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Year 10 Autumn 1 

 2nd 
September 

9th 
September 

16th 
September 

23rd  
September 

30th 
September 

7th October 14th October 

Context  Component 1: Exploring user interface design principles and project planning techniques  
Learning aim A: Investigate user interface design for individuals and organisations 

Topic/Unit Introduction to 

user interfaces 

Basic user 

interfaces 

Complex user 

interfaces 

Choosing a user 

interface 

How hardware 

and software 

affect user 

interfaces 

User 

accessibility 

needs 

User skills and 

demographics 

 

Knowledge/ 

Skills 
Introduction to 

user interfaces: 

hardware 

features, 

software 

features and 

human 

facilitation and 

example uses 

Basic user 
interface: text-
based and 
menu-based 

Complex user 

interfaces: 

speech/natural 

language-based, 

GUI/WIMPs and 

sensor-based 

 

Choosing a user 
interface: 
performance/res
ponse time, ease 
of use, user 
requirements, 
user experience, 
accessibility and 
storage space 

How hardware 

and software 

affects user 

interfaces: 

operating 

systems/platform

s, screen 

type/size, types 

of user input, 

hardware 

resources 

available and 

emerging 

technologies 

 

User 
accessibility 
needs: visual, 
hearing, speech, 
motor and 
cognitive needs 

User skills: 

expert, regular, 

occasional and 

novice user skills 

and 

demographics: 

age, 

beliefs/values, 

culture and past 

experiences 

 

Assessment 

BTEC_TechAwards_

DIT_AS_CO1_1.1.docx
 

Students complete 

worksheet. Go 
through answers with 
group 

BTEC_TechAwards_

DIT_AS_CO1_1.2.docx
 

Students complete 

worksheet. Go 
through answers with 
group 

BTEC_TechAwards_

DIT_AS_CO1_1.3.docx
 

Students complete 

worksheet. Go 
through answers with 
group 

BTEC_TechAwards_

DIT_AS_CO1_1.4.docx
 

Students complete 

worksheet. Go 
through answers with 
group 

BTEC_TechAwards_

DIT_AS_CO1_1.5.docx
 

Students complete 

worksheet. Go 
through answers with 
group 

BTEC_TechAwards_

DIT_AS_CO1_1.6.docx
 

Students complete 

worksheet. Go 
through answers with 
group  

BTEC_TechAwards_

DIT_AS_CO1_1.7.docx
 

Students complete 

worksheet. Go 
through answers with 
group 
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Literacy and 

Numeracy 

User interface is 

a piece of 

software that 

allows users to 

interact with their 

devices. 

Software allows 

users to complete 

tasks or to create 

something. There 

are different types 

of software to 

control hardware 

and applications 

such as word 

processing. 

Accessibility is 

about how devices 

are designed for 

people with 

disabilities to use 

with ease 

Form controls 

include buttons, 

tick boxes and 

option boxes to 

enable the user to 

enter information. 

Navigate/Navig

ation is how a 

user works their 

way around the 

software.  

Pixels are the 

smallest dots that 

make up the 

screen on our 

devices. An image 

is made up of 

millions of pixels. 

Sensors detect 

and respond to 

the environment 

around them. 

They can be 

responsive to 

heat, light, sound, 

movement 

or patterns. 

Intuitive means 

easy to 

understand. In this 

context a 

user should be 

able to understand 

and interact with 

an interface 

instinctively. 

Operating 

systems control 

the whole 

operation of a 

computer system 

such as mobile 

phones or tablet 

computers. 

Platform is the 

name given to the 

computer 

(hardware) and 

operating system 

(software) on 

which applications 

can be run. 

Keyboard 

shortcuts are 

combinations of 

keystrokes or a 

sequence of 

keystrokes which 

commands the 

software. 

Central 

Processing Unit 

(CPU) is central 

to every PC and 

device. It’s the 

computer’s brain 

and without it a 

PC cannot 

function. 

Random-access 

memory (RAM) 

Motor needs 

relates to users 

who have limited 

function in 

their movement, 

muscle control or 

mobility. 

