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Key findings

The two factors with the strongest evidence of improving pupil

attainment are:

Research « teachers’ content knowledge, including their ability to
Su pports understand how students think about a subject and
assessment as identify common misconceptions

a key factor in  quality of instruction, which includes using strategies
improving like effective questioning and the

pupil
. What makes great teaching? Robert Coe -
atta Inme nt Cesare Aloisi -Steve Higgins and Lee Elliot

Major Sutton Trust



http://www.suttontrust.com/researcharchive/great-teaching/
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Subject

What to

Knowledge &
Understanding

assess?

Computational
Thinking

Problem
Solving
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Computing Progressions



Pupil
ygression

Algorithms

Understands what an algorithm is and is able
to express simple linear (non-branching)
algorithms symbolically. (AL)

Understands that computers need precise
instructions. (AL)

Demonstrates care and precision to avoid
errors. (AL)

Understands that algorithms are implemented
on digital devices as programs.(AL)

Designs simple algorithms using loops, and
selection i.e. if statements. (AL)

Uses logical reasoning to predict outcomes.
(AL)

Detects and corrects errors i.e. debugging, in
algorithms. (AL)

Designs solutions (algorithms) that use
repetition and two-way selection i.e. if, then
and else. (AL)

Uses diagrams to express solutions. (AB)
Uses logical reasoning to predict ou
showing an awareness of inputs. (A

-
-

Progression Pathways by Mark Dorling

Programming & Development

Knows that users can develop their own
programs, and can

demonstrate this by creating a simple program
inan environment that does not rely on text
e.g. programmable robots etc. (AL)

Executes, checks and changes programs. (AL)
Understands that programs execute by
following precise instructions. (AL)

Uses arithmetic operators, if statements, and
loops, within programs. (AL)

Uses logical reasoning to predict the behaviour
of programs. (AL)

Detects and corrects simple semantic errors i.e.
debugging, in programs. (AL)

Creates programs that implement algorithms to

achieve given goals. (AL)

Declares and assigns variables. (AB)

Uses post-tested loop e.g. ‘'until’, and a

1 programs,
ent. (AL)

https://community.computingatschool.org.uk/resources/1692

Shows an awareness of tasks best completed
by h_umans or computers. (EV)

Understands the difference between, and
appropriately uses if and if, then and else

- o ok YNy g,

e G A e s


https://community.computingatschool.org.uk/resources/1692

Algorithm Algorithm Decomposi- | Generalisa- Pattern Abstraction Design Sequence Selection Repetii
(programming) | tion tion Spotting
Evaluation
Think of a simple Identify if an algo- | Break a simple Recognise where | Spot simple Decide which Following instruc- | Follow simple use single simple Explore al
everyday algo- rithm does what everyday algo- an idea is adapted | patterns in code parts of a project | tions to create everyday se- condition simple re|
rithm youwantittodo | rithminto parts | and used againas | oralgorithm are most im- quences of in- layground in music ¢
(Remove tooth- (Does Bee-bot (breakfast, directed by the (simple regular 2d | portant or should structions games flowchart dance
paste top, reach its target?, getting changed, | teacher logo shapes) be started first decisions)
squeeze tooth- Is Scratch conver- | walk to school) (Perimeter) (Magic Carpet)
paste onto brush) | sation easy to
read?)
read and follow Recognise that Observe a work- | Pupil chooses to Spot patterns in Define all the Add small non Create simple create selection Create sir
symbol sequence | there are more ing program and | Adapt ideas that algorithm or code | elementsin critical adapta- everyday se- within a loop repeat x t
algorithm than one algo- decompose its they have used to | and continue the | something and tions (Smoking quences of in- (Slug maze, selec- | loop (Scrz
(PE Cards, jump, rithm to do the elements as a solve similar patterns (Coin then remove the car, Music ma- structions tion investigation) | Dance, sc
step etc) same thing class (Smoking problems machine, pro- ones that are not | chine, dressing up music not
(Identify two bee- | car, slug trail, (Selection investi- | gram a clock) needed (Musicas | game) repeat lot
bot routes to go Magic Carpet, gation, primary code) peatxin |
from A-B) Europe) games maker,
Random wor
Create simple Recognise that Observe a work- Adapt a given create sequence Use single maths | Create nc
sequence algo- one algorithm ing program and design for a new of symbols (Bee- operator condi- nating col
rithms using sym- | may be better decompose its teacher given bot, human tion (Maths quiz) (forever)
bols (Bee-bot (Bee-bot shorter elements as an purpose (Times crane, Scratch (making s
cards, human distance, less individual tables game) Junior Travel, move sluj
crane cards) time. Less algo- (Tables Game) crab maz(
rithm symbols)
Read and follow Design an algo- Create a pro- Repurposing ide- | create sequence Multiple selection | loops witl
written sequence | rithm/code for a gram by decom- as for a pupil cho- | of simple code beyond if and else | for areas
fAan AilirnAacA that ran ha Aaacila ICreatrh tican ~AF

