and is carried to the Memory 

Address Register (MAR) using the Address Bus. 

The PC then updates and stores the next 

memory address, ready for the next round of the 

cycle. The data or instruction that is in that 

memory location is placed on the data bus and 

carried to the processor and is stored in the 

Memory Data Register (MDR)

The Decode Stage

The data or instruction is then the Memory Data 

Register (MDR). decoded to find out if it is a 

piece of data or if it is an instruction to do 

something such as ADD, STORE, SWITCH, REPEAT 

etc.

The Execute Stage

The CPU performs the actions required by the 

instruction. If it is an instruction to control input or 

output devices the Control Unit will execute the 

instruction. If it is a calculation, then the 

Arithmetic and Logic Unit (ALU) will execute the 

instruction. The results of any calculations are 

recorded in the Accumulator.

Von Neumann Architecture

CPU Performance

CPU Cores - CPUs with multiple cores have more 

power to run multiple programs at the same time.

Clock Speed  -The clock speed describes how 

fast the CPU can run. This is measured in 

megahertz (MHz) or gigahertz (GHz) and shows 

how many fetch -execute cycles the CPU can 

deal with in a second.

Cache Size  - The more data that can be held in 

the cache, the shorter the trips the electric pulses 

need to make, making the computer noticeably 

faster overall.

Embedded Systems

Definition - A computer system which forms part 

of an electronic device

Re-programmable - Not for different purposes 

but firmware can sometimes be upgraded

Primary Memory

The purpose of RAM  - RAM is the main memory 

(also called primary storage) for storing data and 

programs while they are in use

The purpose of ROM  - ROM stores the boot 

sequence, which is a set of instructions that the 

computer executes every time it is switched on. 

ROM is essential since if loads the operating 

system

Volatility - ROM is non -volatile (it keeps its 

contents when the power is turned off). RAM is 

volatile (it loses its contents when the power is 

turned off)

Primary Storage Devices  - Primary storage 

devices are internal to the system and are the 

fastest of the memory/storage device category. 

Typically, primary storage devices have an 

instance of all the data and applications 

currently in use or being processed

Capacity Calculations

Moving between units * By 1000 to move down / 

By 

Binary Conversion

Find the largest value that fits into your number 

then subtract. Repeat. The number 42 in binary

Binary  Addition

Start at the right -hand side of any addition and 

follow the rules.

Here is 7+6 in binary. Note the carries go above 

the column to the left.

Overflow  - If the answer to the left column results 

in a carry, this is known as an overflow  and it 

causes an overflow error

Left Binary Shift -  Make the number longer, and 

therefore bigger. Each place it shifts will double 

the value. A binary left shift of one place (<<1) 

will double the value, a binary left shift of two 

places (<<2) with quadruple.

Right Binary Shift  - Make the number shorter, and 

smaller. The right most digit is "lost", so we forget 

about it. A binary right shift of one place (written 

as >>1) halves the number, and a binary right 

shift of two places (>>2) will quarter it.
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Computer Science
Weeks 4 Weeks 5 Weeks 6

Hexadecimal conversion

The hexadecimal  number system is 0 -9 then A -F 

(A represents 10)

Carry out a binary conversion then split the 

number into 2 nibbles. Then convert the two 

separate values into hexadecimal. The denary 

number 42 in Hexadecimal is 2A

Character s - A symbol which represents a letter, 

number or symbol.

ASCII -A universal character set which uses 7 bits 

to represent the characters of the English 

language.

Unicode  - A character set which uses 32 bits to 

represent the characters of every language of 

the world and emoticons. 

Images

Pixel - A single ôpicture elementõ (dot of 

colour /shade), which combines with others to 

form a digital image.

Colour  Depth  - The number of bits used to define 

pixels in a digital image.

Resolution  - The number of pixels in a given area 

of an image. Images with high resolution will 

have more detail as they have a greater number 

of pixels in a given area of the image.

