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THE BUSINESS & COMPUTING DEPARTMENT 
Year 9 Business & Computing Curriculum  

Year 9 
Autumn Term 

Computer Science - Computer Systems 
What are the purpose and components of the CPU? 
What factors affect the speed of a CPU? 
How does the CPU operate? 
What is memory, how are the main types of memory employed ad what are their features? 
What is a computer system? 
What are the key components in a computer system? 

Source of 
knowledge Teacher, BBC Bitesize,  Video clips including https://www.bbc.co.uk/bitesize/clips/ztgw7ty 

Knowledge 

1 Purposes and components of the CPU. 

The purpose of the central processing unit, more commonly 
referred to as the CPU is to process data. The CPU is where 
processes such as calculating, sorting and searching take place. 
Whatever is done on our computers the CPU has processed the 
data we use. 

The CPU is made up of three main components, the control unit, 
the immediate access store and the arithmetic and logic unit. 

The control unit 

The control unit controls the flow of data within the system. 

The control unit controls and monitors communications between 
the hardware attached to the computer. It controls 
the input and output of data, checks that signals have been 
delivered successfully, and makes sure that data goes to the 
correct place at the correct time. 

Immediate access store 

The immediate access store is where the CPU holds all the 
data and programs that it is currently using. The immediate access 
store is often referred to as the registers in the CPU. 

Arithmetic and logic unit 

Students will apply 
the knowledge by;  
 
 
 
 
 
 
 
 
Class discussion, 
completing 
worksheets, low 
steaks MQC 
assessments. 
 
Students will use and 
extend a quiz written 
in Python or Scratch 
 
 
 
 
 
 
 
 
 
 
 
 

https://www.bbc.co.uk/bitesize/clips/ztgw7ty
https://www.bbc.co.uk/bitesize/clips/ztgw7ty


The arithmetic and logic unit (ALU) is where the CPU performs the 
arithmetic and logic operations. Every task that your computer 
carries out is completed here. The ALU’s operations fall into two 
parts: 

the arithmetic part, which deals with calculations, e.g. 1 + 2 = 3 

the logic part, which deals with any logical comparisons, e.g. 2>1 

 

2 CPU speed 

A computer’s speed is heavily influenced by the CPU it uses. There 
are three main factors that affect how quickly a CPU can carry 
out instructions: 

1. clock speed 
2. cores 
3. cache 

Clock speed 

CPUs can only carry out one instruction at a time. 

It might seem like CPUs can perform many instructions 
simultaneously, however, the CPU is able to carry out instructions 
at such speed that it can seem like it is simultaneous. 

The speed at which the CPU can carry out instructions is called the 
clock speed. This is controlled by a clock. With every tick of the 
clock, the CPU fetches and executes one instruction. The clock 
speed is measured in cycles per second, and one cycle per second 
is known as 1 hertz. This means that a CPU with a clock speed of 2 
gigahertz (GHz) can carry out two thousand million (or two billion) 
cycles per second. 

The higher the clock speed a CPU has, the faster it can process 
instructions. 

Cores 

A CPU is traditionally made up of a processor with a single core. 
Most modern CPUs have two, four or even more cores. 

A CPU with two cores, called a dual core processor, is like having 
two processors in one. A dual core processor can fetch and execute 
two instructions in the same time it takes a single core processor to 
fetch and execute just one instruction. A quad core processor has 
four cores and can carry out even more instructions in the same 
period of time. 

The main downside of using quad core processors is that they are 
more expensive to design and make, and they also use more power 
than single or dual core processors. Another disadvantage is that 
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the instructions have to be split up to decide which core will 
execute them and the results have to be merged together again at 
the end, which slows the processor down a little. 

Cache 

A cache (pronounced ‘cash’) is a tiny block of memory built right 
onto the processor. The most commonly used instructions 
and data are stored in the cache so that they are close at hand. The 
bigger the cache is, the more quickly the commonly used 
instructions and data can be brought into the processor and used. 

3 The fetch-execute cycle 

The basic operation of a computer is called the ‘fetch-execute’ 
cycle. The computer fetches the instruction from its memory and 
then executes it. This is done repeatedly from when the computer 
is booted up to when it is shut down. 

Fetching the instruction 

The first step the fetch-execute cycle carries out is fetching the 
instruction. The CPU fetches this from the main memory (RAM) and 
stores it in the CPU temporary memory, the immediate access 
store (the registers). 

Decoding the instruction 

Once the instruction has been fetched, the CPU will need to 
understand the instruction to action it. This is called decoding. 

