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CURRICULUM: COMPUTING

St Joseph's
Catholic Primary School
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EYFS is mainly centred around play-based, unplugged (no computer) activities that focus on building children’s listening
skills, curiosity and creativity and problem solving. Technologyin the Early Years can mean: taking a photograph with a
camera or tablet, searching for information on the internet, playing games on the interactive whiteboard, exploring an old
typewriter or other mechanical toys, using a Beebot, watching a video clip or listening to music. Allowing children the
opportunity to explore technology in this carefree and often child-led way, means that not only will they develop a
familiarity with equipment and vocabulary but they will have a strong start in key stage 1 Computing and all that it
demands.
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Why do Computer Scientists read? Write like a Computer Scientist

To find evidence and gather information. Instruction - Record how to perform a particular function.
To learn how to perform tasks on computer-based systems Inform — Provide information to impart knowledge.
To analyse instructions and make predictions Critique — Review and analysis of systems and strategies to

determine how it is fit for purpose.

To evaluate and apply new technologies to existing

technologies. Similarity and difference - Analysis of the extent and type of
difference between systems and strategies.

Question — Question why and how it does or doesn’t work
and give possible explanations.

Algorithms — Being able to comprehend, design, create and critique algorithms

Computer networks — Understanding how networks can be used to retrieve and share information, and how they come
with associated risks

Computer systems — Understanding what a computer is, and how its constituent parts function together as a whole
Creating media — Selecting and creating a range of media including text, images, sound and video.

Data and information — Understanding how data is stored, organised, and used to represent real-world artefacts and
scenarios.

Design and development — Understanding the activities involved in planning, creating, and evaluating computing
artefacts.

Effective use of tools — Using software tools to support computing work.
Impact of technology — Understanding how individuals, systems, and society as a whole interact with computer systems
Programming — Creating software to allow computers to solve problems

Safety and security — Understanding risks when using technology, and how to protect individuals and systems

QOO ® ® OO0 ® @

The study of Computing allows pupils to be in control of a technology which is everywhere and will play a pivotal part in their
lives. Therefore, we want to model and educate our pupils on how to use technology positively, responsibly and safely. We want
our pupils to be creators not consumers and our broad curriculum encompassing computer science, information technology and
digital literacy reflects this. We want our pupils to understand that there is always a choice with using technology and as a school
we utilise technology to model positive use. We recognise that the best prevention for a lot of issues we currently see with
technology/social media is through education. Building our knowledge in this subject will allow pupils to effectively demonstrate
their learning through creative use of technology. We recognise that technology can allow pupils to share their learning in
creative ways. We also understand the accessibility opportunities technology can provide for our pupils. Our knowledge rich
curriculum has to be balanced with the opportunity for pupils to apply their knowledge creatively which will in turn help our
pupils become skilful computer scientists.

The units for KS1 and KS2 are based on a spiral curriculum, which means the strands are revisited regularly, and pupils revisit
each strand through a new unit that consolidates and builds on prior learning within that strand.
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Progression Through the Key Strands

Within computing, there is a taxonomy of 10 key strands, which combined, ensure that our pupils can access a deep,
interconnected understanding of the subject. Each strand has a combination of skills and concepts that feature
throughout the national curriculum. Six of these strands describe broad areas of study within computing. The other four
strands describe cross-cutting concepts and skills that are taught and revisited through the first six. Pupils make progress
in computing by developing their specific, factual content for the topic (this knowledge is often described as ‘substantive
knowledge’) and the skill development which allows them to gain and develop substantive knowledge (often described as
‘disciplinary knowledge’). The threshold concepts relate to different aspects of disciplinary knowledge, and substantive
knowledge is vital to all of them.

All learning objectives have been mapped to the National Centre for Computing Education’s taxonomy of ten strands,
which ensure that units build on each other from one key stage to the next. Within the curriculum, every year group
learns through units within the same four themes, which combine the ten strands of the National Centre for Computing
Education taxonomy. Content from the NCCE is built upon a taxonomy which helps organise the breadth of the subject of
computing. This categorisation consists of ten strands that span the current National Curriculum for computing in
England. Each strand has a combination of skills and concepts that feature throughout the National Curriculum. Six of
these strands describe broad areas of study within computing. The other four strands describe cross-cutting concepts and
skills that are taught and revisited through the first six.
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Progression Within a Unit — Learning Graphs

Learning graphs are provided as part of each unit and demonstrate progression through concepts and skills. To learn
some of these concepts and skills, pupils need prior knowledge of others, so the learning graphs show which concepts and
skills need to be taught first and which could be taught at a different time.

The learning graphs often show more statements than there are learning objectives. All skills and concepts learned are
included in the learning graphs. Some of these skills and concepts are milestones, which form learning objectives, while
others are smaller steps towards these milestones, which form success criteria.

*Please note:

The wording of the statements may be different in the learning graphs than in the lessons, as the learning graphs are
designed for teachers, whereas the learning objectives and success criteria are age-appropriate so that they can be
understood by pupils.

In each year group, there are two ‘Programming’ units of work, but only one ‘Programming’ learning graphs. The second
‘Programming’ unit builds on the content that was taught in the first ‘Programming’ unit so closely that there is no
specific divide where one ends and the other begins.

KS1 Example Learning Graph
Year 2 — Data an Information - Pictograms

B ( \ To construct (complete) a given h
TD_recugruse tha_1 people, To compare objects that have comparison question, e.g. Are
animals, and ebjects can be ™™ been grouped by attribute there more balls than
To use a tally chart to collect described by attributes S
data J

To use a computer to view data To use d computer to answer To use a computer program to
in different formats comparison questions (graphs, present information in different
tables) wuus

To give simple examples of why
some information should not be
shared

-

To show | can enter data onto
computer

To suggest appropriate
J headings for tally charts and
pictograms

To explain that we can present
infermation using a computer

Keu: \

Concept

To use pictograms to answer

single-attribute questions
Skill )
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COMMON THREADS

The curriculum has been developed with key threads underpinning the different units. Effective pedagogy is at the heart of good
teaching and learning; successful computing teachers combine their knowledge of the subject with evidence-based teaching practices

Lead with Concepts

Support pupils in the acquisition of knowledge through use of key concepts, terms, and vocabulary, providing
opportunities to build a shared and consistent understanding. Glossaries, concept maps, and displays, along with regular
recall and revision, can support this approach.

Work Together
Encourage collaboration, specifically using pair programming and peer instruction, and also structured group tasks.
Working together stimulates classroom dialogue, articulation of concepts, and development of shared understanding

Get Hands-on

Use physical computing and making activities that offer tactile and sensory experiences to enhance learning. Combining
electronics and programming with arts and crafts (especially through exploratory projects) provides pupils with a creative,
engaging context to explore and apply computing concepts.