Cognitive needs 

cover a wide 

range of 

disabilities, 

including 

developmental 

delays, 

learning disabilities

, brain injuries and 

dementia. 

expert, regular, 

occasional or 

novice users 

 

demographics 
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stores the fi les 

that the device has 

open and stores 

the information 

from any 

applications in use 

Gatsby 4 
(Linking curriculum 

learning to careers) 

 

 

Year 10 Autumn 2 

 28th 

October 

4th 

November 

11th 

November 

18th 

November 

25th 

November 

2nd 

December 

9th 

December 

16th 

December 

Context  Component 1: Exploring user interface design principles and project planning techniques  
Learning aim A: Investigate user interface design for individuals and organisations 

Topic/Unit Design 

principles: 

visual 

elements 

Design 

principles: text 

elements 

Design 

principles: 

layout 

Design 

principles: 

user 

expectations 

Design 

principles: 

keeping the 

user engaged 

 

Design 

principles: 

intuitive design 

Improving the 

speed of user 

interfaces 

Reducing the 

user selection 

time 

 

Knowledge/

Skills 

Design 
principles: 
visual 
elements: 
colour and font 
style/size 

Design 

principles: text 

elements: 

language and 

amount of 

information 

navigational 
components 
and input 
controls 

Design 
principles: 
layout: 
consistency, 
placement of 
items, user 
expectations, 
grouping 
related items, 

Design 

principles: 

user 

expectations: 

colour, sound, 

symbols, 

visuals 

values and 
autofill 

Design 
principles: 
keeping the 
user engaged: 
uncluttered 
screens, tip 
text, labels, 
default 

Design 

principles: 

intuitive 

design: 

graphics 

denoting 

actions, 

helpful 

messages, 

easy reversal 

of actions, 

help features 

Improving the 
speed of user 
interfaces: 
keyboard 
shortcuts, 
reversal of 
actions, 
informative 
feedback 

Reducing the 

user selection 

time: 

appropriate 

object sizes, 

object 

emphasis, 

grouping 

related objects 
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and 

consistency 

actions, 
informative 
feedback and 
distinguishable 
objects 

Assessment 

BTEC_TechAwards_

DIT_AS_CO1_1.1.docx
 

Students complete 
worksheet. Go 
through answers 

with group 

BTEC_TechAwards_

DIT_AS_CO1_1.9.docx
 

Students complete 
worksheet. Go 
through answers 

with group 

BTEC_TechAwards_

DIT_AS_CO1_1.10.docx
 

Students complete 
worksheet. Go 
through answers 

with group 

BTEC_TechAwards_

DIT_AS_CO1_1.11.docx
 

Students complete 
worksheet. Go 
through answers 

with group 

BTEC_TechAwards_

DIT_AS_CO1_1.12.docx
 

Students complete 
worksheet. Go 
through answers 

with group 

BTEC_TechAwards_

DIT_AS_CO1_1.13.docx
 

Students complete 
worksheet. Go 
through answers 

with group 

BTEC_TechAwards_

DIT_AS_CO1_1.14.docx
 

Students complete 
worksheet. Go 
through answers 

with group 

BTEC_TechAwards_

DIT_AS_CO1_1.15.docx
 

Students complete 
worksheet. Go 
through answers 

with group 
Literacy 

and 

Numeracy 

House style 

refers to a set 

of rules that an 

organisation 

follows on all 

their   

documents to 

ensure they are 

all consistent. 

Use language 

appropriate 

for the user 

needs 

 

Use language 

appropriate for 

the user skill 

level 

 

Write down the 

instructions that 

will help a 

novice user 

send an email. 

You should 

write these 

instructions as 

an ordered list. 

Remember, 

don’t assume 

Prominent 

means to stand 

out easily and 

be particularly 

noticeable. 

Icons are small 

computer 

graphics. This is 

usually an image 

representing an 

application or 

file. 

Breadcrumbs 

is the term used 

to describe a 

user interface 

component that 

makes 

navigation easy 

and instinctive. 

Predetermine

 Engaged is a 

term used to 

describe how 

involved 

someone is in a 

task and how 

much attention 

they are paying 

to it. 

Tip text is text 

that appears on 

the screen 

when the user 

hovers over an 

item. 

Productivity 

software is 

software that is 

made up of a 

suite of 

different 

programs such 

as Microsoft® 

Office or the 

Google Drive™ 

Apps. 

Keyboard 
shortcuts 
 
Reversal of 
actions 
 
Informative 
feedback 
 

Distinguishabl

e Objects 

Object 

Emphasis 
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that the user 

knows anything 

d defines 

something that 

is set in advance 

such as a drop-

down list. 