Executing the instruction 

When the instruction has been decoded, the CPU can carry out the 
action that is needed. This is called executing the instruction. The 
CPU is designed to understand a set of instructions - the instruction 
set. 

A single command of program code might require several 
instructions.  

4 Memory 

The CPU only has a very small amount of memory to hold the data 
and instructions actually being processed from moment to 
moment. In order to make a computer system effective additional 
memory is needed to expand this.   

The two most significant types of memory are RAM and ROM. 

RAM stands for Read Only Memory and is also sometimes referred 
to as Main Memory. It holds the data and programs currently being 
used. It is volatile, meaning its contents are lost once the power is 
turned off. The more RAM available in a computer system the 
more programs and data can be held meaning you can have lots of 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



applications running at once without losing performance. The 
contents of RAM change as you open new applications or alter the 
information in them. 

ROM stands for Read Only Memory. It holds the bootstrap, the first 
instructions a computer needs when turned on to start it up, the 
BIOS. ROM is non-volatile, its contents remain when power is 
turned off. The contents of ROM are placed in it by the 
manufacturer and are not usually changed. 

5 Computer Systems and devices 

A computer system is an information processing machine. 
Computers systems process data to produce information. 

Types of Computer Systems 

There are two over-riding classifications of computer system; 
general purpose and dedicated. 

General purpose computer systems can perform different types of 
tasks (depending on which programs are installed). The same 
computer can operate over a few hours as a typewriter, desktop 
publishing studio, sound editor, video editor, accounts tracker, e-
mail sender, Internet browser, etc. A personal computer is a good 
example of general purpose computers.  

Dedicated (special purpose) computer systems is built to handle a 
specific task, it can perform that task only and no other. Thus we 
can find a variety of dedicated computers performing a wide 
variety of tasks, for example an ATM, digital camera, mobile phone, 
washing machine, video games, autopilots etc. all have an 
embedded computer which controls them. Special purpose 
computers have the same basic components of input, output, 
processing and storage as general purpose computers. 

Reasons for using a computer system 

• There are many reasons for using computer systems: 
• Computers can work much faster than humans; 
• Computers never get tired or need a rest; 
• Computers can do jobs that it would be dangerous for a 

human to do; 
• Computers can store large amounts of information in a very 

small space; 
• Computers can find information very quickly; 
• Computers never lose or misplace information. 

Data & Information 

Data is any collection of numbers, characters or other symbols that 
has been coded into a format that can be input into a computer 
and processed. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Data on its own has no meaning, or context. 

It is only after processing by a computer that data takes on a 
context and becomes information. 

There are many types of data 

All data ends up being stored as a series of numbers inside the 
computer. 

Data can be input to the computer by the user in many different 
ways. 

The main types of data that can be input into a computer and 
processed are numeric, text, dates, graphics and sound. 

The stages of computing 

The three stages of computing are input, processing and output. 

A computer works through these stages by ‘running’ a program. A 
program is a set of step-by-step instructions which tells the 
computer exactly what to do with input in order to produce the 
required output. 

Input 

This stage of computing is concerned with getting the data needed 
by the program into the computer. 

Input devices are used to do this. 

Process 

The instructions about what to do with the input are contained in a 
program. 

During the processing stage the computer follows these 
instructions using the data which has just been input. 

What the computer produces at the end of this stage is called 
output. 

The CPU carries out the processing. 

Output 

This stage of computing is concerned with producing the processed 
data as information in a form that is useful to the user. 

Output devices are used to do this. 

Components of a computer system 
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The sets of instructions that humans give computers systems are 
called programs or software. 

Software that carries out a particular type of task for a user is often 
called applications software. 

Hardware is the name that is given to any part of a computer that 
you can actually touch. An individual piece of hardware is called 
a device.  

Input devices 

An input device is any piece of computer hardware used to provide 
data to a computer system. Examples include: 

• keyboard 
• mouse 
• scanner 
• digital camera 
• webcam 

Output devices 

An output device is any piece of computer hardware used to 
communicate the results of data that has been 
processed. Examples include: 

• monitor 
• printer 
• speaker 
• headphones 

Storage devices 

A storage device is a piece of computer equipment which can 
be used to store data. Examples include: 

• hard disk drive 
• DVD drive 
• USB stick 

5 Memory 

A computer stores data using several different methods. Memory, 
also referred to as primary storage, typically refers to storage that 
is directly accessible by the computer's CPU.  