Unplug, Unpack, Repack

Teach new concepts by first unpacking complex terms and ideas, exploring these ideas in unplugged and familiar contexts,
then repacking this new understanding into the original concept. This approach (semantic waves) can help pupils develop
a secure understanding of complex concepts

Modelling

Model processes or practices — everything from debugging code to binary number conversions — using techniques such
as worked examples and live coding. Modelling is particularly beneficial to novices, providing scaffolding that can be
gradually taken away.

Program Comprehension

Use a variety of activities to consolidate knowledge and understanding of the function and structure of programs,
including debugging, tracing, and Parson's Problems. Regular comprehension activities will help secure understanding and
build connections with new knowledge.

Create Projects

Use project-based learning activities to provide pupils with the opportunity to apply and consolidate their knowledge and
understanding. Design is an important, often overlooked aspect of computing. Pupils can consider how to develop an
artefact for a particular user or function and evaluate it against a set of criteria.

Add Variety

Provide activities with different levels of direction, scaffolding, and support that promote learning, ranging from highly
structured to more exploratory tasks. Adapting your instruction to suit different objectives will help keep all pupils
engaged and encourage greater independence.

Challenge Misconceptions

Use formative questioning to uncover misconceptions and adapt teaching to address them as they occur. Awareness of
common misconceptions alongside discussion, concept mapping, peer instruction, or simple quizzes can help identify
areas of confusion.

Contextual Examples

Bring abstract concepts to life with real-world, contextual examples and a focus on interdependencies with other
curriculum subjects. This can be achieved through use of unplugged activities, proposing analogies, storytelling around
concepts, and finding examples of the concepts in pupils' lives.

Structure Lessons

Use supportive frameworks when planning lessons, such as PRIMM (Predict, Run, Investigate, Modify, Make) and Use-
Modify-Create. These frameworks are based on research and ensure that differentiation can be built in at various stages
of the lesson

Read and Explore Code First

When teaching programming, focus first on code 'reading' activities, before code writing. With both block-based and text-
based programming, encourage pupils to review and interpret blocks of code. Research has shown that being able to
read, trace, and explain code augments pupils' ability to write code.

Love God, Love Learning, Love One Another.
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CURRICULUM SUMMARY - EYFS/ KS1

Self confidence and self awareness

Understanding of the world

Speaking

People, Culture and

Communities

Being imaginative and expressive
The Natural world/Speaking

Writing

Creating with materials

Building relationships
Communication and language
Managing Self / Self regulation

Computing
systems and
network

Technology
around us
Recognising
technology in
school and using
it responsibly

Information
technology
around us
Identifying IT and
how its
responsible use
improves our
world in school
and beyond

Creating Media

Digital painting
Choosing appropriate
tools in a program to

create art and
making comparisons

with working non-
digitally.

Digital photography
Capturing and
changing digital
photographs for
different purposes.

Programming A

Moving a robot
Writing short
algorithms programs
for floor robots and
predicting program
outcomes.

Robot algorithms
Creating and debugging
programs and using
logical reasoning to
make predictions.

Numerical patterns
Speaking

Data and
Information

Grouping data
Exploring object
labels, then
using them to
sort and group
objects by
properties.

Pictograms
Collecting data in
tally charts and
using attributes
to organise and
present data on
a computer.

Creating Media

Digital writing
Using a computer
to create and
format text before
comparing to
writing non-
digitally.

Digital music
Using a computer
as a tool to
explore rhythms
and melodies,
before creating a
musical
composition.

Speaking
Building relationships
Past and present
Communication and
language

Select and use technology

Number
Managing self

Programming B

Programming quizzes
Designing algorithms
and programs that use
events to trigger
sequences of code to
make an interactive
quiz.

Programming
animations
Designing and
programming the
movement of a
character on screen to
tell stories.
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CURRICULUM SUMMARY - KS2

AN Data and
systems and Creating Media Programming A Information Creating Media Programming B
network
Connecting Stop-frame animation Sequencing sounds Desktop Publishing
computers Capturing and editing Creating sequences in a Creating documents
Identifying that digital still images to block-based programming by modifying text,
digital devices have produce a stop-frame language to make music. images, and page
inputs, processes, animation that will tell a layouts for a
and outputs and story. Repetition in shapes specified purpose.

Using a text-based
programming language to

how devices can be
connected to make

©
2 networks. explore count-controlled
o) loops when drawing
% The internet shapes.
= Recognising the
internet as a
network of
networks including
the WWW, and
why we should
evaluate online
content.
Audio Production Branching Photo editing Events and actions in
Capturing and editing databases Manipulating digital programs
audio to produce a Building and using images and Writing algorithms and
podcast, ensuring that a branching reflecting on the programs that use a range
copyright is considered. database to group impact of changes of events to trigger
objects using and whether the sequences of actions.
ﬁ yes/no questions. required purpose is
:;’ fulfilled. Repetition in games
< Data logging Using a block-based
@ Recognising how programming language to
and why datais explore count-controlled
collected over and infinite loops when
time, before using creating a game.
data loggers to
carry out an
investigation
GO Data and Creating Media
systems and Creating Media 1 Programming A I . Programming B
nformation p
network
Systems and Video production Selection in quizzes
searching Planning, capturing and Exploring selection in
Recognising IT editing video to produce programming to design
systems in the a short film. and code an interactive
world and how quiz.
some can enable Webpage creation
; searching on the Designing and creating Sensing movement
3 internet. webpages, giving Designing and coding a
© consideration to project that captures
£ Communication copyright, aesthetics, inputs from a physical
and collaboration and navigation. device.
Exploring how data
is transferred by
working
collaboratively
online.
Selection in physical Flat-file databases Introduction to
computing Using a database to vector graphics
Exploring conditions and order data and Creating imagesin a
selection using a create charts to drawing program by
o programmable answer questions. using layers and
2 microcontroller. groups of objects.
o) Introduction to
§ Variables in games spreadsheets 3D Modelling
= Exploring variables when Answering Planning,
designing and coding a questions by using developing and
game. spreadsheets to evaluating 3D
organize and computer models of
calculate data. physical objects.
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Intent

At St. Joseph’s Catholic Primary School, we recognise that Computing is an essential life skill and a key
component of a modern, balanced curriculum. Our Computing curriculum is designed to equip pupils with the
knowledge, skills and understanding needed to thrive in an increasingly digital world.

Our intent is to ensure that pupils:

* Understand the principles of computing, including information, computation and digital systems

* Develop skills in programming, problem solving and logical thinking

* Use technology creatively, safely and responsibly

* Understand the digital footprint they leave and how to protect themselves online

* Build digital literacy appropriate for future learning, the workplace and active participation in society

Through Computing, pupils develop confidence, resilience and independence as they learn to explore
technology, solve problems and reflect critically on the role of digital systems in everyday life.

Implementation
Our Computing curriculum is based on the National Centre for Computing Education (NCCE) computing
taxonomy, which provides a comprehensive framework of progressive knowledge and skills.

This taxonomy consists of ten key strands which form the foundation of all Computing learning. The curriculum
follows a spiral approach, meaning that pupils revisit each strand regularly, building on prior knowledge and
deepening understanding as they move through the school.

The Ten NCCE Computing Strands

The strands and their associated learning outcomes are:

Algorithms — Understanding how to create, follow and evaluate step by step instructions
Computer Networks — Learning how information is shared and the risks associated with networks
Computer Systems — Understanding how computers and digital systems function
Creating Media — Selecting and creating content using text, images, sound and video
Data and Information — Exploring how data is organised, stored and represented

Design and Development — Planning, creating and evaluating computing outcomes
Effective Use of Tools — Using software and digital tools confidently and appropriately
Impact of Technology — Understanding how technology affects individuals and society
Programming — Creating programs to solve problems and control systems

10 Safety and Security — Understanding online risks and how to stay safe

©CENOUAWNR

At Key Stages 1 and 2, learning focuses on age appropriate strands while maintaining clear progression
towards Key Stage 3.

Progression and Teaching Approach

* Each strand is revisited at least once per year group

* New learning builds on prior understanding through increasingly complex tasks

* Lessons are carefully sequenced to support knowledge retention and skill mastery

* Online safety is explicitly taught and revisited regularly, not treated as a standalone topic

In Upper Key Stage 2, pupils engage in physical computing, using devices such as micro:bits and Crumble
controllers.

This allows pupils to:

* Apply programming knowledge in tangible, real world contexts

* Develop problem solving and debugging skills

* Engage in creative and challenging tasks that deepen understanding

Physical computing supports engagement and helps pupils see how digital systems interact with the physical
world.
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Digital Balance and Responsibility

Throughout the curriculum, pupils are encouraged to reflect on:

* The impact of technology on wellbeing, learning and relationships

* The importance of a healthy balance between digital and offline life
* Making responsible and informed choices when using technology

Regular discussion and reflection support pupils in developing mature, thoughtful attitudes towards
technology.

Impact

By the time pupils leave St. Joseph’s, they will:

* Have a secure and progressive understanding of computing concepts

* Be able to think computationally and solve problems effectively

* Use technology confidently, safely and responsibly

* Understand their digital footprint and how to protect themselves online
» Appreciate both the benefits and challenges of digital technology

Pupils are encouraged to articulate not just how they achieve outcomes, but why Computing is important and
how it impacts their lives now and in the future.

Impact is evidenced through:

* Pupil outcomes and completed digital work

* Opportunities to showcase, share and publish learning

* Ongoing assessment of knowledge and skills through digital tools
* Monitoring of curriculum coverage and progression

* Regular observation of learning and pupil voice

Our approach ensures that pupils leave St. Joseph’s prepared for the next stage of education, equipped with
the skills, understanding and digital resilience needed to succeed in an ever changing technological world.

Love God, Love Learning, Love One Another.




CURRICULUM SUMMARY - EYFS

‘Digital technology is driving extraordinary global changes, so it’s crucial that children and

Technology in Our Lives

- Amanda Spielman

EYFS COVERAGE

* | can tell you about technology that is used at home and in

school.

* | can operate simple equipment.
* | can use a safe part of the Internet to play and learn.

Understanding the world
Children see adults use
simple search engines such
as Kiddle and Kidrex to find
information. They are given
opportunities to explore
information sites such as
Infant Encyclopedia,
CBeebies Topics and
Glossopedia.

People, Culture and
Communities
Children help their teacher
to make decisions about
photos that show their
learning experiences to a
global audience via school
website, a blog or Twitter.
They are supported to show
their learning to family
beyond school.

People, Culture and
Communities
Children use play technology
and junk models to role play
work environments such as
vets, builders, shop, hospital
etc. They have opportunities
to explore old technology
such as phones, keyboards,

old PCs etc.

Listening, Attention and
Understanding
Children share conversations
with experts and other
classes using video chat such
as Facetime. The classes
could be within their own
school or in other schools,
nationally and

internationally.

Speaking
Children offer explanations
for why things happen as
they use different
technologies such as a
printer, photocopier,
microwave and a range of
computing devices such as
tablets, laptops and
interactive whiteboards.

Understanding the world
Children experience
travelling the world using
Google Earth software or
app. They see photos and
visit 3d buildings. Teachers
model safe use of YouTube
to view videos of places
around the globe.

Multimedia

young people are educated to make use of their opportunities.’

* | can move objects on a screen.
* | can create shapes and text on a screen.
* | can use technology to show my learning.

Writing

Children have a variety of

experiences to type their
name or label images using

2Publish or other simple

software/apps. They are
given opportunities to use a
tablet and laptop keyboard’

and a mouse.

Being imaginative and
Expressive
Children use video to retell
and create stories. Green
screening is used for children
to imagine themselves in
different places.

Creating with materials
Children use 2Paint or other
simple software/apps to
make marks and to paint a
picture.

Gross and Fine Motor Skills
IWB is used to encourage big
arm movements. Apps and
paint software used to
develop fine motor control.

Being imaginative and
Expressive, Writing
Children are taught skills to
take a photo. They ask
permission before taking
photos of friends. Children
photograph artifacts and
scenery that are part of
learning. These are added to
software and apps for

labelling

The Natural World /
Speaking
Children record sounds on a
wellie walk or during
exploration of musical
instruments. Actions are
imagined around the sound
when it is played back.
Children record phrases to
describe feelings and
objects.

Creating with materials
2Simple Music Toolkit, Music
Sparkles or Tap a Tune App
used to create music.
Simple apps and websites
used to create animations eg

ABCYA.

ONLINE SAFETY / SAFE USE OF TECHNOLOGY

* luse rules given to me by a trusted * luse alogin to access devices. * |tell you the things that are the
adult when | use technology. * | seeinformation that is put online same about my friend and me.
* |am kind to my friends about me. * | use apps, games and websites
* |use asafe part of the Internet to play ¢ | use devices with other people, talking that trusted adults show me.
and learn. about what we do | am careful with * | use a device for a limited
* | make sure a trusted adult is with technology devices. time.
me.

