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Welcome to Smart Cat Profiling!

Smart Cat uses fun interactive games to assess the abilities and progress of 
all learners throughout Early Years Foundation Stage and into year 1.

It can also be used with children with Special Educational Needs of any age 
working at this level.

Focusing on the key skills that underpin early development, each child’s 
learning profile is identified, highlighting their unique pattern of strengths 
and needs. 

Smart Cat provides an objective baseline assessment for the whole class and 
then an ongoing measure of value added each term. And great fun for the 
children! 

This user guide will help you get started and should answer most questions 
but we are always happy to help if you would like any additional support. Do 
not hesitate to use the contact details provided.

Screen Learning
20 Old Bond Street
Bath    
BA1 1BP
UK

Tel: 0845 034 1144
Email: support@screenlearning.com
www.screenlearning.com
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Upon purchasing Smart Cat Profiling you will have been emailed a link to 
register a username and password for logging in to your account. You can 
then access Smart Cat from any online computer, anywhere.

Just visit www.screenlearning.com and select the login box located at the 
top right hand corner of the homepage. 

If you have subscribed to Smart Cat for multiple classes you will at this 
point be prompted to choose which class you want to work with. Once you 
are logged in, the tabs across the top of your screen will help you navigate 
around your account and are accessible from every page.

In first familiarising yourself with the resource, a good place to start is the 
Play Demos option.

2. Getting Started

The Getting Started 
page you see once 
logged in.

In Play Demos there is a brief description of each of the 13 games, outlining 
what is involved and the importance of assessing that particular skill.

You can play demo versions of all the games to see what is covered and get 
a sense of what the experience will be like for the children.

The Demo Games page 
where you can play the 
Smart Cat games for 
yourself.
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To start using Smart Cats with your class you need to ‘Register Children’.

3. Register Children

It takes about 20 minutes to register a class of 30 children. Once your class 
is registered the children are ready to start working through the games.

Once you have entered the name of your class you will be prompted to 
select a year group. This information is important because in generating 
percentile scores for their profile your children’s performances in the games 
will be compared against the national average for their age group. When you 
register your class as ‘reception’ your children will be compared against the 
thousands of profiles of reception aged child in the Smart Cat database. 

If you are using Smart Cat with older children with Special Educational Needs 
choose the year group most appropriate for the level they are working at.

The Register Children 
page provides two 
options to input 
children into your class.

The page where you 
register a child into the 
system.

Having selected the year group for your class, simply register each child with 
the required details and submit.
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You can run the Smart Cat games however works best for you and your class. 
The whole class can be logged on at once playing games in an ICT suite or 
taking it in turns in the classroom during other activities. 

4. Run Assessment

The Run Assessment 
page allows you to 
choose a game or let 
the system run the next 
game in the sequence.

Each game lasts about 5 minutes and we recommend a child play no 
more than 3 games in a session to ensure optimum concentration and 
performance.

The Shapes page where 
each child can start 
their session.

Once a game has been selected you will be asked to choose which child is to 
play. Every child will be represented with a coloured shape above their name 
and a number indicating the games they have played so far this term.

Each game begins with an introduction to familiarise the child with the type 
of instructions and activities that will be involved.

The assessment will not start until the child has demonstrated they have 
understood by successfully completing the demo.

The children work through each game at their own pace with instructions 
spoken into their headphones and the Smart Cat characters acting out the 
entertaining learning scenarios on screen.

Where possible the Smart Cat games adjust to ability level. As the children 
make progress in a game the activities will naturally progress also; if they 
are struggling with an activity, the game will offer prompts and provide 
easier questions to match their ability level.

The Emotional 
Recognition game 
‘Happy Cats’.
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A profile report is the individual learning profile generated for each child as 
they progress through the Smart Cat games. 
Click on the drop down list of your children’s names and select a child.
The numbers after each child’s name indicate the number of games they 
have played each term.

5. The Results

A child’s profile has 2 sections. The first is a bar graph highlighting their 
performance in all the games as percentile scores against the national 
average for their age group. The class average is presented as a pink bar.

From the Results page 
you can choose what 
type of report you wish 
to view.

A child’s learning profile will build up each time they complete a game. All 
profiles and reporting features are accessible in the ‘Results’ section.

From this page you will have 5 options:

1.	 Create profile report
2.	 Create game report
3.	 Create class report
4.	 Manage results
5.	 Download a Smart Cat certificate

The Profile Report bar 
graph.

NB - If you wish to look at reports from previous years simply select the year 
from the menu at the top right of the screen

The drop down menu in 
the ‘Results’ page allows 
you to choose which 
child’s profile you want 
to view.
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5. The Results (cont.)
The 2nd part of a child’s profile is the report which begins with a summary 
of their performance in each game, highlighting their strengths as well as 
target areas where they will benefit from extra attention.

The Profile Report  
which can be accessed 
by selecting the ‘View 
Report’ tab highlighted

By clicking on the numbers at the end of the red performance bars you can 
view written details summarising a child’s performance in each game.

