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3.7 Suggested teaching plan

The suggested teaching plan indicates the minimum content to be covered per term. The sequence of the content or 

topics listed per term is not prescribed. Teachers should design their own work schedules (or use/adapt the work 

schedule provided in their textbook) to teach the content per term in appropriate sequence and pace.

The sub-topics presented in the term plans should not be seen as stand-alone topics. Relevant sub-topics or content 

should be presented in an integrated manner. Integrating the topics in the lesson presentation should flow naturally 

due to the nature, links and ‘overlap’ of the content. Some content from one sub-topic may strengthen and underpin 

the content of another. This approach should be applied throughout the three-year curriculum.

It is important that the specific technologies in the teaching plans are revised at regular intervals to phase out old 

technologies and to include new technologies. 

As the length of terms varies from one year to another, the teaching plan/work schedules should be adapted 

accordingly on a year-to-year basis.

3.7.1 Grade 10

Grade 10: Term 1 - 10 weeks/40 hours

Systems Technologies: Basic concepts of computing (± 1 week/4 hours)

communication

- Hardware vs software

- Common/generic physical components of a home computer system: input (keyboard, mouse), storage (hard drive), 
processing (CPU and RAM), output (monitor, printer) and communication (modem/router)

- Common/generic non-physical components of a home computer system: system software (operating system) and 
application software

o Generic/common examples and uses

- Concept of interdependency of hardware and software

purpose and uses

- Differentiate between the types of computers in terms of primary uses, processing power and size

- Categorise computers/classification of computers in terms of portability/mobility, processing power and usage

- Information processing cycle: input, processing, output, storage, communication

- Transition from raw data to processed/organised information

- Overview of uses and examples of information within an organisation

- Overview of a general model of an ICT system: convey, manipulate and store data

- Example of an ICT system (familiar context, e.g. point-of-sales system, cell phones) 
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Grade 10: Term 1 - 10 weeks/40 hours

Data and Information Management: Data representation and storage (±2 weeks/8 hours)

- Conversion between:

o binary and decimal and vice versa 

o decimal and hexadecimal and vice versa

- Overview of digital character representation, e.g. ASCII/UTF-8, Unicode

- Files, databases

- Reasons for data storage 

- Organising files

- Files, folders and drives

- File specification: drive, path, filename, file extension

- File manager

- Hierarchical structure

- Reasons for having a file structure

- Manipulating files and folders

- File-naming conventions

- Common file types and extensions (association)

o Archived and compressed

o Forms of text files 

o Database, spreadsheet, presentations and word processing documents

o Graphic files, movie, sound and animation files

o Font files

o Source code 

o Object code, executable files, shared and dynamically linked libraries

- Saving as another type/version and exporting between file types

Social Implications (±½ week/2 hours)

copyleft

- Reasons for the digital divide 
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Grade 10: Term 1 - 10 weeks/40 hours

Solution Development: Introduction to Algorithms (±2 weeks/8 hours) Notes

paper jet, recipe to bake a cake

- Devise an algorithm/basic instructions to complete similar tasks

- Use a tool, e.g. basic flowchart to describe a task

- Interpret a basic flow chart 

- Determine smallest, largest value of more than two values

- Swapping values

- Determining aggregates, e.g. sum

- Basic calculations such as calculating area, volume, VAT

- Determine whether a number is even 

- Determine whether a number is a factor of another number 

The purpose of this section is to 
serve as an introduction to solution 
development to develop the learner’s 
computational thinking practices of 
algorithm development, problem 
solving and programming using 
everyday scenarios.

Exploring algorithms to solve 
generic problems will enable a 
learner to use similar principles to 
devise algorithms for new problems 
or situations. It will also enable 
the learner to identify the types of 
problems requiring certain generic 
algorithms.

Investigating specific algorithms 
should provide the learner with the 
opportunity to explore various ways 
to solve the same problem by using 
different principles or tools.

Solution Development: Introduction to solution development using an 
Introductory Graphical Programming Tool (±4½ weeks/ 18 hours)

Notes

- Global variables vs local variables

calculations done in other subjects

in an integer number, finding the smallest/biggest of two numbers, determine if a 
number is a factor of another number, determine if a number is even

- Sensing events/actions and responding programmatically

The purpose of this section 
is to introduce programming 
environments and associated 
terminology using animated 
characters as objects and to 
explore the nature of objects, i.e. 
their state and behaviour. Through 
properties, methods (scripts) and 
events (triggers), explore “event-
driven programming” and the role of 
messaging in OOP. 