Based on elim-edtech
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CURRICULUM COVERAGE — EYFS and KS1

EYFS COVERAGE CONTINUED

Handling Data
* | can tell you about different kinds of information such
as pictures, video, text and sound.

Programming

* | can make a floor robot move.

* | can use simple software to make something happen.
* | make choices about buttons and icons | press, touch or

click.

Self confidence and self
awareness
Children explore the buttons of a
floor robots and remote-control
toys. They are guided to discover
ways to make the object move.
Adults talk about what has been
achieved by the children.

Building relationships /
Communication and language
Children follow sets of instructions.
They communicate instructions to
each other and to supporting

adults.

Self regulation / speaking /
Numerical Patterns
Children explore apps such as
BeeBot / Kodable to make things
happen. They talk about solving
problems as they work at the low
levels in the apps. Adults support
them to be willing to make

mistakes and learn from them.

Building relationships
Children have opportunities to
build environments for floor
robots. They work together to
navigate the robot or remote
control toy around obstacles.

Numerical Patterns
Children use appropriate
language to describe position
and distance of floor robots.
Number
Children count steps and
movement of floor robots.

Managing self
Children explore appropriate
software, such as 2Go (Simple
level) or Poisson Rouge, to

make things happen. They are
supported to be willing to make

mistakes and to find out what

they can make happen.

National Curriculum Coverage - Years 1 and 2

Understand what algorithms are, how they are implemented as
programs on digital devices, and that programs execute by following
precise and unambiguous instructions.

Create and debug simple programs

Use logical reasoning to predict the behaviour of simple programs

Use technology purposefully to create, organise, store, manipulate and
retrieve digital content.

Recognise common uses of information technology beyond school.

Use technology safely and respectfully, keeping personal information
private; identify where to go for help and support when they have
concerns about content or contact on the internet or other online

technologies.

Speaking / Building
Relationships
Children take photos and video
to capture learning. They know
where it is stored to go back
and reflect on their learning and
the learning of their friends.
They talk about what they can
learn from photos and video
online or photos in books.

Communication and Language
Children collect sounds to
provide evidence in an
investigation. They record
interviews to collect
information from adults or
other experts. They know
where the information is stored
and replay it

Number
Children use software such as
2Count and apps such as
DoodleBuddy to count
information and to talk about
what they have found out. They
sort photos of things they have
investigated.

around us
animations
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1.2 - Digital Painting
1.3 - Moving a robot
1.4 - Grouping data
1.5 - Digital Writing
1.6 - Programing

\

2.1 - Information
technology around us

Past and Present
Children use QR codes to
select information they want
to find out. Aurasma can be
used to recall information
that has been collected.

Select and use technology
Children use digital
microscopes or Magniscope
app or a visualiser to examine
objects they have collected.
They capture the image to
label what they have found
out.

Managing self / speaking
Children are supported to
know their own important
information. They use talking
tins or sound recorder apps
to practice their information.
Adults rehearse who they can
tell this information.
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CURRICULUM COVERAGE

National Curriculum Coverage - Years 3 and 4

programs
4.1 - The internet

3.1 Connecting Computing
3.2 Stop-frame animation
3.3 Sequencing sounds
3.4 Branching databases
3.5 Desktop publishing
3.6 - Events and actions in
4.2 - Audit production
4.3 - Repetition in shapes
4.4 - Data Logging
4.5 - Photo editing
4.6 - Repetition in games

Design, write and debug programs that accomplish specific goals, including controlling or v v v v
stimulating physical systems; solve problems by decomposing them into smaller parts.

Use sequence, selection and repetition in programs; work with variables and various v v v v v v
forms of input and output.

Use logical reasoning to explain how some simple algorithms work and to detect and v v v v
correct errors in algorithms and programs.

Understand computer networks, including the internet how they can provide multiple v v
services such and the World Wide Web, and the opportunities they offer for
communication and collaboration.

Use search technologies effectively, appreciate how results are selected and ranked, and v v v v
be discerning in evaluating digital content.

Select, use and combine a variety of software (including internet services) on a range of v v v v v v v v v v v VvV
digital devices to design and create a range of programs, systems and content that
accomplish given goals, including collecting, analysing, evaluating and presenting data
and information.

Use technology safely, respectfully and responsibly; recognize acceptable / unacceptable v v v v v
behaviour; identify a range of ways to report concerns about content and contact.

National Curriculum Coverage - Years 5 and 6

5.1 - Systems and searching
5.2 - Video production
5.3 - Selection in physical computing
5.4 - Flatfile databases
5.5 - Introduction to vector graphics
5.6 - Selection in quizzes
6.1 - Communication and collaboration
6.2 - Webpage creation
6.3 - Variables in games
6.4 - Introduction to spreadsheets
6.5 - 3D modeling
6.6 - Sensing improvements

Design, write and debug programs that accomplish specific goals, including controlling or v v v v v
stimulating physical systems; solve problems by decomposing them into smaller parts.

Use sequence, selection and repetition in programs; work with variables and various v v v v
forms of input and output.

Use logical reasoning to explain how some simple algorithms work and to detect and v v v v
correct errors in algorithms and programs.

Understand computer networks, including the internet how they can provide multiple v v
services such and the World Wide Web, and the opportunities they offer for
communication and collaboration.

Use search technologies effectively, appreciate how results are selected and ranked, and v v v
be discerning in evaluating digital content.

Select, use and combine a variety of software (including internet services) onarangeof v v v v vV vV vV vV Vv VvV vV V
digital devices to design and create a range of programs, systems and content that
accomplish given goals, including collecting, analysing, evaluating and presenting data
and information.

Use technology safely, respectfully and responsibly; recognize acceptable / unacceptable v v v v v
behaviour; identify a range of ways to report concerns about content and contact.
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PROGRESSION OF SKILLS

Based on the National Centre for Computing Education scheme of work we have produced high quality units, following the
threshold concepts. An effective computing curriculum must cover all of these concepts across , at least three of these concepts
should be covered. Writers of these units have worked to identify sufficient breadth of content and ensure that pupils learn in
sufficient depth. The units are written for Year 1 pupils up to Year 6. This document captures the progression from EYFS into Key
Stage One and gives suggested activities that could be explored with Early Years pupils to support the computing concepts.

What are the EYFS Computing Skills?

Computer systems and

Data and Information Creating Media Programming A

networks
¢ Ican tell you about different * |can move objects on a screen. * make a floor robot move. * tell you about technology that is
kinds of information such as * |can create shapes and text on a * use simple software to make used at home and in school.
pictures, video, text and sound. screen. something happen. * operate simple equipment.
* |can use technology to show my * make choices about buttons and * use a safe part of the Internet to
learning. icons | press, touch or click. play and learn.