algorithms
(Forward 3, right
90)

specific person or
group of people
(design a Scratch
program for
younger pupils)

posing it into
parts and solving
parts separately

(Primary games
maker)

https://go00.gl/COiuFm

D

L2 Junior

say _Camcuter

code-it.co.uk
-
—

] D

e

Code-IT Progression of Knowledge Grid

I lAa~LY



https://goo.gl/C0iuFm

Search

RISING STARS

- <) Basket (O
Teach Learn  Shine asker () 01235 400555 0'

Subjects ~ Free Stuff Blog About Us ~ Contact us

Progression Frameworks for Computing

* Rising Stars has worked with the author of Switched on
RISINGYSTARS

ASSESSMENT Computing, Miles Berry, to produce a rigorous Progression
. Framework which helps teachers cover the requirements of tt
ProgrESSIOH new computing curriculum and ensure children are on track tc
Fra meworks meet end-of-key-stage expectations.

_omputing?

Take a look at our Computing A: MIIeS Berry httpS//googVZIVqu h your class.



It assessment is just ticking NC
statements or knowledge facts
then it is really just a record of
coverage rather than assessment

with and for learners
XV
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If you are a computing lead supporting

other teachers to teach computing

s a place for a module checklist for
a subject so subject leads can
-Check delivery happened

-ldentity staff training needs

-ldentifty technical difficulties
XV
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What is assessment?
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Formative Assessment

* Powerful classroom diagnostic tool to check if pupils
* Understand
* Know how to
* Can solve
* Cando
e Can explain
e Can predict
e (Understand the learning)

* Before moving pupils forward, correcting or enhancing



@baggiepr [TElELT

Principles of Formative Assessment

What will it tell me?

 What will this assessment tell me about pupils’

How will | use the (Igrgcgﬁ\illlle?dge and understanding of the topic, concept

information to improve _ _ _ . .
learning? * How will | communicate the information | gain from

this assessment to pupils in a way that helps them
to understand what they need to do to improve?

* How will | ensure pupils understand the purpose of
this assessment and can apply it to their own
learning?

* How will | ensure my approaches to assessment are
inclusive of all abilities?

Will pupils get why we
are doing this?

Will it be useful to , .
oupils of all abilities? Final report of the Commission on Assessment

without Levels September 2015



https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/461534/Commission_report_.pdf
https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/461534/Commission_report_.pdf
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Principles of Formative Assessment

information Iesson planning
Adapt/change
/\ teaching

Plug gaps in pupils

Assessment

Most primary

computing
. knowledge or formative
Support progression understanding Jssessment is
where learning is : about
secure Corrective enrichment and
Enrichment correction
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Formative Assessment Process

Learning Learning

Enrichment Enrichment

Learning
Fully
Grasped

Learning Learning
Fully Fully

Grasped Grasped

Learning Lesine Learning i Learning
Assessment Assessment Assessment
Learning Learning Learning
Not Not Not
Grasped Grasped Grasped
Learning Learning Learning

Corrective Corrective Corrective

Activity Activity Activity
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Formative Assessment Process

Move onto

variable inside a
loop

Learning

Enrichment HEEITE

Learning

_ Fully
Learl?lﬂg Grasped
ully
Grasped Scan work

to see
variable in
correct
place

Learning Learning Intro variable to
Assessment keep score
Learning

Not
Grasped

Learning
Corrective
Activity

Both corrective and enrichment activities should be within the
scope of what all pupils are learning not cover new learning