Gatsby 4 

(Linking 

curriculum 

learning to 

careers) 

 

 

Year 10 Spring 1 

 6th January 13th January 20th January 27th January 3rd February 10th February 

Context Component 1: Exploring user 
interface design principles and 
project planning techniques  
Learning aim A: Investigate user 
interface design for individuals and 
organisations 

Component 1: Exploring user interface design principles and project 
planning techniques  

Learning aim B: Use project planning techniques to plan and design a user 
interface 

Topic/Unit Preparation for 
assessment: 
recap of 
Learning aim A 

End of Learning 
aim A: formal 
assignment 

Project 

methodologies 

 

Co-ordinating 

project tasks 

 

Basic project 

planning tools 

 

Planning the 

project basics 

 

Knowledge/Skills Learning aim A: 
assessment 
practice 

Component 1: 
Learning aim A: 
formal 
assessment 

Project 

methodologies: 

waterfall, iterative 

and Agile 

 

Co-coordinating 
project tasks: 
Gantt charts, 
PERT charts and 
critical path 
diagrams 

Basic project 

planning tools: 

task lists, 

graphical 

descriptions, 

written 

descriptions and 

mood boards 

Planning the 
project basics: 
aims and 
objectives, 
audience and 
purpose 
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Assessment 

BTEC_TechAwards_

DIT_AS_CO1_1.16.docx
 

Students complete 
worksheet. Go through 
answers with group 

Hand out 

formal 

assignment 

brief for 

students to 

work on. 

Notes taken by 

students in the 

lesson will be 

marked and 

annotated by the 

teacher. Feedback 

given to students at 

the start of the 

next lesson 

Notes taken by 

students in the 

lesson will be 

marked and 

annotated by the 

teacher. Feedback 

given to students at 

the start of the 

next lesson 

Notes taken by 

students in the 

lesson will be 

marked and 

annotated by the 

teacher. Feedback 

given to students at 

the start of the 

next lesson 

Notes taken by 

students in the 

lesson will be 

marked and 

annotated by the 

teacher. Feedback 

given to students at 

the start of the 

next lesson 
Literacy and 

Numeracy 

The command 

word identify 

 means that you are 

required to look at 

something and pick 

out key areas that 

answer the 

question. This 

means that you 

need to look at 

different user 

interfaces and 

highlight where you 

think different 

design principles 

have been used. 

The command 

word assess 

 means that you are 

required to cover 

the different factors 

that answer the 

question and then 

choose which are 

the most important 

or relevant. You 

are also required to 

give a conclusion by 

providing reasons 

why these are the 

most important or 

relevant. 

 

The command 

word describe 

 means that you are 

required to give an 

account of 

something. You are 

required to look at 

different user 

Project 

methodology is a 

term used to define 

the phases and 

processes that 

should be 

completed within a 

project and the 

order that they are 

completed in. 

Waterfall 

methodology 

requires one whole 

task or section to 

be completed 

before another task 

begins. All the 

project 

requirements are 

analysed, then 

designed, 

implemented, 

tested and 

evaluated at the 

Task 

dependencies are 

the previous tasks 

that should be 

completed before a 

new task can start. 

For example, Task 

B depends on Task 

A and therefore 

Task B cannot start 

until Task A is fully 

complete. 

PERT stands for 

Program Evaluation 

Review Technique. 

Nodes represent 

different tasks that 

will be completed 

within a project. 

They will often 

contain the task 

number or letter. 

Read the 

requirements 

given in the project 

brief for 

GameExchange123.  

Explain SMART 

Targets 

Specific 

Measurable 

Achievable 

Realistic 

Timely 
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interfaces and then 

give a written 

description as to 

how it meets 

different user 

needs. 

same time within 

each stage. 

Iterative 

methodology is 

when one set of 

requirements are 

analysed, designed, 

implemented, 

tested and 

evaluated before 

continuing to the 

next set of 

requirements 

Gatsby 4 

(Linking 

curriculum 

learning to 

careers) 

 

 

Year 10 Spring 2 

 24th February 2nd March 9th March 16th March 23rd March 

Context Component 1: Exploring user interface design principles and project planning techniques  
Learning aim B: Use project planning techniques to plan and design a user interface 

Topic/Unit Defining the project 

requirements 

Project constraints 

and risks 

Planning project 

timescales 

What is a design 

specification? 

Creating sketches and 

storyboards 

 

Knowledge/Skills Defining the project 

requirements: user 

requirements, output 

requirements, input 

requirements and user 

Project constraints 
and risks: time, 
resources, task 
dependencies, 
security and 

Planning project 

timescales: overall 

timescales, when 

tasks will be 

completed, key 

What is a design 
specification: user 
requirements, output 
requirements, input 
requirements and 

Designing the visuals: 

sketches and 

storyboarding 
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accessibility 

requirements 

 

contingency 
planning 

milestones and 

resources 

 

user accessibility 
requirements 

Assessment Notes taken by students 

in the lesson will be 

marked and annotated 

by the teacher. 