A child’s profile will open on the current term. You can view previous profiles 
by selecting the term tabs. A visual overview of each child’s progress over 
the year is accessible by selecting the  ‘All terms’ tab which will generate a 
single bar graph comparing their performance each term.

The ‘All Terms’ graph 
highlighting a child’s 
progress over the year.

The pop up box here 
gives a breakdown of a 
child’s performance in 
the Spatial Awareness 
game ‘Where’s Tiny 
Mouse?’

Following the games summary, the report references all the Early Years 
Foundation Stage Profile points that correspond with the Smart Cat games. 
The accompanying traffic light gives an indication of the ability level the 
child demonstrated in Smart Cat that term (see overleaf for explanation).

An example of the EYFS 
Profile traffic lights, the 
final part of a child’s 
Smart Cat profile.
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5. The Results (cont.)
•   A green light confirms that in the games the child demonstrated their 
ability in this area. They successfully completed the majority of the corre-
sponding instructions.

•   An orange light indicates that in the games the child has not fully dem-
onstrated their ability in this area but has shown they are making progress. 
They will have successfully completed a limited number of the correspond-
ing instructions.

•   A red light indicates that the child has not yet demonstrated an ability 
in this area. They did not successfully complete any of the corresponding 
activities in the games.

Important information about the results.

• These attainments refer to a child’s performance in the Smart Cat games 
on a specific occasion. While they may serve to highlight a certain ability or 
weakness previously unidentified, supporting evidence is necessary to secure 
judgements.

• On occasion a child’s performance in a game or games may not reflect 
what you as their teacher know they are capable of. In such instances you 
can reschedule a game to be played again on another occasion. (see p.15 
Managed Results )

Smart Cat collates performance data in various reports to make it easy to 
access and compare your children’s scores.

A class report consolidates the EYFS Profile traffic lights awarded for each 
child in an clear visual overview, highlighting learning trends in the class to 
help focus attention on target areas.

Game reports list each child’s percentile score in a specific game and their 
traffic light marks in the corresponding EYFS Profile points.

Example of a game 
report for the Spatial 
Awareness game 
‘Where’s Tiny Mouse?’

Example of the 
Communication, 
Language and Literacy 
section of a class 
report.

In addition to individual child profiles, game reports and a class report are 
available within the ‘Results’ section.
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6. Managing Results
If you want a child to play a particular game again select their name from 
the drop down list in the ‘Manage Results’ section of the ‘Results’ page.

The Manage Results 
facility which allows you 
to reschedule games.

7. Managing your Reports
When viewing a child’s profile report you will see a tab called ‘Teacher Prefer-
ences’. This provides you with various additional reporting features to enable 
you to modify the reports to suit your requirements.

Teacher Preferences   
allows you to modify 
the default settings 
to include/exclude 
different reporting 
features. Make sure you 
remember to save your 
changes!

Whether or not you choose to use the ‘Compare against age group’ option 
within ‘Teacher Preferences’ will dictate how your children’s percentile scores 
are calculated.

If the ‘Compare against age group’ option is on, your children’s scores in each 
game will be compared against all the children in the Smart Cat database who 
played the games at a similar age. 

If you choose not to ‘Compare against age group’ your children’s percentile 
scores will be generated by comparing their performance against all the chil-
dren in their year group who played the games that term, irrespective of 
age.

The ‘Compare against age group’ facility is especially useful when profiling 
the younger children in your class. 

You will be able to view all the games they have played so far this term and 
their percentile scores. For the games that have already been played there 
will be a ‘reschedule game’ option.

If you choose to reschedule a game the child’s previous performance data 
will still be used in all the reports until that game has been replayed. Once 
the game has been replayed you will be able to choose, within ‘Manage Re-
sults’, which scores you wish to use for their profile.
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8. Managing your class

8.2 Updating your class at the end of the year.

At the end of the year you will want to remove the children from your class 
to allow for next year’s class to be registered. First ensure you have printed 
off all the reports you require and then simply select the ‘Remove all children 
from your class’ option in the ‘Register Children’ page. The children’s profiles 
will be archived for future access.

8.3 Moving children up from a previous year

If your school uses Smart Cat in multiple years, at the end of the year you will 
want to move your children up to the next year. 

Having removed all children from the class they have just left, select the 
‘Switch Class’ option at the top right of your screen and then select the class 
you wish to move them into. Remove all the children from this class also and 
then select ‘Move children up from previous year’. You will then be able to 
select from all previously registered children from any class who have been 
archived, with an option to import either an entire class or individual chil-
dren, if class groups are being changed.

8.1 If at any point you wish to make changes to your class’ details select the 
‘View/Edit Children’ option in the ‘Register Children’ page. 

This may be if you have a child joining or leaving the class or are using Smart 
Cat with English as an Additional Language children and you wish to change 
the language they are assessed in.

The Register Children 
page allows you to 
edit your class details 
throughout the year and 
easily remove all the 
children at the end of 
the year.

Once your class is 
empty again you will be 
prompted to register 
new children or move 
children up into the 
class from a previous 
year.

The older class will now be updated with the children moving up and the   
younger class empty, ready for the new intake.
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10. Technical Requirements
To use Smart Cat Profiling your computer needs the following:

• