GRADE 10 COMPUTER STUDIES SCHEME OF WORK — TERM 3
Reference Material: Grade 10 Computer Studies Curriculum Design (KICD 2025)
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	Software Development
	Computer Programming Concepts
	By the end of the lesson, the learner should be able to:


a. Explain terminologies used in computer programming


b. Identify low-level and high-level programming languages


c. Appreciate the importance of programming languages in computing
	• Brainstorm the meaning of programming, programming language, syntax, source code, machine code, compiler, interpreter, assembler, and IDE


• Search print or digital resources for information on levels of programming languages (low-level and high-level)


• Present findings on language levels in class discussions
	Why are programming languages important in computing?
	• Grade 10 Computer Studies Curriculum Design


• Textbooks; digital devices


• Sample code snippets
	• Oral questions


• Written exercises


• Checklists
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	2
	Software Development
	Computer Programming Concepts
	By the end of the lesson, the learner should be able to:


a. Describe the evolution of programming languages across generations


b. Prepare a timeline showing major milestones in programming language development


c. Acknowledge technological growth in programming tools
	• Search for information on the historical evolution of programming languages from 1st to 5th generations


• Prepare charts showing evolution of programming language timelines


• Share ideas on how language evolution has simplified software creation
	How have programming languages evolved over generations?
	• Reference materials


• Wall charts


• Digital devices


• Timeline templates
	• Observation


• Portfolio entries


• Rating scales
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	3
	Software Development
	Computer Programming Concepts
	By the end of the lesson, the learner should be able to:


a. Categorise programming languages according to paradigms


b. Differentiate procedural, object-oriented, functional, logic, and event-driven paradigms


c. Value the choice of paradigm in software creation
	• Search print or digital media for information on programming paradigms (structured, procedural, object-oriented, functional, logic, event-driven)


• In groups, discuss and compare features of each paradigm


• Tabulate characteristics and sample languages for each paradigm
	How do programming paradigms influence software design?
	• Reference books


• Comparative charts


• Digital devices
	• Written assignments


• Group presentations


• Rubrics
	

	1
	4
	Software Development
	Computer Programming Concepts
	By the end of the lesson, the learner should be able to:


a. Create simple instructions to simulate low-level programming languages


b. Differentiate machine language from assembly language


c. Relate low-level instructions to hardware execution
	• Write simple instructions showing how machine language (binary/hex) and assembly language (mnemonics like MOV, ADD, SUB) operate


• Discuss the role of assemblers in translating assembly code into machine code


• Share experiences on low-level versus high-level code execution
	How are programming languages executed by a computer?
	• Sample assembly code sheets


• Reference guides


• Digital devices
	• Practical tasks


• Written tests


• Observation
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	1
	Software Development
	Program Development Overview
	By the end of the lesson, the learner should be able to:


a. Describe the stages of the program development cycle


b. Explain the role of each stage from problem definition to maintenance


c. Recognize systematic planning in software creation
	• Discuss the 7 stages of program development (problem definition, program design, coding, testing, implementation, documentation, maintenance)


• Analyze case scenarios to map requirements to program development stages


• Summarize key activities carried out during each stage
	How are computer programs developed?
	• Grade 10 Computer Studies Curriculum Design


• Development cycle charts


• Case study printouts
	• Oral questions


• Written tests


• Checklists
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	2
	Software Development
	Program Development Overview
	By the end of the lesson, the learner should be able to:


a. Describe essential characteristics of an algorithm


b. Write pseudocode using standard keywords to illustrate logical flow


c. Value logical structure in program design
	• Discuss characteristics of an algorithm (input, output, finite, definite, effective)


• Discuss keywords (start, variables, input, processing, output, end) used in pseudocodes


• Write pseudocode using standard keywords to illustrate logical flow for simple tasks
	Why are algorithms designed before coding?
	• Writing pads