What are the Key Stage 1 Computing Skills?

. Computer systems and
Data and Information P ¥

label objects

identify that objects
can be counted
describe objects in
different ways

count objects with
the same properties
compare groups of

objects
answer questions
about groups of
objects

recognise that we
can count and

compare objects
using tally charts
recognise that
objects  can be
represented as
pictures

create a pictogram
select objects by
attribute and make

comparisons
recognise that
people can be
described by
attributes

explain that we can
present information
using a computer

Creating Media

describe what different freehand
tools do

use the shape tool and the line
tools

make careful choices when
painting a digital picture

explain why | chose the tools | used
use a computer on my own to paint
a picture

compare painting a picture on a
computer and on paper

use a computer to write

add and remove text on a
computer

identify that the look of text can be
changed on a computer

make careful choices when
changing text

explain why | used the tools that |
chose

compare typing on a computer to
writing on paper

use a digital device to take a
photograph

make choices when taking a
photograph

describe what makes a good
photograph

decide how photographs can be
improved

use tools to change an image
recognise that photos can be
changed

say how music can make us feel
identify that there are patterns in
music

experiment with sound using a
computer

use a computer to create a musical
pattern

create music for a purpose

review and refine our computer
work

Programming A

explain what a given
command will do

act out a given word
combine  forwards
and backwards
commands to make a
sequence

combine four
direction commands
to make sequences
plan a simple
program

find more than one
solution to a problem
describe a series of
instructions as a
sequence

explain what
happens when we
change the order of
instructions

use logical reasoning
to predict the
outcome of a
program

explain that
programming
projects can have
code and artwork
design an algorithm
create and debug a
program that | have
written

networks

identify technology
identify a computer
and its main parts

use a mouse in
different ways

use a keyboard to type
on a computer

use the keyboard to
edit text

create rules for using
technology
responsibly

recognise the uses and
features of
information
technology

identify the uses of
information
technology in the
school

identify  information
technology beyond
school

explain how
information

technology helps us
explain how to use
information
technology safely
recognise that choices
are made when using
information
technology
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Programming B

choose a command
for a given purpose
show that a series of
commands can be
joined together
identify the effect of
changing a value
explain that each
sprite has its own
instructions

design the parts of a
project

use my algorithm to
create a program
explain that a
sequence of
commands has a start
explain that a

sequence of
commands has an
outcome

create a program

using a given design
change a given design
create a program
using my own design
decide how my
project can be
improved



PROGRESSION OF SKILLS

What are the Lower Key Stage Two Computing Skills?

Data and
Information

create questions with
yes/no answers

identify the attributes
needed to collect data
about an object

create  a  branching
database

explain why it is helpful
for a database to be
well structured

plan the structure of a
branching database
independently create an
identification tool
explain that data
gathered over time can
be used to answer

questions
use a digital device to
collect data

automatically

explain that a data
logger collects ‘data
points’” from sensors
over time

recognise how a
computer can help us
analyse data

identify the data needed
to answer questions

use data from sensors to
answer questions

Creating Media

explain that animation is
a sequence of drawings
or photographs

relate animated
movement  with a
sequence of images

plan an animation
identify the need to
work consistently and
carefully

review and improve an
animation

evaluate the impact of
adding other media to
an animation

recognise how text and
images convey
information

recognise that text and
layout can be edited
choose appropriate
page settings

add content to a
desktop publishing
publication

consider how different
layouts can suit
different purposes
consider the benefits of
desktop publishing
identify that sound can
be recorded

explain  that audio
recordings can be edited
recognise the different
parts of creating a
podcast project

apply audio editing skills
independently

combine audio  to
enhance my podcast
project

evaluate the effective
use of audio

explain that the
composition of digital
images can be changed
explain that colours can
be changed in digital
images

explain how cloning can
be used in photo editing
explain that images can
be combined

combine images for a
purpose

evaluate how changes
can improve an image

Programming A

explore a new
programming
environment

identify that commands
have an outcome
explain that a program
has a start

recognise that a
sequence of commands
can have an order
change the appearance
of my project

create a project from a
task description

identify that accuracy in
programming is
important

create a program in a
text-based language
explain  what ‘repeat’
means

modify a count-
controlled loop to
produce a given
outcome

decompose a task into
small steps

create a program that
uses  count-controlled
loops to produce a given
outcome

Computer systems
and networks

explain  how digital

devices function

identify  input  and

output devices

recognise how digital
devices can change the

way we work

explain how a computer
network can be used to

share information

explore  how digital
devices can be

connected

recognise the physical

components of
network

describe how networks
physically connect to

other networks

recognise how
networked devices

make up the internet

outline how websites
can be shared via the
World Wide Web

(WWW)

describe how content
can be added and
accessed on the World

Wide Web (WWW)

recognise  how the
content of the WWW s

created by people

evaluate the
consequences of

unreliable content
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Programming B

explain how a sprite
moves in an existing
project

create a program to
move a sprite in four
directions

adapt a program to a
new context

develop my program by
adding features

identify and fix bugs in a
program

design and create a
maze-based challenge
develop the use of
count-controlled loops
in a different
programming
environment

explain that in
programming there are
infinite loops and count
controlled loops
develop a design that
includes two or more
loops which run at the
same time

modify an infinite loop
in a given program
design a project that
includes repetition
create a project that
includes repetition




PROGRESSION OF SKILLS

What are the Upper Key Stage Two Computing Skills?

Computer systems and
networks

Programming B

Data and Information Creating Media Programming A

use a form to record
information

compare paper and
computer-based
databases

outline how you can
answer questions by
grouping and  then
sorting data

explain that tools can be
used to select specific
data

explain that computer
programs can be used to
compare data visually
use a real-world
database to answer
questions

identify that drawing
tools can be used to
produce different
outcomes

create a vector drawing
by combining shapes
use tools to achieve a
desired effect

recognise that vector
drawings consist of
layers

group objects to make
them easier to work
with

apply what | have
learned about vector
drawings

create a data set in a
spreadsheet

build a data set in a
spreadsheet

explain that formulas
can be used to produce
calculated data

apply formulas to data
create a spreadsheet to
plan an event

choose suitable ways to
present data

explain what makes a
video effective

identify digital devices
that can record video
capture video using a
range of techniques
create a storyboard
identify that video can
be improved through
reshooting and editing
consider the impact of
the choices made when
making and sharing a
video

review an  existing
website and consider its
structure

plan the features of a
web page

consider the ownership
and use of images
(copyright)

recognise the need to
preview pages

outline the need for a
navigation path
recognise the
implications of linking to
content owned by other