Sound

Sampling  - The process of measuring the 

frequency of sound, at regular intervals, to 

digitally capture and record audio.

Sample Rate  - The rate at which samples are 

taken. Faster sample rates will increase the 

quality (detail) of the recorded sound.

Bit Depth  - The number of bits used to represent 

each sample. Higher bit depths will increase the 

quality (accuracy) of the recorded sound.

Capacity Calculations

Sound file size - Sample rate * duration * bit depth

Image file size - Colour  depth * image height * 

image width

Text file size - Bits per character * number of 

characters

Metadata - Data that is saved before and after 

the image to tell the computer how to decode 

the image. It includes the size in pixels (width x 

height), the colour  depth, the resolution, the GPS 

location of where the image was taken, etc.

Compression Inputs and Variables

Compression  - Compression is when a file is 

encoded so it uses fewer bits than the original file 

format

Lossless compression  - Gets rid of unnecessary 

data to re -present data without losing any 

information. This process is reversible

Lossy compression  - Gets rid of the least essential 

data. This is an irreversible process: once data is 

lost it canõt be recovered

Programming Fundamentals

Key Vocabulary Python Syntax

Variable - A memory  

location  within  a  

computer  program  

where  values  are  

stored.

Player_age  = (15)

Constant - A value 

that does not change 

when the program is 

running.

pi =  (3.14)

Assignment - Setting 

the value of a variable 

in a computer 

program.

player_age  = (15)

Input - Data received 

by a program.

player_name  = 

str(input(òWhat is your 

name?ó))

Output - Data sent out 

of a program.

print ( player_name )

22



Computer Science
Weeks 7 Weeks 8 Weeks 9

Data Types, Casting , Arithmetic and Selection Count Controlled For and While Loops String Manipulation, Validation and Error Handling

Data Types Python Syntax

Integer ð Whole number player_age  = (15)

Real ð Decimal (Float in 
Python)

player_height  = (150.8)

Boolean ð True or False player_active  ð (True)

String ð Characters, letters, 
numbers and symbols.

player_name  = (òbod101ó)

Casting ð Changing the 
data type of a variable.

Int(4.2)

Comparison 

== Equal to != Not equal 

to

> Greater 

Than

>= Greater 

than or 

equal to

< Less than <= Les than 

or equal 

toArithmetic Operators

+ Addition - Subtraction

* Multiplication / Division

MOD Modulus DIV Quotient

^ Exponentiation (to the power)

Selection - A decision  within  a  computer  

program  when  the  program  decides  to  

move  on  based  on  the  results of  an event.

Iteration (while) - The repetition of a block of 

statements within a program when the number 

of repeats is not known.

Iteration (for) -  The repetition of a block of 

statements within a program when the number 

of repeats is known

Python Example

Length of String - The length of a string can 

usually be determined using the len  statement. 

This gives the length as an integer.

Python Example

Character Position - It is possible to determine 

which character features at a position within a 

string as each character is numbered. 

Computers start counting at 0 so the first 

character is always 0.

Python Example

Upper and lower case -  It is possible to change all 

letters in a string to either lowercase or uppercase. 

This can be very useful, for example when checking 

possible inputs.

Python Example

Concatenation -  To concatenate strings means to 

join them to form another string ð adding two strings 

together.
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Computer Science
Weeks 10 Weeks 11 Weeks 12

Data Structures and Sub Routines

Procedure - A section of computer code that 

performs a specific task.
Python Example

Function - A section of code that, when 

programming, can be called by another part 

of the program with the purpose of returning 

one single value
Python Example

1D Array - An array is a data structure that 

holds similar, related data. An array is like a 

collection of boxes, each of which is called 

an element. Each element has a position in 

the array, and can hold a value. The data in 

an array must all be of the same data type. 

2D Array - A two -dimensional array can hold 
more than one set of data. This type of array 
is like a table, with data held in rows and 
columns.