• Pseudocode guides


• Digital devices
	• Practical writing tasks


• Peer review


• Observation
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	3
	Software Development
	Program Development Overview
	By the end of the lesson, the learner should be able to:


a. Identify standard flowchart symbols and their functions


b. Represent the logical flow of an algorithm using a flowchart


c. Appreciate visual models in algorithm representation
	• Discuss standard flowchart symbols (start/end, input/output, process, decision, repetition, continuation)


• Demonstrate how flowchart symbols are used to represent logical algorithms


• Draw flowcharts to illustrate sequential and decision processes
	How do flowcharts visually represent algorithmic logic?
	• Flowchart symbol stencils/charts


• Drawing paper


• Digital drawing tools
	• Diagram evaluation


• Written assignments


• Checklists
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	4
	Software Development
	Program Development Overview
	By the end of the lesson, the learner should be able to:


a. Design algorithms using pseudocodes and flowcharts to solve real-life problems


b. Formulate an algorithm on how traffic lights enhance road safety


c. Appreciate the importance of algorithms in problem solving
	• Write an algorithm using pseudocode and flowchart on how traffic lights enhance road safety


• In groups, design pseudocodes and flowcharts to solve every day real-life automation problems


• Share experiences on the significance of algorithms in problem solving
	How can algorithms be applied to solve real-life safety challenges?
	• Manila paper, markers


• Traffic light logic sheets


• Digital devices
	• Group presentation rubrics


• Portfolio assessment


• Peer review
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	1
	Software Development
	Identifiers and Operators
	By the end of the lesson, the learner should be able to:


a. Explain reserved words and syntax rules in programming languages


b. Identify high-level programming environments


c. Value syntax accuracy in writing code
	• Discuss reserved words (structure, syntax, error identifiers, data types) used in programming languages


• Explore high-level language environments (Python, C, C++, C#, Java, Ruby, Scratch, Swift, Go)


• Write basic code templates adhering strictly to language syntax rules
	What is the importance of syntax and reserved words in programming?
	• Computers/tablets


• High-level IDEs (e.g. Python IDLE)


• Reference manuals
	• Oral questions


• Practical checks


• Written tests
	

	3
	2
	Software Development
	Identifiers and Operators
	By the end of the lesson, the learner should be able to:


a. Declare variables and constants in a programming language


b. Assign appropriate data types to declared variables


c. Demonstrate precision when defining data elements
	• Watch a video clip demonstrating variable and constant declarations in high-level code


• Declare variables and constants in a high-level language assigning correct data types (integer, float, string, boolean)


• Practice using standard libraries in programming languages
	How are variables and constants declared in programming languages?
	• Video tutorials


• Computers/scripting environment


• Worksheets
	• Practical observation


• Code inspection


• Rating scales
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	3
	Software Development
	Identifiers and Operators
	By the end of the lesson, the learner should be able to:


a. Use input and output statements in a programming language


b. Write and execute a program that accepts user input and displays output


c. Connect interactive programming to real-life applications
	• Practice writing standard input and output statements in an IDE


• Write and execute a program on traffic control that accepts input (e.g. vehicle speed) and displays output (e.g. warning message)


• Verify program execution and output accuracy
	How do input and output statements facilitate user interaction?
	• Scripting environment


• Digital devices


• Sample code templates
	• Practical task evaluation


• Checklists


• Observation
	

	3
	4
	Software Development
	Identifiers and Operators
	By the end of the lesson, the learner should be able to:


a. Identify categories of programming operators


b. Explain operator precedence in expression evaluation


c. Value mathematical and logical accuracy in programming
	• Search for and discuss categories of operators (arithmetic, assignment, increment/decrement, relational, logical)


• Watch a video demonstrating the order of precedence in operator evaluation


• Evaluate complex arithmetic and logical expressions manually and verify rules
	Why is operator precedence critical in expression evaluation?
	• Operator reference charts