people

recognise that you can
work in three
dimensions on a
computer

identify that digital 3D
objects can be modified
recognise that objects
can be combined in a 3D
model

create a 3D model for a
given purpose

plan my own 3D model
create my own digital
3D model

control a simple circuit

connected to a
computer

write a program that
includes count-

controlled loops

explain that a loop can
stop when a condition is
met

explain that a loop can
be used to repeatedly
check whether a
condition has been met
design a physical project
that includes selection
create a program that
controls a  physical
computing project
define a ‘variable’ as
something that is
changeable

explain why a variable is
used in a program
choose how to improve
a game by using
variables

design a project that
builds on a given
example

use my design to create
a project

evaluate my project

explain that computers

can be  connected
together to form
systems

recognise the role of
computer systems in our
lives
experiment with search
engines
describe how search
engines select results
explain  how search
results are ranked
recognise why the
order of results is
important, and to whom
explain the importance
of internet addresses
recognise how data is
transferred across the
internet
explain  how sharing
information online can
help people to work
together
evaluate different ways
of working together
online
recognise  how  we

communicate using
technology
evaluate different

methods of online
communication
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explain how selection is
used in computer
programs

relate that a conditional
statement connects a
condition to an outcome
explain how selection
directs the flow of a
program

design a program which
uses selection

create a program which
uses selection

evaluate my program
create a program to run
on a controllable device
explain that selection
can control the flow of a

program
update a variable with a
user input

use a conditional

statement to compare a
variable to a value

design a project that
uses inputs and outputs
on a controllable device
develop a program to
use inputs and outputs
on a controllable device




PROGRESSION OF HARDWARE
AND SOFTWARE

Progression in Software and Hardware

Y1/2 Y1/2 Y3/4 Cycle Y3/4 Y5/6 Cycle Y5/6
Cycle a Cycleb F:] Cycle b F:] Cycleb

Computer Paintz Microsoft Paint Google Slides

Systems and
Networks Microsoft Powe Various
point Websites
Creating Media 1 Microsoft Paint iMotion Microsoft Power
(Graphics) point
TinkerCAD
Creating Media 1 Photobooth Paint.Net
(Photo and Video)
Creating Media 2 Chrome Music Audacity iMovie
(Audio) Lab
Creating Media 2 Microsoft Word Canva
(Text)
Programming A Bee-bot Scratch Crumble Contro
(Hardware) ller Start Kit and
FMS Logo Motors
Scratch
Programming B Scratchlr Scratch Scratch
Micro:bit
Data and Microsoft Power J2data branch J2data database
Information point s
Data Logger
J2data Microsoft Excel
pictogram
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CURICCULUM END POINTS

COMPUTING SYSTEMS AND NETWORKS

EYFS
(Technology in
the World)

Recognise and
talk about

technology

used at home

and school.
Operate

simple digital

equipment

(e.g., cameras,
tablets, floor

robots).

Use safe, age-

appropriate

parts of the
internet  with

adult support.

Y1

Identify
technology in
school and
explain what it
is used for.

Log in and use
simple
applications
independently

Y2

Understand
that  devices
can connect to

form a
network.
Use simple

search  tools
safely to find
information

Y3

Explain  how
digital devices
work together
in a simple
network.

Use search
engines
effectively and
evaluate basic
results

Y4

Understand
the purpose of
the internet

and how
information
travels.

Explain  how
networks and

the World
Wide Web
differ

Y5

Explain  how
search engines
work and
evaluate the
reliability  of
online
information.
Understand
how data is
transferred
across
networks.

Y6

Understand
how networks,
servers, and
the internet
function at a
deeper level.
Evaluate
digital content
for accuracy,
bias, and
reliability.

PROGRAMMING

EYFS

Make a floor
robot move
using  simple

commands.

Use simple
apps to make
things happen
and talk about

what they did.

Y1

Create simple
algorithms
using floor
robots or
on-screen
tools.

Predict what a
simple
program  will
do and debug
basic errors.

Y2

Create and
debug simple
programs
using
block-based
tools.
Understand
that
algorithms
must be clear
and precise.

Y3

Use sequence,
repetition, and
simple
selection in
programs.
Debug more
complex errors
and explain
how their code
works

Y4

Use variables
and more
complex
selection in
block-based
programming.
Decompose
problems and
design
algorithms
before coding.

Y5

Use variables,
functions, and
more
advanced
selection in
programs.
Predict
program
behaviour
using  logical
reasoning and
trace code.
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Y6

Design, write,
and debug
programs
using
variables,
functions,
loops, and
complex
selection.
Use logical
reasoning to
explain  how
algorithms
work and
detect errors.




EYFS

Move objects
on a screen
and create
simple digital
marks, shapes,
and text.
Take
photographs
and record
simple  video
or audio to
show learning

EYFS

Identify
different types
of information
(pictures,
video, text,
sound).
Collect simple
digital content

(photos,
sounds) and
talk about

what it shows.

EYFS

Follow rules for
safe
technology
use.

Use devices
with others
and talk about
what they are

doing.
Know that
information

about them is
shared online
and that adults
help keep them
safe

Y1

Sort and group
digital objects
and explain
their choices.
Create simple
pictograms
using software
such as 2Count

Use digital
tools to create
pictures, text,
and simple

multimedia
content.

Save and
retrieve their
work with
support.

Y1

Know what
personal
information is
and keep it
private.

Tell an adult if
something
online  makes
them
uncomfortable

CURICCULUM END POINTS

DATA AND INFORMATION

Y2

Collect  data
and present it
using charts or

pictograms.
Explain  what
their data
shows.

Y2

Create digital
stories,

animations, or
presentations
using images,

text,

and sound.
Use tools to
edit and

improve their
work..

Y2

Recognise
trusted adults
and safe online
behaviour.
Understand
the concept of
digital
footprints.

Y3

Create and use
branching
databases.
Organise data
in tables.

CREATING MEDIA

Y3

Create digital
content such
as animations,
audio, or
presentations
with increasing
control.

Use design
features to suit
purpose and
audience

ONLINE SAFETY

Y3

Understand
why passwords
are important.
Recognise risks

online and
know how to
report
concerns.

Y4

Use databases
to store,
search, and
filter
information.
Present data
findings clearly
and accurately

Y4

Create and
edit audio,

video, or
graphics  with
increasing
precision.
Evaluate

digital content
for
effectiveness.

Y4

Understand
how online
behaviour
affects others.
Explain how to
keep personal
information
secure..

