Progression with Computer Control in the National Curriculum

	Level 1
	Pupils recognise that many everyday devices respond to signals and instructions. 
Pupils make choices when using such devices to produce different outcomes.

e.g. Use a TV controller and programmable toys



	Level 2
	Pupils plan and give instructions to make things happen and describe their effects.

e.g. Program a Roamer to undertake a sequence of instructions.

Use a screen turtle to draw geometric shapes.



	Level 3
	Pupils use sequences of instructions to control devices and achieve specific outcomes.
e.g. Use a Roamer to undertake a task, e.g. deliver letters to houses in a model street. Make a fairground model undertake a planned sequence.



	Level 4
	Pupils use ICT systems to control events in a predetermined manner and to sense physical data.
e.g. Use a device with sensors, e.g. burglar alarm system, buggy with bumpers.



	Level 5
	Pupils create sequences of instructions to control events, and understand the need to be precise when framing and sequencing instructions. 
Pupils understand how ICT devices with sensors can be use to monitor and measure external events. 
e.g. build a control system to response to external events, e.g. a model car park barrier which counts cars in and out.



	Level 6
	Pupils develop, try out and refine sequences of instructions to monitor, measure and control event, and show efficiency in framing these instructions.
e.g. create a model of a computer-controlled house which responds to light, temperature levels, security. The control program developed should demonstrate programming efficiency.



	Level 7
	Pupils use ICT to measure, record and analyse physical variables and control events. They design ICT-based models and procedures with variables to meet particular needs.
e.g. develop a model of a fairground ride (e.g. water chute) which controls, monitors and counts at various stages. The program should show how decisions are made based on the information measured by the system.



	Level 8
	When developing systems that respond to events, pupils make appropriate use of feedback.
e.g. develop a physical or simulated system (e.g. vending machine) that responds to inputs and shows the effective use of decision-making in response to combinations of inputs.