• Calculation worksheets


• Digital devices
	• Written tests


• Calculation exercises


• Oral review
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	1
	Software Development
	Identifiers and Operators
	By the end of the lesson, the learner should be able to:


a. Write and execute programs that involve the use of operators


b. Test expressions for expected outputs


c. Appreciate the role of identifiers and operators in programming
	• Write and execute computer programs that utilize arithmetic, relational, and logical operators


• Develop print or digital content to educate peers on the role of identifiers and operators in programming


• Debug operator syntax and logic errors in code snippets
	How do operators transform raw data in programming?
	• Computers/scripting tools


• Code exercises


• Reference sheets
	• Practical code execution


• Debugging rubric


• Checklists
	

	4
	2
	Software Development
	Control Structures
	By the end of the lesson, the learner should be able to:


a. Describe program control structures used in programming


b. Differentiate sequential, selection, and iteration control structures


c. Recognize control structures as flow control tools
	• Search print or digital resources for information on program control structures (sequential, selection, iteration) and their importance


• Draw conceptual execution path diagrams for sequence, branching, and looping structures


• Summarize findings on how control structures alter default linear execution
	What is the importance of control structures in programming?
	• Reference materials


• Digital resources


• Concept charts
	• Oral questions


• Written assignments


• Concept mapping
	

	4
	3
	Software Development
	Control Structures
	By the end of the lesson, the learner should be able to:


a. Select appropriate decision statements for problem solving


b. Construct boolean expressions for branching logic


c. Demonstrate logical reasoning in conditional selection
	• Watch a video showing how to use decision statements (if, if-else, nested if) in solving problems


• Practice writing boolean and compound expressions using relational and logical operators


• Solve conditional logic problems on paper before coding
	How are boolean expressions used in decision-making in code?
	• Video clips


• Problem sets


• IDE software
	• Problem-solving tasks


• Written tests


• Observation
	

	4
	4
	Software Development
	Control Structures
	By the end of the lesson, the learner should be able to:


a. Write and execute programs using decision statements


b. Implement decision rules for pedestrian road crossing based on traffic light signals


c. Value safety-oriented logic design
	• Write and execute programs that use decision statements to perform tasks, such as determining when to stop or cross the road based on traffic light signals


• Test programs with varied inputs to confirm correct decision branching


• Discuss how decision statements facilitate automated safety systems
	How do selection control structures enable dynamic decision-making?
	• Scripting environment


• Traffic light logic sheets


• Computers
	• Practical code evaluation


• Rubrics


• Peer review
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	Software Development
	Control Structures
	By the end of the lesson, the learner should be able to:


a. Write and execute programs using break and continue statements


b. Select appropriate loop control statements for iteration tasks


c. Appreciate code efficiency through looping
	• Write and execute programs using iteration structures (for, while loops)


• Incorporate break and continue statements in loop control structures to modify execution flow


• Share experiences on real-life applications of selection and iteration control structures
	How do iteration control structures prevent repetitive code writing?
	• Computers/IDEs


• Code worksheets


• Sample loop programs
	• Practical exercise grading


• Debugging check


• Observation
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	2
	Software Development
	Data Structures
	By the end of the lesson, the learner should be able to:


a. Describe types of data structures used in programming


b. Explain the purpose of lists, arrays, dictionaries, sets, tuples, classes, and ADTs


c. Acknowledge structured data organization in software
	• Brainstorm the meaning and use of data structures (lists, arrays, dictionaries, sets, tuples, classes, abstract data types)


• Discuss the importance of syntax and memory arrangement in data structures


• Tabulate features, syntax requirements, and uses of different data structures
	Why are data structures used in programming?
	• Reference texts


• Digital media


• Classification charts
	• Oral questions


• Written exercises


• Checklists
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	3
	Software Development
	Data Structures
	By the end of the lesson, the learner should be able to:


a. Declare and initialize single and two-dimensional arrays or lists


b. Access and modify array/list elements using indices


c. Demonstrate precision in list indexing
	• Watch a video clip on the declaration and initialization of single and two-dimensional arrays or lists


• Practice declaring 1D and 2D lists in code and accessing elements using row/column indices