Use
spreadsheets
to collect,
analyse, and
present data.
Explain  how
data can be
structured for
different
purposes

Y5

Create
complex digital
media projects
(e.g., 3D
modelling,
blogging,
video editing).
Use digital
tools to
collaborate
and  publish
content
responsibly

Y5

Understand
online

reputation and
how content

can be
permanent.
Recognise and
respond to
online risks,
including
phishing  and
inappropriate
contact.
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Use
spreadsheets
for modelling
and
problem-solvin
g.
Collect,
analyse, and
present data
using
appropriate
tools

Y6

Plan, design,
and create
high-quality
digital
products for a
specific
audience and
purpose.
Evaluate and
refine  digital
work
independently.

Y6

Demonstrate
mature
understanding
of digital
citizenship,
including
consent,
copyright, and
online identity.
Apply
strategies for
staying safe
and managing
risks in online
communication




Y1/2 (Cycle a)

Y3/4 (Cycle a)

Y5/6 (Cycle a)

Career

Influential
Person

Influential
Person

Career

Influential
Person

\ CAREER LINKS AND INFLUENTIAL

A

Autumn 1
Technology
Around Us

Autumn 2
Information
Technology
Around Us

PEOPLE

Computing

Spring 1

Digital Painting

Spring 2

Digital Writing

Summer 1
Moving a Robot

Summer 2
Robot Algorithms

Computer Librarian Digital Content Creator Robotic Al Robotic
Repair Illustrator Engineer Software
Technician Engineer
Aycliffe Newton Aycliffe Jean Jullian Ryan Kaji South West George Devol
Computers Library Durham
"E - "E - 4 : ﬂh <
[N [N -
J, J, e

Autumn 1
Connecting
Computers

Field Service

Autumn 2
The Internet

Web content

Computing
Spring 1

Stop-frame
Animation

Stop Motion

Spring 2
Desktop
Publishing

Business

Summer 1
Sequencing
Sounds

Music Producer

Summer 2
Repetition of

Programmer

Engineer Manager Animator Manager
Jimmy Doolittle BHCET Media Adam Coleman Mrs Robinson Simon Cowell Ada Lovelace
Team .
A A 5 2= A A
Hl » ﬂl : Hl : = =T N =
’; s_/ ‘ r ‘ r

Autumn 1
Systems and
Searching

Search Engine
Evaluator

Autumn 2
Communication
and Collaboration

Copyrighter

Computing
Spring 1

Video Production

Videographer

Spring 2
Webpage
Craetion

Web Developer

Summer 1
Selection in
Quizzes

Mobile App
Developer

Summer 2

Sensing
Movement

STEM Educator

Bill Pope

®

Digital Edge

-
i
’

Next-Gen

A
€Uuy
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'\ CAREER LINKS AND INFLUENTIAL

PEOPLE

Career

Y1/2 (Cycle b)

Influential

Person

Y3/4 (Cycle b)

Influential
Person

Career

Y5/6 (Cycle b)

Influential
Person
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A

Autumn 1
Grouping Data

Autumn 2
Digital
Photography

Computing

Spring 1

Making Music

Spring 2

Pictograms

Summer 1
Programming
Animation

Summer 2
Programming
Quizzes

Data Entry Clerk Drone Electronic Technical Motion Cybersecurity
Photographer Musician Illustrator Graphics Analyst
Programmer
School BHCET Media Wendy Carlos Helena Scott Ben Marriott Mikko
Environment Team Hypponen
A A
N N
'1; s

Autumn 1
Branching
Databases

Autumn 2

Audio Production

Computing

Spring 1

Photo Editing

Spring 2
Events and
Actions in

Programmes

Summer 1
Data Logging

Summer 2
Repetition in
Games

Database Live Sound Photo Systems Wastewater Creature
Developer Engineer Retoucher Designer Utilities Animator
Technician
Larry Ellison Steve Albini Amy Dresser Microsoft Northumbrian Walt Disney
Company Water

&

A
€ar

v

Autumn 1
Selection in
Physical
Computers

Autumn 2
Flat file
Databases

Computing

Spring 1
Introduction to
Vectors

Spring 2
Variables in
Games

Summer 1
Introduction to
Spreadsheets

Summer 2
3D Modelling

Electronics Test Quality Logo Designer Data Engineer Financial Environment
Technician Assurance Analyst Artist
Tester
Grant Imahara Rob Janoff Dell Company Apple Refik Anadol

Y

Y




British
Values

Y1/2 (Cycle a)

Trust
Virtues and
Catholic
Social
Teachings

British
Values

Y3/4 (Cycle a)

Trust
Virtues and
Catholic
Social
Teachings

British
Values

Y5/6 (Cycle a)

Trust
Virtues and
Catholic
Social
Teachings
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\ BRITISH VALUES, TRUST VIRTUES AND

CATHOLIC SOCIAL TEACHINGS

Autumn 2
Information
Technology
Around Us

Autumn 1
Technology
Around Us

Individual Mutual Respect

Computing

Spring 1

Digital Painting

Individual

Spring 2

Digital Writing

Democracy

Summer 1
Moving a Robot

Individual

Summer 2
Robot Algorithms

Individual

Liberty and Tolerance Liberty Liberty Liberty
Resilience Common Good Confidence Confidence Resilience Self- Belief

&

&

Autumn 2
The Internet

Autumn 1
Connecting
Computers

Individual

Mutual Respect

Computing
Spring 1

Stop-frame
Animation

Individual

Spring 2
Desktop
Publishing

Mutual Respect

Summer 1
Sequencing
Sounds

Mutual Respect

Summer 2

Repetition of
Shapes

Individual

and Tolerance Liberty Liberty and Tolerance and Tolerance Liberty
Common Good Self- Belief Confidence Compassion Resilience Confidence

&2

&

Autumn 2
Communication
and Collaboration

Autumn 1
Systems and
Searching

Computing

Spring 1

Video Production

Spring 2
Webpage
Craetion

Summer 1
Selection in
Quizzes

Summer 2

Sensing
Movement

Democracy Rule of Law Individual Individual Individual Individual
Liberty Liberty Liberty Liberty

sk 3 @ ® | @

Participation Human Dignity Resilience Responsibility Confidence Self-Belief

&

&,




Y1/2 (Cycle b)

Y3/4 (Cycle b)

Y5/6 (Cycle b)

'\ BRITISH VALUES, TRUST VIRTUES AND
CATHOLIC SOCIAL TEACHINGS

| B

Autumn 1
Grouping Data

Computing

Autumn 2
Digital
Photography

Spring 1

Making Music

Spring 2

Pictograms

Summer 1
Programming
Animation

Summer 2
Programming
Quizzes

British Individual Individual Individual Individual Individual Individual
Values Liberty Liberty Liberty Liberty Liberty Liberty
Trust Self- Belief Participation Resilience Confidence Resilience Common Good