Learning
Not
Grasped

Leave variables
and concentrate

on selection
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Formative Assessment Process

Learning
Enrichment

Learning Learning Learning
Fully Fully Fully
Grasped Grasped Grasped

Learning Learning Learning Learning Learnin Learning
Assessment Assessment & Assessment
Learning Learning Learning
Not Not Not
3 Grasped Grasped Grasped

Learning Learning
Corrective Corrective

Activity Activity

Any pupil could take any path in any lesson
To pre-judge is to limit expectation and outcome
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Formative Assessment Process

Learning

Enrichment

Learning
Fully
Grasped

Learning Learning Learning
Assessment

Learning
Not
Grasped
Learning
Corrective

Activity

The number of assessment opportunities is determined by
the needs of both the learners and what they are learning
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Formative Assessment Process

Learning Learning Learning

Enrichment Enrichment Enrichment

Learning
Fully
Grasped

Learning Learning
Fully Fully

Grasped Grasped

Learnin Learning Learning Learning Learnin Learning
& Assessment Assessment & Assessment
Learning Learning Learning
Not Not Not
Grasped Grasped Grasped
Learning Learning Learning

Corrective Corrective Corrective

Activity Activity Activity

The number of assessment opportunities is determined by
the needs of both the learners and what they are learning
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® + G Program Aim Program right angled shapes using

KS2 Planning
with I —

F O r I I . a t | V e Explorlng nght AngIEd Shapes -In my scheme of work | would put this in Year 3 (7-8 years old) -Algorithmic Thinking

-Algorithmic Evaluation

algorithms created by walking over the shapes on
the floor

EEAY8 Junior

e
>
©
K
8
B

Computing Science Concepts

-Sequence —Basic Loops

Resources
Problem Solving m “ Scratch 1.4 0r 2.0 o =
Assessment A LI e W
. . Ambiguity Problem P & Debug Adapt Space for shapes on floor . —
O p p O rt u n |t | e S 1, Shape 2, Shape 3, Most efficient Netons! Curriculum Programs of Study k52
Algorithms Programs Algorithm DI S o Tt tox

[ ]
_ —p  -design, write and debug programs that accomplish specific goals, including
u I n e Formatios Roiassisat controlling or simulating physical systems; solve problems by decomposing them

into smaller parts

- use sequence, selection, and repetition in programs; work with variables and
various forms of input and output

- use logical reasoning to explain how some simple algorithms work and to detect
and correct errors in algorithms and programs

(Coverage in Bold)
Corrective Activity Enrichment Activity
e atte . wwservation Ask pupils to place corner of their |1, Can pupils draw capital letters
_-wiu Or sheet | Pupils have more than ruler on each shape to spot any sticking to the 90 degree only rule.
...ay wish to reprise what a 90 degree |one shape where all the |which are not right angles. Cross 2, Block writing M
angle is and where they might find one in the angles are 90 degrees out any that are not wholly made
classroom. Shapes can be open or closed (open stairs) up of right angles. =



http://code-it.co.uk/rightangles
http://code-it.co.uk/carpet
http://code-it.co.uk/scratch/scratchconversation
http://code-it.co.uk/2Dshapepatterns
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Improved Outcomes

e Teachers who are on the lookout for formative assessment
opportunities in the lesson

* Asking
* How can | tell if this is a block?

 What can | do to encourage pupil to correct it themselves
(Learning corrective activity)

 What can | do to enhance their learning within the sphere
of what they are learning?
(Enrichment Activity)
Enrich not Extend

v/



Better Qutcomes

* Teachers who look for possible blocks to learning before the lesson in
the planning phase

* Teachers who plan formative assessment opportunities that include
corrective and enrichment opportunities

Every teacher will be stuck on how to support a
pupils through specific blockages and
misconceptions. Building a culture of honesty

where we can talk about the blockages we have
seen with pupils to gain collective insight is
important. No teacher is an island! Could there
be a role for CAS hubs in this?




summative assessment?

/« Will it be useful for the teacher?

* Next Lesson
e Future modules

* Will it be useful for the pupils?
* Will it celebrate learning achievement?

