Year 7

Students can contrast computational
abstractions that model real world problems
and physical systems.

Students can relate the use of different
algorithms to solve specific problems to their
context.

Students can discuss the use of different
programming languages for different tasks.
Students can relate the use of binary and
Boolean operators to each other through the
use of simple logic gates and circuits.

Students can relate the use of internal
hardware (CPU / Memory) to the overall
performance of a computer system.

Students can relate the use of binary data for
different products such as text, images and
sound.

Students can compare the use of different
devices and applications for meeting a specific
user need.

Students revise digital artefacts and are able to
repurpose these for a given audience with
attention to usability.

Students relate the need for safe working
practices and online safety to their own online
practices. They can discuss the need and use of
a range of channels for reporting concerns.

CRISPIN

ASPIRATION « COMPASSION « EXCELLENCE

Students can use computational abstractions
that model real world problems and physical
systems.

Students apply different algorithms to solve the
same problem.

Students can complete programs using block
based or textual languages.

Students use Boolean operators within different
computer programs and solve simple binary
calculations.

Students can describe the ways in which
computer hardware and software interact to
create a computer system.

Students can describe how binary data can be
manipulated to change different types of digital
product.

Students can complete creative projects using
applications and devices.

Students can reuse and repurpose digital
artefacts for a given audience and can discuss
aspects of their design.

Students can articulate the need for
responsible, safe working practices and are able
to select appropriate channels for reporting
concerns.

Students understand how abstractions model
the state and behaviour of real world problems
and physical systems.

Students compare the use of different
algorithms for the same problem.

Students understand the use of block based and
textual languages.

Students contrast how different Boolean
operators can be used within programs and
describe how binary is used within computer
systems.

Students can explain the differences between
Input Output and Storage devices and the
differences between systems and applications
software.

Students can interpret simple binary data used
to represent different data types such as text
and images.

Students understand how different applications
are appropriate in different contexts for
achieving specific outcomes

Students can describe how digital artefacts can
be manipulated for a given audience and
identify tools to achieve this aim.

Students can describe ways in which to work
safely and report concerns.

Students can identify abstractions that model
real world problems and physical systems.
Students recognise what is meant by an
algorithm.

Students can identify different programming
languages used within computer science.
Students can define what is meant by Boolean
logic and binary numbers.

Students can list the main components that
make up a computer system.

Students can identify how instructions are
stored within a computer system.

Students can identify how different applications
can be combined to achieve creative projects.
Students can identify the main requirements of
a given audience for a digital product.

Students can identify ways to protect their
online identity and to work safely.

Year 8

Students review the use of computational
abstractions that model real world problems and
physical systems.

Students can defend the use and choice of
different algorithms to solve specific problems.
Students evaluate the appropriate use of data
structures such as lists and arrays within
programs.

Students evaluate the use of logic gate
combinations to solve problems.

Students can contrast the effects of making
changes to hardware and software on system
performance.

Students can evaluate the effectiveness of
binary to represent data for example by
increasing image bit depth.

Students plan how to use different devices and
applications to meet project requirements.

Students can contrast computational
abstractions that model real world problems
and physical systems.

Students can relate the use of different
algorithms to solve specific problems to their
context.

Students can discuss the use of different
programming languages for different tasks.
Students can relate the use of binary and
Boolean operators to each other through the
use of simple logic gates and circuits.
Students can relate the use of internal
hardware (CPU/ Memory) to the overall
performance of a computer system.
Students can relate the use of binary data for
different products such as text, images and
sound.

Students can use computational abstractions
that model real world problems and physical
systems.

Students apply different algorithms to solve the
same problem.

Students can complete programs using block
based or textual languages.

Students use Boolean operators within different
computer programs and solve simple binary
calculations.

Students can describe the ways in which
computer hardware and software interact to
create a computer system.

Students can describe how binary data can be
manipulated to change different types of digital
product.

Students can complete creative projects using
applications and devices.

Students understand how abstractions model
the state and behaviour of real world problems
and physical systems.

Students compare the use of different
algorithms for the same problem.