ROM or Read Only Memory is a type of non-volatile memory which 
means it keeps its data even if the power is turned off. However 
typically data in ROM cannot be changed. Computers use ROM 
memory when starting up and contains just enough instructions to 
get the computer going.  

RAM or Random Access Memory is a high-speed storage medium 
that can be accessed with minimal delay. Because the RAM is 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



connected directly to the CPU, the CPU can access data stored in 
RAM very quickly. For this reason, RAM is used to store data loaded 
by active programs and the operating system. RAM is a type of 
volatile memory because it will lose its data if the power is turned 
off. Virtual Memory is stored in secondary storage, typically on the 
hard drive and is used when the RAM is full. Because the hard drive 
is much slower than the RAM it takes the CPU much longer to get 
to this information. 

RAM is extremely important to the efficiency of a computer 
system. Too little can lead to sluggish performance. However, 
installing massive amounts doesn’t mean your device will run 
blazingly fast. RAM is only part of the overall equation. Having 
enough RAM does matter and having RAM that isn’t slow is 
important, especially for complicated image or video editing tasks 
and playing games.  

As with any computing device, the slowest component typically 
limits performance, so slow memory can hold you back if it’s the 
worst part of your configuration.  

When it comes to improving your system’s overall performance, 
you need to consider the costs involved. A faster CPU or graphics 
card will typically make a bigger impact on your system’s overall 
speed than faster memory. Upgrading from a hard drive to an SSD 
should also be considered. The move to an SSD speeds up the 
slowest storage component on your system by a huge margin and 
contributes massively to making it feel snappier. 
 

Vocabulary 

Process, data, central processing unit (CPU), components, control unit, immediate access 
store (IAS), arithmetic and logic unit (ALU), input, output, registers, instructions, clock 
speed, core, multi-core, cache, hertz (Hz), gigahertz (GHz), fetch execute cycle, decode, 
execute, main memory, random access memory (RAM), computer system, device, 
component, general purpose system, dedicated system, data, information, software, 
hardware, storage, memory, read only memory (ROM), volatile, non-volatile, virtual 
memory, primary storage, secondary storage, performance, efficiency. 

Assessment 
Focus  

Low stakes MCQ assessments 
Quiz program 
End of unit test, including MCQs and simple GCSE style questions.. 

 

 

 

 

Year 9 
Autumn/Spring Term 

Unit 2 User Interfaces 

Source of 
knowledge  Student booklet. 



Knowledge 

User Interfaces  
 
A user interface is the software that sits between humans and devices.  It 
allows the user to operate a device, carry out tasks and access content 
 
Humans are the individuals that use a device.  A device can be used by a 
small group of users within an organisation or by millions of users across 
the world.  It is important to recognise that users that may have 
different: 

1. Accessibility needs 
2. Skill levels 
3. Demographics 

 

Software is the part of the user interface that allows the user to enter 
commands into a device.  This may include: 

4. Menus  
5. Forms 
6. Voice  

 

Within interfaces the software is used to facilitate human device 
interaction.  There are a number of ways this can work: 

7. Intuitiveness – The interface may use prompts for inputs 
and clear output improves ease of use.  By making a system 
intuitive it makes it easy to use. 

8. Error reduction – The interface identifies what you 
can/can’t do to prevent mistakes.  This might be a 
validation check on a form. 

9. Productivity – The interface will be designed to make 
interactions simple.  The simpler the interaction, the 
quicker it is to perform tasks.  

Types of user interfaces 

There are many different types of user interface. 

Command Line Interface a text interface works by the user entering 
specific commands with the keyboard.  When these have been entered 
the user interface will respond. 

Features of text interfaces 

• The user interfaces made up of text and does not contain 
any graphics 

• The user enters commands with a keyboard 
• The user interface will respond instantly with an output 
• Text interfaces do not require powerful hardware as they 

don’t contain graphics. 

 

Students will apply 
the knowledge by;  
 
 
Completing the tasks 
in the lesson 1 
booklet and the 
homework activity. 
Specifically, by 
applying the 
knowledge to their 
use of digital devices 
and user interfaces to 
complete activities. 
 
 
 
 
 
 
                                                                        
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Completing the tasks 
in the lesson 2 and 3 
booklet and the 
homework activity. 
Students will identify 
strengths and 
weaknesses of each 
type of interface and 
then be able to 
demonstrate that 
they can select and 
justify the choice of 
user interface for a 
given situation. 
 