KWiII it be useful to share with parents?

* Will it mark something that pupils need to work on?

N

ol

A
Vs Seesaw

TP
: 3‘, %
A

{ * Can it be easily recorded? } U Valedn

Chat back

Last name

First name

@baggiepr [ ErdE(T

Should we use formative assessment as

Google Sheet
or Form
Pupil
Capture
teachers
comment
Reply to
teachers

Teacher feedbackcOMmMment

My reply (What did you do to
respond to teacher feedback?)
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Assessment for Learning

Do pupils know their next
steps of learning?

Do teachers know their next
step for formative purposes?



KS1 Computing Science Example

Pupils should be taught to understand what algorithms are; how they are implemented as
programs on digital devices; and that programs execute by following precise and unambiguous

instructions

|dentify

Develop

Explain

Algorithms | can identify a set of
steps or instructions
as an algorithm

Bee-Bot Example

| can create the steps of an
algorithm

| can point out the algorithm my teacher made

| can create my own Bee-bot algorithms

| can tell my partner what my algorithm will do

| can explain what the
algorithm is doing

Imitate

Adapt

Create

Algorithms | can follow the steps

of an algorithm

| can complete the next or
previous step in an
algorithm

| can complete an
unfinished algorithm

| can create the steps of an
algorithm

| can reverse the steps of
an algorithm

Scratch Junior Example

| can dance the algorithm my teacher made
| can add a few steps to the algorithm my teacher made
| can create my own dance algorithm and test it

http://code-it.co.uk/afl



http://code-it.co.uk/afl

Imitate Adapt Create
Create | can follow | can adapt ideas that | | can discover how to use
instructions to create | have been shown to create | technology to create my
meaningful content meaningful content own meaningful content
Organise, | can follow | am beginning to organise, | | choose to organise,
store, instructions to manipulate and retrieve manipulate and retrieve
manipulate organise, manipulate my content when needed my content when needed
and retrieve | and retrieve my
content
Identify Develop Explain
Which | can identify which | can decide what | can give a reason why |
technology technology might be technology to use to create | decided to use a specific
to use when | useful for a teacher for my chosen purpose technology tool, program
creating chosen purpose or app to create for my
chosen purpose
Organise, | know what | can organise, store, | can give a reason why
store, organising, storing, manipulate and retrieve saving my data helps me
manipulate manipulating and my data

and retrieve

retrieving data is

Create

| can identify
opportunities to
create purposeful
digital content

| can create purposeful
digital content

| can explain why | created
my digital content

KS1
Digital
_Iteracy
Example

http://code-it.co.uk/afl



http://code-it.co.uk/afl
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Pupils should be taught to use logical reasoning to predict the behaviour of simple programs
Identify Develop Explain
Predict | can identify a | predict what | think will | | can explain my prediction
prediction created by happen based on my based on the rules that
someone else previous knowledge of govern the program or
the program or device device
Imitate Adapt Create
Predict | can follow the steps of | | can correct someone | can create my own
someone else’s else’s prediction based on | prediction based on the
prediction my knowledge of the rules that govern the
program or device program or device

KS2 Computing

Science Examples
http://code-it.co.uk/afl



http://code-it.co.uk/afl

@baggiepr [ ErdE(T

KS? Slug Trail Game

1. | can identify the objects | will need to make
Exa m p | €S 2. 1can say precisely what each object will do
3. I can explain how this will help me build my own version of the game

|dentify Develop Explain

Solve | can identify that | can decompose an | can explain how

problems by | algorithms and algorithm into separate decomposition helps me

decomposing | programming projects parts which could be tackle complex problems

them into can be broken up into converted into code by breaking up the task

parts parts into manageable chunks
And helping order

| can identify the parts workflow

of a programming
project by running the
program and recording
what is observable and
what it does (reverse
engineering)

http://code-it.co.uk/afl



http://code-it.co.uk/scratch/slugtrail/slugtrailoverview
http://code-it.co.uk/afl
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Initially teach to adapt or
develop and use imitate or
identifty to help with
corrective activities and create
and explain for enrich /
enhance opportunities

Imitate Adapt Create
Identify Develop Explain
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Don't overdo on teacher generated learning steps