Virtues and
Catholic
Social
Teachings

&) | @

&

Autumn 1

Branching
Databases

Individual

British
Values

Computing

Autumn 2
Audio Production

Spring 1

Photo Editing

Individual Individual

Spring 2
Events and
Actions in

Programmes

Individual

Summer 1
Data Logging

Individual

Summer 2
Repetition in
Games

Individual

Trust
Virtues and
Catholic
Social
Teachings

&,

&

&,

Liberty Liberty Liberty Liberty Liberty Liberty
Responsibility Resilience Confidence Responsibility Common Good Confidence

Autumn 1
Selection in
Physical
Computers

Individual

British

Computing

Autumn 2
Flat file
Databases

Spring 1
Introduction to
Vectors

Individual Individual

Spring 2
Variables in
Games

Individual

Summer 1
Introduction to
Spreadsheets

Mutual Respect

Summer 2
3D Modelling

Individual

Libert Libert Libert Libert and Tolerance Libert
Values y Y Y Y Y
Trust Resilience Responsibility Self- Belief Resilience Common Good Confidence

Virtues and
Catholic
Social
Teachings

&

&

&
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The BHCET Computing curriculum has been designed to be delivered to the whole class. However, the tasks are adapted
by class teachers to meet the needs of individual children. To ensure pupils with SEND achieve well, they should be exposed to
the same learning as their peers; however, the way they evidence their learning through the tasks can be adapted.

Through scaffolding, tasks can be adapted to ensure all learners can access and evidence the same threshold
concepts and learning objectives as their non-SEND counterparts. Scaffolding strategies can include providing sentence
starters, a writing frame, vocabulary banks, sorting and matching cards or visual prompts. Reactive or proactive adaptations
can make the BHCET curriculum accessible and achievable for all.

Other strategies of adaptation are outlined through the EEF's Five-a-Day principles, which include
explicit instruction, metacognitive strategies, flexible grouping and the use of technology:

Scaffolding

‘Scaffolding’ is a metaphor for temporary support that is removed when it is no longer required. Initially,
a teacher would provide enough support so that pupils can successfully complete tasks that they could not do independently.
This requires effective assessment to gain a precise understanding of the pupil’s current capabilities.

Examples:  Support  could be visual, verbal, or  written. Writing  frames, partially ~ completed
examples, knowledge organisers, sentence starters can all be useful. Reminders of what equipment is needed for each lesson
and classroom routines can be useful. Scaffolding discussion of texts: promoting prediction, questioning, clarification
and summarising.

Explicit Instruction

Explicit instruction refers to a range of teacher-led approaches, focused on teacher demonstration followed
by guided practice and independent practice. Explicit instruction is not just “teaching by telling”
or “transmission teaching” One popular approach to explicit instruction is Rosenshine’s ‘Principles of Instruction’.

Examples: Worked examples with the teacher modelling self-regulation and thought processes is helpful.
A teacher might teach a pupil a strategy for summarising a paragraph by initially ‘thinking aloud’ while identifying the topic of
the paragraph to model this process to the pupil. They would then give the pupil the opportunity to practise this skill.
Using visual aids and concrete examples promotes discussion and links in learning.

Cognitive and Metacognitive Strategies
Cognitive strategies are skills like memorisation techniques or subject specific strategies like methods to
solve problems in maths. Metacognitive strategies help pupils plan, monitor and evaluate their learning

Examples: Chunking the task will support pupils with SEND - this may be through provision of checklists,
instructions on a whiteboard or providing one question at a time. This helps reduce distractions to avoid overloading
working memory.

Prompt sheets that help pupils to evaluate their progress, with ideas for further support.

Flexible Grouping
Flexible grouping describes when pupils are allocated to smaller groups based on the individual needs that they currently share
with other pupils. Such groups can be formed for an explicit purpose and disbanded when that purpose is met

Examples: Allocating temporary groups can allow teachers to set up opportunities for collaborative learning, for example
to read and analyse source texts, complete graphic organisers, independently carry out a skill, remember a fact, or
understand a concept. Pre-teaching key vocabulary, is a useful technique.

Use of Technology
Technology can assist teacher modelling. Technology, as a method to provide feedback to pupils and/ or parents

can be effective, especially when the pupil can act on this feedback.

Examples: Use a visualizer to model worked examples. Technology applications, such as online quizzes
can prove effective. Speech generating apps to enable note-taking and extended writing can be helpful.
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Assessment comprises two linked processes:

Formative Assessment: provides Assessment for Learning. Is a continuous process and an integral part of teaching and learning;
informal observations, dialogue/effective use of questioning, consolidation activities, low stakes quizzing, routine marking; and
pupil/peer assessment all contribute to the developing profile of progress. When pupils make changes and consider actions to
their work, based on the activity, they are ‘self-regulating’ their work. Self-regulating activities can be termed Assessment
as Learning. Self-regulated learners are aware of their strengths and weaknesses, and can motivate themselves to engage in,
and improve, their learning. Pupils start by planning how to undertake a task, working on it while monitoring the strategy to
check progress, then evaluating the overall success.

METACOGNITION

3. Evaluation

1. Planning

2. Monitoring

COGNITION

Metacognitive Regulation Cycle
(EEF Metacognition & Self regulation Guidance)

Summative Assessment: provides Assessment of Learning and is a judgement of attainment at key points throughout the year-
using past knowledge to measure attainment and progress. Examples of this are standardised tests, tasks and end of
term/annual assessments which include a sample of pupil’s prior learning.

Assessment is a continuous process which is integral to teaching and learning and:

eEnables an informed judgement to be made about a pupil’s understanding, skills, attitude to learning and successful acquisition
of knowledge as they move through the curriculum.

eIncorporates a wide range of assessment techniques to be used in different contexts/purposes.

e|s accompanied by clear assessment criteria that enables effective marking and feedback, a reliable progress evaluation to be
given and demonstrates clearly what a pupil must do to improve.

*Provides feedback recognising achievement, increasing pupil confidence/motivation.

eSupports learning by making clear to pupils: what they are trying to achieve; what they have achieved; what the learning gaps
and misconceptions are and what the next steps in learning are.

eAllows regular subject specific extended writing and access to high quality text/ reading.

eShould be moderated and standardised to ensure purposeful, meaningful, and timely feedback.

eIncludes feedback to pupils to help them understand what they need to improve, challenging them to achieve their target
rather than a grade.

eAllows leaders and staff to make timely adaptations to the curriculum.
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Love God, Love Learning, Love One Another.
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