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To improve pupil outcomes and close the
disadvantage gap by supporting teachers
to teach, and pupils to access, a high
quality curriculum.

Oak’s purpose



A brief history

From pandemic response to a fully sequenced and resourced free curriculum

Apr 20-Jul 21 Jul 21-Aug 23 Sep 23-Aug 24 Sep 24-Aug 25
Pandemic Teacher-led Cycle 1 Cycle 2
response - uses: lesson curriculum curriculum
10,000 online and curriculum sequences & sequences &
lessons to planning lessons created. lessons
support created.

millions/week /F

Oak is established as an ‘arm’s length’ independent Curriculum Body,
funded by the DfE. S



Cycle 1: @

Cycle 2: \

Our resource development

Maths

Science

Art &
Design

MFL

Primary
music

=

gg English

@ Primary
’ Geography

==ASN

I st &P re
PE \%g/ RSHE

Computing

3

History

Secondary
music

Citizenship

Secondary
geography

¢



Partnership

Working with the successful bidder for the Primary and Secondary contracts.

\ S/

Oak National Academy  Raspberry Pi Foundation



We are delivering fully resourced curriculum plans

Phase 1

Curriculum
sequence and
information:
Overview sequence
of content and
units of learning
including key
knowledge,
vocabulary and
skills.

S

Phase 2

Lesson
resources:
Full sets of

lesson resources:

slides,
worksheets,
quizzes, teacher
guidance and
video lessons.

Full Resourced
Curricula:
Curriculum
information
clearly
structured into
units of learning
with supporting
resources for
each lesson






What to expect from
Oak lessons?



Our curriculum principles

Oak’s computing curriculum:

e Focuses on the knowledge and skills specific to
computing, including:

o How computer systems and networks function;

o The use of data to represent complex
information and inform decision-making;

o The design and application of algorithms and
data-driven models to create programs and Al
solutions.

e Enables pupils to use technology to present
information and create solutions to real problems.

e Examines the impact of current and emerging
technologies on individuals and wider society
including the legal, ethical and moral implico’rions.@

| Sequenced
li & coherent

Evidence
informed




NCCE Teach Computing

Systems and Selection in Vector Communication Variables )
searching physical computing graphics and collaboration in games 3D modelling
ET,CM PG, DD ET,CM
5 6
Video production Flat-file Selection in Webpage Introduction to Sensing
CM, DD databases quizzes AL, PG creation spreadsheets movement
Repetition DLET CM, DD ET, DI PG, CS
o— in games
PG, DD
Photo Repetition Events and Branching Stop-frame
editing -o in shapes The internet actions in databases animation
ET,CM AL, PG NW, SS programs PG, DD DI, ET ET,CM

o—b—o0—0— ¢ -0—0—0—0—0—o

K S 2 n Data Audio production Desktop Sequencing Connecting

logging ET,CM publishing sounds computers
Teacher guide cs, ol ET,CM PG, DD NW, CS

Technology Moving a Information Robot Digital

around us robot Digital writing technology algorithms music

CS, AL AL, PG around us NW, CS AL, PG CM, DD

Digital painting  Grouping data Programming Digital photography  Pictograms Programming

KS] “ ET,CM DI, AL animations PG, DD ET,CM DI ET quizzes
PG, DD

Teacher guide



NCCE Teach Computing

Isaac Computer Science
Tlevel
BTEC
Apprenticeship

A level

KS4 ma

Teacher guide

Introduction
to Python
programming
AL, PG

Mobile app p ? 6 ? 6 YeBar

development
ET,PG

Representations:

from clay to silicon systems
KS3ma cs,o1 S,

Teacher guide

Developing

Programming:
parts 1-5 Data
PG, AL representations
DI, AL

Impacts of
technology IT, CS

Cybersecurity Networks

NW, sS NW, Cs

. IT and the
Databases and SQLPG,DI  Programming: part 6 PG, AL world of work

999909 )d"

Online

Algorithms

Physical HTML IT project ~ Spreadsheets Media o_ safety PG, AL
computing (op!lonal) AL, PG management Di, DD CM, DD IT,SS
project AL, PG ET, DD
Cs, PG
Year
10
Computer

systems CS, AL

LA A D S A

Python programming Media:
with sequences of

Data science Representations: Cybersecurity  Applying programming

animations DD, DI going audiovisual Ss,IT skills with physical
data AL, PG ET,CM AL, PG computing
cs, PG
i Using media:
Media: vector gaining support Modelling data: From semaphores
for the web graphics for a cause spreadsheets to the internet
CM, PG CM, ET ITET ET,CM NW, Cs

b9 b o b o

Programming Programming  Clear messaging
essentials: part Il essentials: part|  in digital media
PG, CS AL, PG AL, PG ET,SS

Computing



What are your
experiences of Teach
Computing?

What do you think Oak
should change/add?



Our roadmap into 2026



4 )

Phase 1
Mar 24 to
Mar 25

4 )

Phase 2
Apr 25 to
Sep 25

\_ J

4 AN
RPF

onboarded

50% of
lessons
produced and
released

N
[Apr-JuI\

remaining
lessons
produced and
released

Aug -
reworking

4 )

Phase 3
Sep 25 to
Mar 26

\_ J

[

4 AN
Incremental
improvement
based on user

feedback
(with RPF)




Working With Early Adopters



What’s working in
classrooms?
What can be better?

~  _ Feedback on
/ \ classroom

experiences with Oak

Early .
Adopters materials
Apr 25 to
Sep 25 / \
[ ' Phase 2
T0||0|’e(: dl'rle? Apr 25 to
?(;Jepcrl)sor n PEOTS Improvements Sep 25
before September \ /
/

Influence August work



Thank you for your support.