If pupils can establish their own learning steps then imposing
learning steps may at best be a distraction and at worst reduce
the amount of thinking pupils do

* Do they know their own steps/stages

* Open ended projects ® Saw the spar to:
g - . . O 4x 30cm
* Build in time for pupils LA
to plan workflow e Sand paper the ends of the spar
e Robot Wars examp|e ® Stick the spar pieces together to create a rectangle

e Stick the triangles to the corners of the spar
® Surround the spar with cardboard
® Cutsome card te |
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Learning to Learn in Computing

Meta-cognition and self-regulation approaches (sometimes
known as ‘learning to learn’ approaches) aim to help learners
think about their own learning more explicitly.

Education Endowment Foundation
* High Impact for low cost based on extensive evidence

* Most evidence in English & Maths



https://educationendowmentfoundation.org.uk/resources/teaching-learning-toolkit/meta-cognition-and-self-regulation/

Assessing Problem Solving Skills &

Attitudes



DOTN probiems/solutions.
e S

“Deals with open ended
problems”

e}develo

3 FOllOWS mnsurucuons ana
what they are told.

niy aoes

ammgunty exists in botn

Propiems/somutons.

@baggiepr | &

probiems/solutions.

. \Worked with Mark Dorlmg & others to

& refine problem solving rubric

=

| ° Lompares tne perrormance or

‘he same

riosity to |
and

appropriate prooiemsysolutions.

“Adapts existing knowledge
or solutions to solve new
problems”

e Shows reluctance to or actively
avoids learning from previous
solutions.

e Struggles to identify patterns that
match a problem to a previously
learned solution.

e When directed and with
reassurance, will consider
adapting pre-existing solutions to
solve the current problem.

e Tinkers with solutions to find new
uses.

e With some support identifies
patterns and trends in problems
and solutions.

® Chooses pre-existing solutions
they are already aware of to adapt
and solve the current problem.

e Independently identifies and acts
on patterns in problems/solutions.

e Independently seeks out pre-
existing solutions (not directly
within their existing sphere of
knowledge or understanding)
transferring ideas and/or solutions
from one problem context to
another.

“Iteratively develops, tests,
and debug solutions”

e Struggles to express ideas as a
solution.

® Looks to submit the first working
solution as the finished product.

® Lacks an awareness of the need to
test, debug and refine solutions
iteratively.

® Has a preferred way of
representing solutions and often
chooses

e Implements a solution using a
given (completed) design.

® Prototypes solutions quickly and
submits more than one iteration
of a solution for feedback.

® Begins to use logical reasoning to
predict outcomes.

e Shows an awareness of the need
to debug solutions but requires

e With support designs and models
solutions.

® Requires occasional support when
testing and debugging solutions.

® Uses logical reasoning to predict
outcomes showing an awareness
of inputs.

e With support chooses an
appropriate way to represent

== http://code-it.co.uk/attitudes/

KS1-5

e Independently designs, models,
tests, debugs and refines solutions
(using a test plan and data where
appropriate).

e Independently chooses an
appropriate way to represent
solutions.

e Tidies up their solution to increase
the comprehension of how it
works.

e Embeds comment and explanation
of how a solution works to
improve understandability and
maintainability.



http://code-it.co.uk/attitudes/

“Confidence in understanding “Communicates and works

problems and dealing with with others to achieve a
complexity” common goal or solution”
“Iteratively develops, "Persi§tencg in “
tests, and debug  Problem working with ‘

solutions” difficult problems” ‘ d

Solving

“Deals with Attitudes |
Tolerance for
open ended C e
” ambiguity
problems

“Evaluates and “Adapts existing
weighs-up outcomes  knowledge or solutions to

carefully” solve new problems”




< Complexity

| can break complex
problems into parts (De)

| can discover / concentrate
on the most important part
of a problem (Ab)

| can explain how | used
decomposition &
abstraction (De Ab)

Ambiguity

| recognise there is more
than one way to solve a
problem (AE A)

| recognise there is more
than one way to describe a
problem (AE A)

| can explain how |
managed ambiguity (AE A)