Python Example

File Handling

Open  - Once a file has been opened, the 

records are read from it one line at a time. The 

data held in this record can be read into a 

variable, or, more commonly, an array

Read  - Once a file has been opened, the 

records are read from it one line at a time. The 

data held in this record can be read into a 

variable , or, more commonly, an array .

Write  - Data  is written to  a file  one  line  at  a 
time,  using  the  writeLine  statement

Python Example

Closing  - A file must be closed by the 
program for it to be saved.

Key Vocabulary 

Syntax : The set of rules that defines the 

combinations of symbols considered to be 

correctly structured programs in a language.

Variable : A symbol or name that holds a 

value which may change during program 

execution.

Constant : A value that does not change 

during the execution of a program.

Function : A block of organised, reusable 

code that performs a single action.

Procedure : A set of coded instructions that 

tell a computer how to run a program or 

calculation.

Loop : A sequence of instructions that repeats 

until a certain condition is met.
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Digital Information Technology
Week 1 Week 2 Week 3

Types of User Interface

Speech/natural 

language

Used to interact with 

devices such as 

Amazon's Alexa and 

Apple's Siri.

Graphical user 

interface (GUI)

Uses Windows, Icons, 

Menus and Pointers 

(WIMP). Touch screens 

are used instead of 

pointers on mobile 

phones .

Sensors Automatically give 

feedback to computer 

systems. Infra-red 

sensors detect 

movement. Pressure 

sensors are used by 

automatic doors.

Menu/forms Used within programs, 

apps and web pages. 

May include labels, text 

boxes and buttons e.g.  

cash machine .

Text based Commands are typed 

into the computer to run 

programs or manage 

files. Used by technical 

users e.g.  Linux. They are 

faster to carry out some 

tasks.

Factors and Influences

Performance factor Need good 

performance for user 

productivity and 
enjoyment.

Response time e.g.  Time to load.

Ease of use Needs to be intuitive, 

may require training.

User requirements Needed before 

designing interface.

User experience Simpler interface for 
children.

Accessibility Magnifying tool, 

increase font size, 

reading text aloud, 

change colours.

Storage space GUI requires more 

storage.

Software influence Operating systems 

e.g.  gestures

Screen type e.g.  Touchscreen, 

two screen display

User input e.g.  Gestures using 

touchscreen, mouse

Hardware resources Processors, RAM

Emerging technologies Accelerometer use

Audience Needs

Accessibility An interface needs to 

be used by everyone

Visual needs e.g.  braille, text to 

speech.

Hearing needs e.g.  subtitles, text to 

speech, image 

descriptions

Speech needs e.g.  using natural 

language, Alexa or 

Siri.

Motor needs e.g.  eye -tracking, 

voice recognition

Cognitive needs e.g.  text to speech, 

speech to text

Demographics e.g.  age, skill level, 

past experiences, 

culture, belief and 

values

Skill level e.g.  novice, 

occasional, regular, 

expert

Culture, beliefs and 

values

e.g.  language 

direction, reading 

from right to left

Past experiences e.g.  Save file icon is 

based on a floppy 

disk
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Digital Information Technology
Week 4 Week 5 Week 6

Design Principles

Colours Use a limited 
range of colours , use 
of organisational
house style

Font style/size Ensure text style/size is 
readable, avoid
decorative fonts

Language Use language
appropriate for 
user skill level, 
age -appropriate
language

Amount of 
information

Make appropriate use 
of whitespace,
Provide appropriate
amount of information 
for the task

Layout Consistency througho
ut the whole interface

User perception of Visuals, to include
photos, symbols,
graphics

Retaining 
user attention

Clearly labelled items/
features

Intuitive design Helpful popup
messages

Design Psychology

Colour perception Colours have meanings 

e.g. red is used for stop 

signs.

Sound Sound is used to 
support understanding.

Visuals Visuals make interfaces 

more natural to use.

User attention User attention grabbed 

by colour, messages, 

sound, graphics and 

animation.

Helping users Interfaces help users e.g. 

default user input, tip 

text and autofill.