• Demonstrate element insertion, replacement, and traversal
	How do multi-dimensional data structures organize complex data sets?
	• Video clips


• IDE environment


• Practice worksheets
	• Practical coding task


• Code inspection


• Rating scales
	

	5
	4
	Software Development
	Data Structures
	By the end of the lesson, the learner should be able to:


a. Differentiate key-value structures, sets, and immutable tuples


b. Write code examples using dictionaries, sets, and tuples


c. Select appropriate data structures for specific data needs
	• Write examples of lists, dictionaries (key-value pairs), sets (unique elements), and tuples (immutable items) in a programming language


• Compare mutability, ordering, and syntax differences across data structures


• Select optimal data structures for given data scenarios
	How do mutability and indexing differ across data structures?
	• Comparative summary sheets


• Scripting tools


• Computers
	• Written assignments


• Practical code review


• Checklists
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	Software Development
	Data Structures
	By the end of the lesson, the learner should be able to:


a. Write and execute programs that involve data structures


b. Perform data manipulation tasks using structured collections


c. Appreciate data structures in problem solving
	• Write and execute a computer program that involves the use of data structures to store and retrieve records (e.g. road safety logs or student marks)


• Share experiences with peers on the use of data structures in problem solving


• Debug data structure syntax and index errors
	How do data structures simplify real-world data collection management?
	• Computers/IDEs


• Project prompt sheets


• Reference guides
	• Practical project scoring


• Observation


• Code rubrics
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	Software Development
	Functions
	By the end of the lesson, the learner should be able to:


a. Explain the concept of modular programming


b. Differentiate built-in functions from user-defined functions


c. Value code reusability and modularity in software design
	• Search print or digital media for the meaning and importance of modular programming


• Discuss differences between built-in functions (e.g. print, len, sqrt) and user-defined functions


• Summarize benefits of modularity such as code reuse, debugging ease, and readability
	Why are functions useful in programming?
	• Reference books


• Digital resources


• Function syntax charts
	• Oral questions


• Written summary


• Checklists
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	Software Development
	Functions
	By the end of the lesson, the learner should be able to:


a. Describe the general syntax of a function


b. Explain parameter passing mechanisms and return types


c. Demonstrate accuracy in function definition layout
	• Discuss general syntax of a function (return type, function name, parameter list, function body)


• Search information on how functions communicate through parameter passing (formal parameters, actual parameters, return values, function signatures)


• Practice writing function headers and call statements
	How are functions defined and called in programming languages?
	• Worksheets


• Function structure diagrams


• Digital devices
	• Written tests


• Diagram labeling


• Oral review
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	4
	Software Development
	Functions
	By the end of the lesson, the learner should be able to:


a. Describe the scope of variables in a modular program


b. Differentiate local variables from global variables


c. Avoid variable scope errors in programming
	• Discuss and present the scope of variables in a modular program (local scope versus global scope)


• Trace code execution to observe variable accessibility, lifetime, and modifications across function blocks


• Identify common scope errors in modular code
	How does variable scope prevent unintended data modification?
	• Variable scope diagrams


• Code tracing sheets


• IDE software
	• Code tracing exercises


• Written assignments


• Observation
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	1
	Software Development
	Functions
	By the end of the lesson, the learner should be able to:


a. Write and execute programs involving built-in functions with parameters


b. Import and utilize standard library modules


c. Appreciate built-in library functions in software creation
	• Watch a video demonstrating how to use built-in and user-defined functions


• Write and execute programs involving the use of parameters in built-in functions and standard modules (e.g. math library functions)


• Verify computed results against theoretical expectations
	How do standard libraries extend program functionality?
	• Computers/IDEs


• Module documentation


• Sample scripts
	• Practical coding exercise


• Code check


• Checklists
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	Software Development
	Functions
	By the end of the lesson, the learner should be able to:


a. Write and execute programs featuring user-defined functions


b. Pass parameters into user-defined functions and return values


c. Demonstrate self-efficacy in creating custom functions
	• Write and execute programs that involve the use of parameters in user-defined functions