‘@pen Ended

| look for a range of solution
to the same problem (AE A)

| don’t just accept the first
solution (AE A)

| can describe how a(AE A)
project can be extended

| can adapt existing ideas to
solve new problems (Ge)

| can identify patterns in
problems & solutions (Ge)

| can explain how | adapted
a solution to solve a new
problem (Ge)

| can evaluate my solutions
against a set criteria (AE)

| can design criteria to
evaluate my creations (AE)

| can explain how
evaluation helped me
improve a project (AE)

Experiment
& Debug

| can develop, test and
debug until a product is
refined

| repeatedly experiment
through making, testing &
debugging

| can explain how using the
iterative cycle improves my
work

“‘J‘ Persistence

| can persevere even if the
solution is not obvious

| learn from setbacks and
don’t let them put me off

| can describe how |
overcame problems

Communicate

| can contribute useful
ideas to a partner or group

| can encourage others to
share their ideas

| can lead using all the
people talent in my group

(De)composition (Ab)straction (Ge)neralisation Algorithmic Evaluation(AE) (A)lgorithm

Links between
Computational
Thinking and
problem
solving



, , | don’t just accept | look for a range of solution
| recognise there is more than one : .
_ the first solution to the same problem
way to solve/describe a problem

| look for how a project can be
| can evaluate my solutions ~ Handles m extended
: sopin  AMbiguity — openFnded | can break complex

against a set criteria
Problem Solver  problems into parts

| can design criteria to
evaluate my creations

| can discover / concentrate on the
most important part of a problem

| can contribute useful ideas Copes with | can identify patterns in
to a partner or group Complexity  problems & solutions
Computlng
| can encourage others to share prob|em Solver | can adapt existing ideas to

their ideas (i3  solve new problems
Communlcates

| lead using all the people

talent in my group ‘ Investigates
| learn from setbacks and don’t “‘l »

let them put me off

Perseveres
| can persevere even if the solution

is not obvious
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Prompts & Stickers

o

oxre

4 g
| can concentrate on

—

the most important

) ideas ,»"j //
o |lookfora ranged\N/
part of a problem solutions to the

same problem

http://code-it.co.uk/attitudes/

@baggiepr


http://code-it.co.uk/attitudes/

| can Persevere eyen
if the solution is not
obvious
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I look for how q
project can
__ . be extended

I used this problem solving
/

kill b
w2809 10 ¢

(Be specific)

| used this problem solving

skill by :z:ori_n;!m,
«a@bk e cu;cécc 0

b S sne
Y oW T hausa 4
(Be/specific)

| recognise there is
Handles more than one way to

Ambiguity solve / describe
| a problem

BciE-|

| used this problem solving

|
skill by 1““0(313.&2

T CouldN' T vy
Rt

(Be specific)

@baggiepr

* Pupils nominate
each other for
stickers

* Pupils choose
stickers for
themselves

Stickers
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| can contribute
useful ideas to a
partner or group

Communicates

Communication & collaboration are
really important for solving problems

We have to nurture these in our
classrooms

Physical computing collaborative
projects & online safety discussions

@baggiepr

| can encourage
others to share
their ideas

[ lead using all the
people talent in my

group



@baggiepr [ ErdE(T

Open Ended Problem Solver

* More able who find a quick solution challenged to find
more ways to solve the problem e

Different
ways to
leave a

* One opportunity in a lesson to find more than one way
to solve something for everyone

e Assessment (count number of ways to solve problem)

trail game
* Project cut off so all pupils can look at how they might -

extend it
it @ secs

colour trail

--'L—J in the slug

. T
| don’t just | look for a range of | look for how a
accept the solution to the project can be
first solution same problem extended (‘
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breaking a stone

Copes with Complexity Year3pupis

3. T)”"Ii / i H@ o ; ﬁ

A oak

.

g Vi fo ik A% ,‘,_,
) >
N ! ~
% 3
¥ . fe »" - 3
4
>
\ ik

age scene down
into parts before
creating a stop
motion animation

Teacher observational

assessment

| can break
complex problems
into parts
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CO'DES W/th Comp/eX/ty Classic programming

decomposition,

What do you need to make all the number sprites do?