Formal Assessment (PoA): Reporting

1 practical test + 1 theory test covering content taught to that point Add raw marks and totals of the 2 
tests and convert to percentage to 
determine term mark
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Grade 10: Term 2 - 10 weeks/40 hours, including examination (2 weeks)

Systems Technologies: Basic concepts of hardware (± 1 week/4 hours)

o Alternative keyboards, pointing devices, touch screens, touch-sensitive pads, pen input, game controllers, digital 
cameras, video input, scanners, reading devices, data collection devices, biometric input, toy/electronic device 
interfaces

o Transfer/synchronise between computer and phone

o Display devices, printers, data projectors, interactive whiteboards, toy/electronic device interfaces

o Concepts regarding quality of output and speed where applicable

o Hard drives (fixed and portable), USB flash drives, U3 smart drive, solid state drives, memory cards, optical disks, 
DVD and Blu-ray drives and media

o Capacity, portability, use

- System unit (processing: CPU and RAM)

o General function of CPU and RAM

- Communication devices (modem/router)

o General function 

- Identify ports and connectors and their purpose: USB, Firewire

- Categorise hardware according to input, output, storage, processing and communication devices

Systems Technologies: Basic concepts of system software (± 1 week/4 hours)

- Operating system

o Types of operating systems (also associate with types of computers), e.g. stand-alone, network, embedded

o Examples of common operating systems

- Utility programs

o Generic/common examples 

- Purpose of device drivers

Social Implications (±½ week/2 hours)
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Solution Development: Software Engineering Principles (±1½ week/6 hours) Notes

(Polya, G., 1957)

- Understand the problem (task/problem description or scenario/user stories)

o State in own words

o Clarity on what needs to be done

- Devise a plan/algorithm (storyboard - visual or textual)

o Look for patterns

o Look at related problems, known solutions

o Examine simpler or special cases

o Make a table, create diagram, use guess and check, work backwards, identify sub-
goal

- Carry out the plan/implement the algorithm (write the code)

- Look back/test (see if it works)

- User stories (written by the client and provide the requirements)

- Noun-verb analysis of user stories

o List of nouns provides identification of objects and state

o List of verbs provides identification of behaviour

The purpose of this section 
is to teach problem-solving 
procedures and techniques.

(description of the story or 
problem/task statement)

(state-transition-diagram), 
textual (algorithm) or flow 
chart (how to go about 
creating the animation/
solving the problem)

code

(write the program)

Solution Development: Introduction to solution development using an Introductory 
Graphical Programming Tool (±4 weeks/ 16 hours)

Notes

- String operators such as concatenate/combine strings

- String operations such as comparing strings

forever)

calculating square root

Implement algorithms to 
solve general computing 
problems in similar 
categories to those given 
below:

biggest of more than two 
numbers

number is a prime number

(LCM), greatest common 
divisor (GCD)

in a string

animation

drawing

Assessment (PoA): Reporting

1 test + 1 examination (1 practical paper + 1 theory paper) Add raw marks and totals 
of the test and two papers 
and convert to percentage to 
determine term mark
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Grade 10: Term 3 - 10 weeks/40 hours

Communication Technologies: Networks (±½ week/4 hours)

productivity, leisure

- Types of cabling and components

- Types of transmitters and components

Communication Technologies: Electronic Communications (±½ week/2 hours)

- E-mail, web browser, File Transfer Protocol (FTP), instant messaging, chat rooms, video conferencing and Voice over 
Internet Protocol (VoIP), RSS aggregator, weblog, text, picture and video messaging - examples

- Uses of e-mail

- E-mail accounts (Internet Service Provider (ISP) and web-based)

- E-mail addresses

- Use e-mail

Systems Technologies: Computer Management (±1 week/4 hours)

- Management of desktop

- Management of files and folders

- General housekeeping tasks

- Defragmentation 

- Scheduling/updating

- Archive, backup

- Compress/decompress files

- Security features - firewall, anti-virus, control of spyware, adware

- Installing/uninstalling software (custom and full installation, product keys, activation codes)

- Add devices/drivers

- System settings and properties
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Grade 10: Term 3 - 10 weeks/40 hours

Internet Technologies: Internet and WWW (±1½ week /± 6 hours)

- Describe the Internet 

- Internet addresses - Internet protocol (IP) addresses and domain names

- Internet Service Providers (ISPs), wired and wireless connections

- Describe the WWW

- Web address/uniform resource locater (URL)

- Web page and website

- Types of websites, their purpose/what they offer and examples

o Portal, news, informational, business, weblog (blog), Wiki, online social network, educational, entertainment, advocacy, 
web application, content aggregator, personal