Feedback given to 

students at the start of 

the next lesson 

Notes taken by students 

in the lesson will be 

marked and annotated 

by the teacher. 

Feedback given to 

students at the start of 

the next lesson 

Notes taken by students 

in the lesson will be 

marked and annotated 

by the teacher. 

Feedback given to 

students at the start of 

the next lesson 

Notes taken by students 

in the lesson will be 

marked and annotated 

by the teacher. 

Feedback given to 

students at the start of 

the next lesson 

Notes taken by students 

in the lesson will be 

marked and annotated 

by the teacher. 

Feedback given to 

students at the start of 

the next lesson 
Literacy and 

Numeracy 

Identify which 

requirements from a 

project brief are user 

requirements, input 

requirements, output 

requirements and 

accessibility 

requirements. Explain 

the difference between 

them. 

Constraint is a 

limitation or restriction 

that you face while 

completing a project. 

Milestones are stages 

of a project by which 

time something should 

have been developed for 

a stage when a decision 

will be made. 

What is a design 

specification?  

What should you 

consider when creating 

the various elements of 

the specification?  

Why should these be 

considered at the design 

stage? 

What is the purpose of 

a storyboard and what 

features will it show? 

What are the benefits 

of using sketches and 

storyboards? 

Gatsby 4 

(Linking 

curriculum 

learning to 

careers) 

 

 

Year 10 Summer 1  

 13th April 21st April 28th April 4th May 11th May 18th May 

Context Component 1: Exploring user 
interface design principles and 
project planning techniques  

Component 1: Exploring user interface design principles and project 
planning techniques  
Learning aim C: Develop and review a user interface 
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Learning aim B: Use project planning 
techniques to plan and design a user 
interface 

Topic/Unit Defining the 

hardware, 

software and 

testing strategy 

 

Preparation for 

assessment: 

recap of Learning 

aim B  

 

Developing a 

functional user 

interface 

 

Showing the key 

aspects of a user 

interface 

 

Refining the user 

interface 

 

Reviewing the 

user interface 

 

Knowledge/Skills Defining the 
hardware, 
software and 
testing strategy 

Learning aim B: 

assessment 

practice 

 

Developing a 
functional user 
interface: showing 
the outputs, inputs 
and the 
navigational 
methods 

Showing the key 

aspects of a user 

interface: 

awareness of 

intended device, 

how the 

requirements 

have been met, 

the overall 

look/feel and the 

ease of use 

Refining the user 
interface: 
presenting the 
interface to 
potential users, 
gaining feedback, 
refining the 
interface, 
documenting 
changes 

Reviewing the 

user interface and 

what areas could 

be developed 

further  

 

Assessment Notes taken by 

students in the 

lesson will be 

marked and 

annotated by the 

teacher. Feedback 

given to students at 

the start of the 

next lesson 

     

Literacy and 

Numeracy 

Iteration is a new 

version of a piece 

of computer 

hardware 

or software.  

The command 

word create 

 means that you are 

required to use 

your own thoughts 
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A peripheral 

device is defined as 

a computer device, 

such as a keyboard 

or printer, that is 

not part of the 

essential computer 

(i.e. the memory 

and 

microprocessor). 

These auxiliary 

devices are 

intended to be 

connected to the 

computer and used. 

Bugs are flaws in 

computer programs 

or systems. 

and ideas to come 

up with something, 

often a solution to 

a problem. This 

means that you are 

required to use 

your own ideas to 

come up with a 

project plan that 

can be used to 

manage this project 

effectively. 

Make sure your 

design 

specification is in 

comprehensive 

detail to allow 

somebody to get 

enough information 

to understand how 

the user interface 

will look and work. 

Gatsby 4 

(Linking 

curriculum 

learning to 
careers) 

 

 

Year 10 Summer 2 

 1st June 8th June 15th June 22nd June 29th June 6th July 13th July 

Context Component 1: Exploring user interface design principles and project planning techniques  
Learning aim C: Develop and review a user interface 
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Topic/Unit Reviewing the 

project 

planning 

techniques 

Preparation for 
assessment: 
Recap of 
Learning aim C 

End of 
Learning aims 
B and C: 
formal 
assignment 

    

Knowledge/Skills Reviewing the 
project 
planning 
techniques and 
lessons 
learned 

Learning aim 

C: assessment 

practice 

 

Component 1: 
Learning aim B 
and C: formal 
assessment 

    

Assessment        

Literacy and 

Numeracy 

       

Gatsby 4 

(Linking 

curriculum 

learning to 

careers) 

 

 