Menu Interfaces. A menu interface is a way of selecting options by 
clicking on a graphic on the device screen.  When a selection is made 
either an additional menu will be displayed or a command executed. 

Features of menu interfaces 

• The user interface displays a list of options for the user to 
select. 

• It can pop down, up, across or take up the whole screen. 
• It can be cascading, which means when the user selects an 

item, another sub menu can appear. 
• All options listed within a single menu are usually related to 

each other. 

Graphical User Interfaces (GUI). A graphical user interface allows users 
to interact with devices through icons and other visual features. 

Features of GUIs 

• It’s a visual interface and therefore made up of graphics. 
• Users can navigate around the user interface logically. 
• Contains icons for users to select. 
• Contains menus to display options for users to select.  
• Requires powerful hardware as it has to process graphics 

containing millions of pixels 

 

 

Sensor Interfaces. Sensor interfaces have commonly been used in the 
home, but this technology is increasingly being used in personal devices. 

Features of sensor interfaces 

• They have built in sensors that are constantly monitoring 
what is happening around the device. 

• When a certain condition is met, the interface will 
automatically trigger something to happen.  For example, 
an alarm may sound if the sensor has detected somebody 
inside a house. 

Speech interfaces 

Also known as natural language interfaces speech interfaces are 
becoming increasingly popular in the home and respond directly to voices 
and sound. 

Features of speech interfaces 

• They allow users to input commands using their own voice 
• They use a built in microphone that will listen for the user 

to say different commands 
• They often connect to the internet to find out information 
• They respond to the user through speakers 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Choosing an interface 

There are different factors that should be considered before choosing a 
user interface. 

1. Performance  
This is important as you need to consider how quickly it 
allows you to complete tasks.  For example, a restaurant 
will need a user interface that enable staff to quickly enter 
orders at busy times. 
 

2.  User requirements 
Consideration needs to be given to the tasks that the 
interface is going to be expected to carry out. Sometimes it 
might be difficult to find an interface that would work best 
for all tasks so you may need combine elements of more 
than one type or compromise on some areas of 
performance.  
 

3. Ease of use 
A user interface may be efficient at completing tasks; 
however, if the user is not able to operate the interface 
easily, then they may not engage with it.  It is important 
that user interfaces are intuitive. 
 
 
 

4. User experience 
Different users will have varying levels of experience using 
devices.  For example, a user interface for a games console 
is going to look very different to a user interface of a 
learning device for 2-5 year olds. 
 

5. Accessibility 
Some users may have different accessibility needs including 
visual, hearing and speech needs. When selecting an 
interface, you would need to consider of all needs can be 
met by using it or, can if it is customisable to meet them. 
 

6. Storage space 
The amount of storage space will often determine what 
type of user interface can be used and what features it will 
have. 

• A GUI is very easy to use but requires a lot of storage 
space. This is because they tend to be complex and 
have to store lots of files. 

• A Speech based interface is easy to use but requires 
a lot of storage space as it needs to store every 
possible human word with different pronunciations.  

• A text interface is not very easy to use but will only 
tale up a small amount of storage space.  

 
 
 
 
Completing the tasks 
in the lesson 4 
booklet. Students will 
be required to use the 
knowledge to make 
informed decisions 
about the 
appropriateness of 
user interfaces in 
given situations.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

The impact of hardware and software on choice of interface 

Every device will have a set of hardware and software, which will impact 
on the type of user interface that can be used and what features it has. 

Operating system (OS) 

Every device will have an operating system such as Microsoft Windows, 
Apple iOS, Android or Linux.  This is the software that allows you to use a 
device. 

User interfaces are also software and are developed in code. They must 
be compatible with the OS that they are going to run on.  If you create 
code that an OS does not understand then it will not be able to run the 
code. 

For example, if you were to develop an app using Apple Developer then 
this will only be compatible with Apple iOS and not alternative platforms 
such as Android.   

Display type and size 

Almost all interfaces need to make use of a display or a screen.  Can you 
think on one that doesn’t?  The display size will impact on the type of 
user interface that can be used, for example a small watch screen may 
make use of a menu interface as there will be limited space to display 
graphics. 

The type of display will also impact on how the user interacts with the 
interface.  If the display has a touchscreen, then the user can use their 
finger to tap on the options that they want.  However, some options such 
as menu options may need to be bigger to allow the user to select them 
without selecting other options.  If there is not a touch screen, then the 
user will most likely use a mouse.  