Autofill Website forms will autofill 

fields e.g. enter post 

code and address is 

given.

Intuitive design Making an interface 

obvious to use e.g. clear 

labels, consistency and 

colour  changes.

Undo functions Allow reversal of actions 

e.g. back arrow.

Designing Efficient User Interfaces

Keyboard shortcuts

Very quick to carry 
out. Useful for users 
with certain disabilities 
e.g. copy with CTRL -
C.

Informative feedback

Users given useful 
feedback when using 
interfaces e.g. the @ 
symbol is missing from 
email address.

Reversal of actions 
(undo)

Users' need to undo 
actions that they 
have carried out 
incorrectly e.g. CTRL -Z

Distinguishable links

It is important that links 
are easy to find on a 
web page. They 
should be easy to 
distinguish from other 
text.

Buttons in interfaces
Buttons have four 
states: normal, hover, 
clicked and disabled.

Object placement
Where objects are 
placed will help users 
to be efficient e.g. 
font icons in group.
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Digital Information Technology
Week 7 Week 8 Week 9

Project Planning Techniques

Planning Project requirements are 
provided. These are broken 
down into tasks and ordered. 
Time to complete tasks are 
estimated.

Gantt charts This shows the task list, 
duration as a horizontal bar, 
date, order and 
dependencies.

Mood boards This gives a feeling for the 
style of the UI e.g. colour  
schemes.

Mind maps This gives an overview of the 
project. Branching out from 
the centre.

Iterative 
development

Allows a simple version of 
product to be developed. It 
is then improved on in each 
iteration.

Waterfall 
method

This method allows each 
stage of project to be 
completed before the next 
stage e.g. analysis, design.

Agile method Agile is a way of developing 
software using iterative 
development. Frequent 
adaptation and iterations.

Scrum 
method

This is a specific type of Agile 
development with a daily 
stand -up meeting.

Creating a Project Proposal

Project proposal Are used to allow 
managers to consider 
all aspects of a 
project.

Purpose Identify the reasons for 
the project.

Audience Identify the people 
who will use the 
system.

User requirements Tasks that the user 
needs to be able to 
carry out.

Output requirements Audio output e.g. 
sounds. Haptic e.g. 
vibration. Visual 
output e.g. error 
messages.

Input requirements Data input e.g. 
keyboard, mouse, 
touch or voice.

Accessibility 
requirements

Consider needs of user 
e.g. 
cognitive,  hearing, 
motor, speech and 
visual needs.

Constraints These are restrictions 
such as resources, 
security, task 
dependencies and 
time.

Creating a Project Plan

Project plan This considers all the tasks 
and sub -tasks that need to 
be completed in a project.

Tasks These will be ordered.

Sub-tasks These break down a task and 
are ordered.

Task 
dependencies

This dictates the order of 
some tasks.

Timescales These indicate the overall 
timescale for the project.

Key milestones A significant event is 
indicated with a star symbol 
e.g. meeting with client.
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Digital Information Technology
Week 10 Week 11 Week 12

Initial Designs

Sketches Features include 
back/forward buttons, 
annotation e.g. colours, 
buttons and an X in a box 
represents an image. 

Storyboards Features include layout of 
assets, proportions of assets, 
colours, links to other screens 
and annotation of actions 
e.g. swipe down. 

Input 
requirements

e.g. Smartphone with touch 
sensitive screen.

Output 
requirements

e.g. Smartphone with 
speakers.

Accessibility 
needs

e.g. Speaker icon to allow 
the text to be read.

Good design Features include user 
attention, reduce time to 
complete tasks, increase 
confidence of users.

Developing a User Interface

Colours e.g. use actual colours

Accuracy e.g. images should line up 
and lines will be perfect.

Font styles Customised font styles

Interactions e.g. hyperlinks between 
different screens.

Accessibility 
features for 
visually 
impaired

e.g. buttons to 
increase/decrease size of 
text and speaker icons to 
indicate audio is turned 
on/off.