Youo rued do ameke spnds dinopact breaking a pro.Ject into
W ren w Mm Prum wiove. @M parts to solve it
iy Bl w"* “& separately
What do you need to make only the c« [' Jimes Tables Game s
sprites do? Al oo MM i)
o o, wuumber o K2 ® ‘ Assessment marking or
& pons wodh P Yne . .
wrong: .(‘ n scanning for correct
What do you need to make only the ‘ answers
do? uan Yhe e om 2 13 & SR
omaer Laubbrodt | f . can drea
% . complex problems
. into parts

http://code-it.co.uk/scratch/tablesgame/tablesscameoverview



http://code-it.co.uk/scratch/tablesgame/tablesgameoverview

@baggiepr [ ErdE(T

Copes with Complexity

Putal, 2 & 3 by the
Circle all the things the game does at the moment

Move when the 1 key is pressed jobs you t.hmk need to
Zoom when the z key is pressed be d one fi rst

————.

Move further when the 2 key is pie_siep
Darken the background when the k key is pressed

urn to the right when right arrow key is p@

Spm round when the ¢ S key is pressed

Assessment talk for
computing, What do you
think that needed to be

done first? Why?
Turn to the left wh_eIl :c_he Ieft arrow key is pressed > Y
Grow the carpet when the b key is pressed I can discover /
e concentrate on the most
eave a trail when d I@ important part of a

problem
a2 http://code-it.co.uk/carpet



http://code-it.co.uk/carpet
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Talk for Computlng Video Booth

* White Eagles

Example Assessment

W B o7 e Questions
"‘“‘““'/T e el == " e Where did you start in your
+ Once lost 13-0 to |I Belgiug gm . .
. e project and why did you
’————’;;\"’ - .‘:Pk d:dythe Sta rt there?

et
QP!
‘“\m gobw

Wwon the Euros i

* How did you use your
algorithm to build your
program?

* |In what ways was your
algorithm/decomposed
planner useful or not useful
when programming?

* Describe a bug in your code
and how you are dealing
with it?

Vf:s\\\oi

e e WO
: Czec\" Republichs
- \ayed in the EUreS 5

av
times before
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EVO/UG tes | can evaluate my solutions Q/IO
against a set criteria
* Involving pupils in designing evaluations

‘What does a good one of those look like?’ (Wagoll)

* Peer evaluation, valuing constructive criticism Assessment Pupils
help define checklist
that they will use to

assess peers work.

* Right to reply
‘I agree with your point | will try to change it by...”
‘I don’t agree with your point because....”

* Evaluating during project so that pupils can act

on it not at the end . .
| can design criteria to

evaluate my creations



g |
M, clock2

w4452

 hours 0 | minutes [TETT | seconds [T |

0 Hours 3 Minutes
35 Seconds

| can identify
patterns in
problems &
solutions

Assessment
Checking for

correct answers

scan or mark

\
Qbaggiepr /[l =-{T
Have you ‘
reached 60
seconds? No

Yss
Set seconds
back to zero

‘

Increase
minutes by 1

Have you
reached 60
minutes?

\

—
Yis —_—
Ehapes are larger
1 so they are
easier to write in

—

] Yes,
code-it.co.uk

—r’

http://code-it.co.uk/scratch/clock/clockoverview



http://code-it.co.uk/scratch/clock/clockoverview
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| can adapt existing ideas
to solve new problems A d(J,U (s

These are some of the blocks

. .
B S Ay ——ve—— we have used in Y3 this year
~ S
What could you use them to
make?
=" | ater here is a more )
e I e T e complex idea can you

Assessment end of project what retro fit this into an

does it do, what have they learnt? : e @arlier project
Can they adapt the learning? *

http://code-it.co.uk/scratch/actionassess/actionoverview



http://code-it.co.uk/scratch/actionassess/actionoverview

Investigates

Write or draw what shape you
think this code will create

@baggiepr [CEed =T

when space key pressed

tube I: outer: inner: @)
move

Assessment
Rotate means to turn .
There are 360 degrees in a full turn ertte nor
drawn
Beetle Blocks prediction