 

Method of user input 

Different devices have different ways of allowing users to input 
commands.  This will often depend on the size of the device.  Larger 
devices such as desktop computers often have several ways of inputting 
commands.  However smaller and more portable devices may only have 
one method of inputting commands.  

Interface design principles 

Use of colour 

The use of colour in your user interface can have practical and emotional 
implications for the user. Different colours will evoke differing responses. 

House style 

Most organisations have their own house style.  House styles ensure 
consistency so that users can easily recognise the organisation.  One 
element of house style is the colours that are used.  

Use of font styles and sizes 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Completing the tasks 
in the lesson 5 
booklet and the 
homework activity.  
Students will evaluate 
and annotate a given 
user interface 



The font is the design of the text used. The choice of font needs to be 
clear at all times.  There are some simple rules to follow. 

1. Use appropriate font types 
When choosing which font to use, it is important to pick the 
most suitable for the purpose.  There are loads to choose 
from and they can usually be described as “Serif” or “Sans-
serif”.  Sans-serif fonts are a great choice for onscreen text 
and serif fonts are better suited to printed text. 
 
Given the rise of internet and the importance of online 
presence many organisations have adapted their use of font 
to incorporate a Sans-serif font. 
 

2. Avoid decorative fonts 
Decorative fonts are usually serif fonts.  They are used 
creatively and are generally designed for small amounts of 
large text.  This is because they can be difficult to read.   
 

3. Ensure the font style and size are readable 
As well as the choice of font. It is also important to ensure 
that the size of the font is readable.  A font size that is clear 
to you may not be clear to other people.  The font you pick 
should not be too big as this will reduce the amount of text 
you can fit onto a screen and may increase the amount of 
scrolling the user has to do.  

 

commenting on the 
appropriateness of 
the design features 
deployed.  
 
From here learners 
will work for a 
number of weeks to 
apply the knowledge 
and complete 
planning 
documentation and 
designs for, build and 
evaluate a user 
interface following a 
design brief.  

Vocabulary Interface, hardware, software, intuitive, accessibility, Command line, GUI, Serif, Sans-serif, House 
style, operating system, productivity, demographics, performance. 

Assessment 
Focus  

Low stakes lesson by lesson recall activities 
Interface designed and created against the set brief 
End of unit test 

  



 

Year 9 
Spring / Summer Term 

Year 9 - Unit 3 Introducing Business 

Source of 
knowledge Summer Half Term One 

Knowledge 

 

 

 

Why do we need businesses and what part do they play in our society? 

 
 
 
 
 
 
 
 
 
 
The role of business enterprises and the purpose of business activity 
which is to: 
1. to produce goods or services 
2. to meet customer needs 
3. to add value: convenience, branding, quality, design, unique 
selling points. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
The three main questions to ask about new businesses and new 
business ideas are: 
 

• Why? 
• Who? 
• How? 

 

Students will apply 
the knowledge by;  
 
 
 
Students will consider 
what businesses they 
come into contact 
with on a daily basis.  
The idea is to raise 
awareness of the 
number of businesses 
that they rely upon 
and the role that they 
play to support our 
society. 
 
Students will conduct 
an investigation of a 
small local business 
that they are familiar 
with and that they 
think is successful.  
They will try to come 
up with the factors 
that has led to the 
success of the 
business such, 
reputation, quality, 
choice, convenience, 
price, customer 
service & location.  
Students will consider 
what evidence there 
is to support their 
conclusions e.g. look 
at on line reviews, 
business website, 
maps etc. 

 
Students will try and 
relate these questions 
to the business that 
they have been 
studying. 

 



 
 
What are customers wants and needs? 
 

• Price 
• Quality 
• Cost 
• Convenience 

 
 
Market research is how we find out about what our potential customers 
want and need. 
 
 
 

 
 
Students will consider 
in more detail the 
wants and needs of 
customers. 

 
 
 
Students will learn 
that market research 
is an important way of 
finding out what 
customers want and 
need.  Students will 
be a sked to think of 
their own idea for a 
small business. They 
will then learn how to 
construct a market 
research survey or 
this business idea. 
Students will carry out 
their survey and then 
produce a word 
processed report 
including graphs and 
analysis to present 
their findings. 

 
 
 
 

Vocabulary 

Business, business activity, good & services, customer needs, needs & wants, add value, 
convenience, branding, quality, design, unique selling points, Why?, Who?, How?, price, quality, 
cost, convenience, market research 
 
 

Assessment 
Focus  

Research report 
Survey and report 
End of unit test, simple GCSE style questions. 

 

 