Review

Meeting the 
user 
requirements

A tick list can be used to 
show input, output and 
accessibility requirements 
have been met.

Suitability for 
purpose and 
audience

You need to consider the 
audience age, and any 
accessibility needs e.g. 
visual, hearing, speech, 
motor or cognitive needs.

Ease of use Are forms easy to complete? 
Is there user help? Can users 
undo a mistake? Do images 
match the topic? Do icons 
match user's experience?

How effectively 
the design 
principles have 
been met

Have you used a limited 
range of colours ? Is the text 
style readable? Have you 
used age -appropriate 
language? Have you placed 
important items in prominent 
positions?

Project 
planning 
techniques

Was the waterfall method 
most suitable for the project? 
How useful was the Gantt 
chart in helping to complete 
the project?

Suggest 
improvements

To develop the user 
interface further give 3 
suggestions that will better 
meet the audience needs or 
design principles.
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Drama
Week 1 Week 2 Week 3

Acting styles:

Å Naturalism

Å Physical theatre

Å Absurdism

Å Epic theatre

Å Forum theatre

Creative stylistic qualities

Å treatment of theme/issue

Å production elements 

Å form/structure/narrative

Å response to stimulus

Å style/genre

Å contextual influences o

Å Influence of others

Roles and Responsibilities

Actor:

Å Follow direction to create a character

Å Attend rehearsals

Å Attend performances

Director:

Å Has the creative vision for a performance

Playwright

Å Creates the text for a performance

Roles and Responsibilities

Designers:

Å Lighting

Å Sound

Å Costume

Å Set

Å Make -up

Å Props

All design ideas have meaning. 

Week 4 Week 5 Week 6

Process of creating theatre Rehearsals:

Å In rehearsals for a physical theatre 

performance you would focus heavily on 

movement. 

Å Frantic Assembly have a very distinct and 

unique approach to performance.

Å Their warm -ups are long and intensive to 

prepare the actors.

Å Actors need to know about the process. 

Actors needs to work successfully as an 

ensemble. 

Casting:

Å Actors must be able to do the physical 

work, must be convincing chemistry 

between the couples in Lovesong .

Production / Technical Rehearsals

Four pillars of Frantic Assembly - Text, Movement, 

Music, Design. Think about all of the design 

in Lovesong . This is a key part of the process for 

Frantic Assembly

Setting tasks for performers:

Å The Frantic Method is approaching devising as 

a series of tasks, each broken down into 

building blocks. This is designed to establish 

progress from the simplest discoveries.

Å Performers are encouraged to take a moment 

back to its simplest truth and build from there. 

This places dancers, actors, students, teachers 

and all participants on the same starting point.

Purpose

Å To educate

Å To inform

Å To influence

Å To inspire

Å To provoke

Å To challenge

Anger Nature Cold Clinical Positive
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Drama
Week 7 Week 8 Week 9

Lovesong  ð Plot

Å Explores a 40 -year marriage between Maggie 

and Billy.

Å Past and present selves share the stage.

Å Themes include love, loss, and ageing.

Å Maggie faces terminal illness; Billy supports.

Å Inspired by T.S. EliotõsThe Love Song of J. 

Alfred Prufrock.

The key characters in Lovesong are:

Å Maggie ð The older version of the female 

protagonist.

Å Billy ð The older version of the male 

protagonist.

Å Margaret ð The younger version of Maggie.

Å William ð The younger version of Billy.

Lovesong  is physical theatre .

Physical theatre is a style of theatre that puts 

movement at the heart of the storytelling.

Physical theatre is a huge semantic field, and 

Frantic Assemblyõs approach to physical theatre 

and performance is unique to their company. 

The companyõs production of Lovesong  by well -

known playwright and author, Abi Morgan, 

illustrates another level of Physical theatre. 

Thereõs a substantial dialogue script for the play 

but much of its impact in production comes from 

the movement work representing the relationship 

of a couple over the years.