http://code-it.co.uk/bracelet/



http://code-it.co.uk/bracelet/

@baggiepr E

Assessing problem solving

AT

B = Where you are before the project | don’t | know what it | |doita little Idoitalot Idoitalot
A = Where you are after the project understand is but don’t do and can
Year+project initials+A or B (3mmB, 3mmA) | what it is yet it yet explain how
1 |!can evaluate my solutions
against set criteria
2 | can design criteria to
evaluate my creations
| can contribute useful ideas
to a partner or group
4 | !can encourage others to
share their ideas B A
5 |llead using all the people
talent in my group B A
6 | learn from setbacks and ‘J‘
don’t let them put me off di
7 | can persevere even if the ‘J‘
solution is not obvious di
8 | look for a range of solutions—yum,
@baggiepr

http://code-it.co.uk/attitudes/



http://code-it.co.uk/attitudes/
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How to assess
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Assessment must be as engaging as the lesson

* The Neurons that fire together wire together !

* The emotional response associated with learning gets included in
what you learn

* Exciting, challenging lessons where pupils overcome difficulties
produce an emotional response often a release of endorphins

* Exciting, challenging assessments will assess and reinforce what has
been learnt

* Coffee stimulant example

1 Donald Hebb



https://www.supercamp.com/what-does-neurons-that-fire-together-wire-together-mean/

@baggiepr [CEcd=-T

Primary assessment often needs to
nappen in the lesson

* Computing assessment needs to
happen in the lesson if it is going to
happen

* Time constraints on non specialist
teachers
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-ormative Assessment
How will we know?

Question and answer during class
Marking of pupils” work
Observational assessment
Regular short re-cap quizzes

Scanning work for pupil attainment and development

Final report of the Commission on Assessment
without Levels September 2015



https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/461534/Commission_report_.pdf
https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/461534/Commission_report_.pdf
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Kahoot! to Assess Networks
--,

€ Back

Information Technology .-

General knowledge assessment quiz about #information
#technology for #primary teachers

https://kahoot.it
See] ¢ v ] 0 |8 =

Or, copy & share this link: https://play.kahoot.it/#/k/05df93ff-5179-40c4-8388-
4c939b65ae83

Type: Quiz  Visibility: 8 Public Created: 4 weeks ago  By: baggiepr Audience: Training
Language: English

8 3 26 0
Questions Plays Players Favorites



https://kahoot.it/

iPad = 23:11 % 79% =)
< 1] & play.kahoot.it c m + 1

Se www.gov 8 Simple T... visible-lea... € Kahoot!... Computer... Favourites Problem S... make gif fr... |Pathway|... |lvi...

Bee-Bot Assessment Y1
#Computing #Bee-bot #programming #logicalreasoning

Created by: baggiepr Language: English Audience: School
Plays 4 | Players 12 m

1. Which square will Bee-bot finish on?

2. Which square will Bee-bot finish on?

https://kahoot.it

4. \Which square will Bee-bot finish on?

5. How many algorithm cards are missing?
6. Which card is missing?

7.Which card is missing?

PLAY»

<) D e

You don't need an account to play! Sign in to save results or sign up to make quizzes.



https://kahoot.it/
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Talk for
Programming
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The fi ne h n done f . _
e first one has been done for you @baggiepr =BT

Quiz Algorithm Quiz Code
* Create a variable called S§coré
» Use a variable called @RSWer Assessment
-|A5k the user a question |~ Bookl etS
k _DZ-SD=? d it
* Store their answer in[@nswer| - B
variable if answer =
- change score Iwo
else
* Else their answer storg}in the change score by &9
variable is no{ =}o the say T for € secs
decrease variable by 1
Use the algorithm and code above to answer these questions Examples
If the user typed in 52, what word would appear on the screen? Maths Quiz

2D Shape Patterns



http://code-it.co.uk/scratch/mathsquiz/mathsquizoverview
http://code-it.co.uk/2Dshapepatterns
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Affordable
STEM Computing
Projects for

Crumble
Creations

| Ages 7-33

mmesthe Primary
Classroom

Thanks for listening
Any questions?

’ Hampshire

Services

Crumble Creations
Out End Of July

Hampshire Computing Review & Extended Support http://amzn.eu/fAbbuBU



http://amzn.eu/fAbbuBU
http://computing.hias.hants.gov.uk/course/view.php?id=38