Students understand the use of block based
and textual languages.

Students contrast how different Boolean
operators can be used within programs and
describe how binary is used within computer
systems.

Students can explain the differences between
Input Output and Storage devices and the
differences between systems and applications
software.

Students can interpret simple binary data used
to represent different data types such as text
and images.
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Students can compare different digital artefacts
and make appropriate selections for a given
audience.

Students can make judgements regarding ways
to use technology safely, respectfully and
responsibly including protecting their online
identity and reporting concerns through
appropriate channels to the context.

Students can compare the use of different
devices and applications for meeting a specific
user need.

Students revise digital artefacts and are able to
repurpose these for a given audience with
attention to usability.

Students relate the need for safe working
practices and online safety to their own online
practices. They can discuss the need and use
of a range of channels for reporting concerns.

Students can reuse and repurpose digital
artefacts for a given audience and can discuss
aspects of their design.

Students can articulate the need for responsible,
safe working practices and are able to select
appropriate channels for reporting concerns.

Students understand how different
applications are appropriate in different
contexts for achieving specific outcomes
Students can describe how digital artefacts can
be manipulated for a given audience and
identify tools to achieve this aim.

Students can describe ways in which to work
safely and report concerns

Year 9

Students design, use and evaluate computational
abstractions that model real world problems and
physical systems.

Students create original algorithms to solve
specific problems.

Students can design and develop original
programs using procedures and/or functions.
Students can write truth tables linked to the use
of different Boolean operators.

Students can develop models of computer
communication between systems which include
the interactions of hardware and software.
Students can manipulate digital products and
understand how data of various types is
represented and how instructions are stored and
executed within a computer system.

Students design and create digital products
across multiple applications and devices to meet
challenging goals for specific end users.

Students create, reuse and refine digital
artefacts for a given audience with attention to
trustworthiness design and usability.

Students fully understand and can relate to a
range of ways to use technology safely. They
recognise different forms of inappropriate
conduct and the legal framework surrounding
these.

Students review the use of computational
abstractions that model real world problems
and physical systems.

Students can defend the use and choice of
different algorithms to solve specific problems.
Students evaluate the appropriate use of data
structures such as lists and arrays within
programs.

Students evaluate the use of logic gate
combinations to solve problems.

Students can contrast the effects of making
changes to hardware and software on system
performance.

Students can evaluate the effectiveness of
binary to represent data for example by
increasing image bit depth.

Students plan how to use different devices and
applications to meet project requirements.
Students can compare different digital
artefacts and make appropriate selections for a
given audience.

Students can make judgements regarding ways
to use technology safely, respectfully and
responsibly including protecting their online
identity and reporting concerns through
appropriate channels to the context.

Students can contrast computational
abstractions that model real world problems and
physical systems.

Students can relate the use of different
algorithms to solve specific problems to their
context.

Students can discuss the use of different
programming languages for different tasks.
Students can relate the use of binary and
Boolean operators to each other through the use
of simple logic gates and circuits.

Students can relate the use of internal hardware
(CPU/ Memory) to the overall performance of a
computer system.

Students can relate the use of binary data for
different products such as text, images and
sound.

Students can compare the use of different
devices and applications for meeting a specific
user need.

Students revise digital artefacts and are able to
repurpose these for a given audience with
attention to usability.

Students relate the need for safe working
practices and online safety to their own online
practices. They can discuss the need and use of
a range of channels for reporting concerns.

Students can use computational abstractions
that model real world problems and physical
systems.

Students apply different algorithms to solve
the same problem.

Students can complete programs using block
based or textual languages.

Students use Boolean operators within
different computer programs and solve simple
binary calculations.

Students can describe the ways in which
computer hardware and software interact to
create a computer system.

Students can describe how binary data can be
manipulated to change different types of
digital product.

Students can complete creative projects using
applications and devices.

Students can reuse and repurpose digital
artefacts for a given audience and can discuss
aspects of their design.

Students can articulate the need for
responsible, safe working practices and are
able to select appropriate channels for
reporting concerns.