Frantic Assemblyõs style:

òWhen we started our company  we were proud 

and excited to be labelled under the physical 

theatre banner.ó

òAs we developed and the questions about 

physical theatre mounted up  we started to 

realise that it was not particularly applicable to 

our creative process.ó

òOur unorthodox route into theatre had actually 

presented  us with a world of possible styles and 

approaches. We realised quickly that this was our 

strength.ó

Week 10 Week 11 Week 12

Frantic Assemblyõs influences:

òThe Transit van we used to tour actually did 

have much more influence over our work than 

any practitioner in a textbook.ó

òIt is true to say that we set out to be Volcano 

Theatre Company clones, such was their 

immediate influence on us, but that soon 

faded.ó

òWe became influenced by the dance films of 

DV8. Through attending workshops  we 

encountered influential practitioners from 

dance companies such as V -TOL and the 

Featherstonehaughs ó

Technical Rehearsal: A rehearsal to bring all 

design elements together for final checks.

Technical rehearsals can take place over several 

sessions depending on the amount of equipment 

or technology involved. They bring all of  the 

design elements together to ensure that 

equipment is working and cued appropriately.

Dress Rehearsal: Usually the final rehearsal before 

opening night, running the performance exactly 

as it would be on the night.

The dress rehearsal is a full run-through of the 

performance without stopping, including all 

elements of the production. 

Purpose of Lovesong :

Å To inform: see how dementia can impact 

people

Å To educate: learn about the condition, e.g. 

post -it notes

Å To provoke: get people thinking, plot and 

character, inter -generational movement

Å To challenge viewpoints - óolder people canõt 

move like thisó
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Engineering Design
Week 1 Week 2 Week 3

Iterative Design:

Potential energy is the energy stored in an 

object due to its position, condition, or 

configuration. It has the potential to be 

converted into other forms of energy, like kinetic 

energy (the energy of motion).

Potential Energy = Mass x Gravity x Height

 

Acceleration due to gravity is the rate at which 

an object speeds up as it falls freely toward the 

Earth, solely under the influence of gravity. Its 

standard value is 9.81 m/s².

Kinetic energy is the energy possessed by a 

body because of its movement. The faster an 

object moves, or the larger it is, the more kinetic 

energy it has .

Friction is the resistance to motion of one object 

moving relative to another. It acts in the 

opposite direction of the moving object or 

applied force.

Isometric drawing is a 3D representation of an 

object on a 2D surface, where all three 

dimensions (length, width, and height) are shown 

at their true scale. It uses parallel lines and 30 -

degree angles to create the illusion of depth, 

making it useful for technical and engineering 

drawings.

Tools Required

Set Square: A flat, triangular tool used in 

technical drawing and geometry to draw 

straight lines and specific angles, most commonly 

90°, 45°, 60°, and 30 °.

T-Square: A drawing instrument used to draw 

horizontal lines and to align other drawing tools 

(like set squares) for accurate technical and 

architectural drawings.

Drawing Board: A flat, smooth surface used to 

support paper or drafting materials while 

creating accurate drawings.

Types of 3D drawing styles:

Oblique drawing is a simple 3D sketching 

technique where one face of an object is drawn 

in two dimensions, and the receding lines are 

drawn at an angle (usually 45 degrees) with a 

reduced depth, often half the original 

measurement.

Freehand Sketching is the quickest way of 

getting your initial designs on paper before an 

idea is forgotten. Freehand sketches are often 

done without a ruler or template and instead are 

produced quickly and freely.

Advantages of freehand sketching:

Å Quick and cheap with low resource 

requirements.

Å Flexible and informal, encouraging creativity.

Å Portable and can be completed anywhere.

Disadvantages of freehand sketching:

Å Depends on drawing skill, as it can be hard to 

interpret.

Å Lack of precision.

The reasons for the use of physical modelling:

Å to test proportions

Å to test scale

Å to test function
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