• Implement return statements to pass calculated values back to calling code


• Test custom functions with varied arguments and verify outputs
	How do user-defined functions enable custom program abstraction?
	• Computers/IDEs


• Practice coding prompts


• Reference sheets
	• Practical code evaluation


• Rubrics


• Peer assessment
	

	8
	3
	Software Development
	Functions
	By the end of the lesson, the learner should be able to:


a. Apply modular design to create a multi-function program


b. Sensitise peers on the importance of modular programming


c. Appreciate teamwork in building modular software
	• Work in groups to build a modular program solving a multi-step problem (e.g. traffic data processing or grading module)


• Sensitise community members and peers on the importance of modular programming during computer club activities


• Display modular code structure for peer feedback
	How does modularity simplify collaboration in software development?
	• Group project sheets


• Scripting environment


• Computers
	• Project portfolio


• Group presentation


• Rubrics
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	Software Development
	Strand Review
	By the end of the lesson, the learner should be able to:


a. Summarize key learning outcomes across Sub-strands 3.1 to 3.6


b. Solve consolidation questions on software development concepts and coding


c. Relate systematic review to software quality assurance
	• Review mind-maps and revision summary charts covering programming concepts, algorithms, syntax, control structures, data structures, and functions


• In pairs, quiz each other using question cards on key software development terminology and coding procedures


• Clarify misconceptions with teacher guidance
	What core competencies have been acquired across Strand 3.0?
	• Revision cards


• Mind maps


• Digital summary slides
	• Written quiz


• Oral review


• Checklists
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	Software Development
	End of Term Assessment
	By the end of the lesson, the learner should be able to:


a. Complete written examination questions covering Grade 10 Term 3 Computer Studies content


b. Demonstrate accurate mastery of programming concepts, algorithms, and logic


c. Value personal integrity and honesty during examinations
	• Sit for the written End-of-Term Computer Studies Examination covering Sub-strands 3.1 through 3.6 under supervised test conditions
	How effectively can we demonstrate theoretical understanding of software development?
	• Grade 10 Term 3 Examination papers


• Answer booklets
	• Written examination score
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	2
	Software Development
	End of Term Assessment
	By the end of the lesson, the learner should be able to:


a. Complete practical programming assessment tasks in the computer lab


b. Execute accurate code meeting specified algorithm requirements


c. Display confidence in practical problem solving
	• Undertake practical hands-on computer laboratory examination involving pseudocode implementation, control structures, data structures, and function coding
	How competently can we construct and execute code in a practical environment?
	• Computer laboratory


• Practical exam files


• IDE software
	• Practical lab exam rating


• Code output evaluation
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	Software Development
	End of Term Assessment & Feedback
	By the end of the lesson, the learner should be able to:


a. Review performance in written and practical End-of-Term Computer Studies examinations


b. Identify areas of strength and address specific learning gaps


c. Connect constructive feedback to continuous skill polishing
	• Go through marked examination scripts and practical code files with the teacher


• Discuss marking schemes, correct misconceptions, and record reflection points in learning portfolio journals
	How can assessment feedback help us improve our programming skills?
	• Marked exam scripts


• Model solutions


• Marking schemes


• Portfolios
	• Correction review


• Portfolio update check
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	Software Development
	Project Archiving & Lab Closing
	By the end of the lesson, the learner should be able to:


a. Archive programming project files safely on local and remote storage


b. Clean and secure computer lab hardware in preparation for school closure


c. Relate responsible facility management to digital stewardship
	• Back up all code projects and portfolio files to USB drives or remote storage


• Shut down computers properly, cover hardware, clean workstations, and organize the computer store


• Consolidate project portfolios for final end-of-term scoring
	How do we safely secure digital assets and lab infrastructure as the term concludes?
	• Storage media


• Computer lab facilities


• Project portfolios
	• Lab inspection checklist


• Portfolio completion score
	