- Content (e.g. organisation of content and working links)

- Examples of web browsers

- Examples of search engines

- Performing searches using a search engine (search techniques)

- How to access and browse a website

Social Implications (±½ week/2 hours)

- E-mail threats and issues: viruses, hoaxes, spam, phising, e-mail spoofing and pharming

- Safe email and Internet use: dangers and tips to ensure safe use
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Grade 10: Term 3 - 10 weeks/40 hours

Solution Development: Introduction to solution development using an 
Introductory Graphical Programming Tool (±4 weeks/ 16 hours)

Notes

Using good programming principles and algorithmic development extend the use of 
the tool:

and containers

- Manipulating lists such as adding, deleting, replacing, inserting items

- Parallel lists

of the syllabus

conditional constructs, concepts covered 

Implement basic algorithms to solve 
general computing problems using 
methods such as:

Exploring algorithms such as to 
convert binary numbers, digital 
character representation

Develop and use algorithms to solve 
various problems

Solution Development: Software Engineering Principles and Practical 
Assessment Task (PAT) (±2 weeks/8 hours)

Notes

Start with PAT and reinforce software engineering principles, problem-solving 
techniques and algorithms as well as debugging techniques

Design and develop a solution 
for a specific problem, including 
good principles of algorithmic 
development and problem solving 
using:

 (description of the story or 
problem/task statement)

[state-transition-diagram], textual 
[algorithm] or flow chart

 (how to go about creating the 
animation/solving the problem)

 (write the program)

Assessment (PoA): Reporting

1 practical test + 1 theory test Add raw marks and totals of the two 
tests and convert to percentage to 
determine term mark
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Grade 10: Term 4 - 10 weeks/40 hours, including examination (3 weeks)

Internet Technologies: Internet and WWW (±½ week/4 hours)

- Describe plug-in applications

- Examples and purpose of plug-in applications for browsers such as PDF converters and tools, Flash player, Java, 
QuickTime player, RealPlayer, Silverlight

Internet Technologies: Internet Services Technologies (±1½ week/6 hours) Notes

- Compare usability issues such as readability, navigation, consistency, layout, 
typography

- Concept of a web page as a file that contains text and HTML and/or XHTML 
code

- Tags and elements of a web page

- Web design principles

the various tags:

<html>     Display:

 <head>   

 <title>Hello HTML</title>

 </head>

 <body>

 <p>Hello World!</p>

 </body>

</html>

As an optional extension, learners could create simple web pages using HTML/
XHTML and a text editor such as Notepad using the following:

Basic 
Document 
Tags

<html>
<head>
<title>

<body>

</html>
</head>
</title>

</body>

Heading 
Elements

<h1>
<h2>
<h3>

</h1>
</h2>
</h3>

Text 
Elements

<p>
<br />
<b>
<i>

</p>

</b>
</i>

Image <img src=”image file” alt=”image file” />

Ordinary 
Links

<a href=”http://www.linkme.com/”>Link-text </a>

Exposing learners to web 
development concepts provides 
practical application of the Internet 
sections. It also reinforces the 
idea that computers need explicit 
commands in a particular format.

It is a good way to demonstrate that 
what you see is not always what you 
get.

It could also provide an introduction 
to the idea of syntax before the 
high-level programming language is 
introduced.
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Grade 10: Term 4 - 10 weeks/40 hours, including examination (3 weeks)

Solution Development: Introduction to solution development (±3 weeks/ 12 
hours)

Notes

Using good programming principles and algorithmic development extend the use of 
the tool:

applications incorporating a combination of features

Optional extensions (if time permits):

strategies for transferring to high-level programming language

or

Introduce learners to the high-level programming language 

or

emulate a real-world object or explore robotics using a robotics kit 

(this extension has cost implications as it requires additional equipment/kits to be 
purchased)

Solve various computational 
problems through identifying and 
analysing requirements for a 
specific problem; designing effective 
algorithms; converting these to code 
and testing the solution to see if it 
meets the requirements. In doing 
so, learners should make use of 
appropriate practices and tools and 
consider HCI principles in designing 
user interfaces.

Solution Development: Software Engineering Principles and Practical 
Assessment Task (PAT) (±2 weeks/8 hours)

- Construct a solution based on the planning 

- Document the solution by adding comments

Assessment (PoA): Reporting (promotion mark)

1 examination (practical paper + theory paper) + PAT Convert: PAT to 25%

 Paper 1 to 25%

 Paper 2 to 25%

 Term 1 + Term 2 + Term 3  
 marks to 25%


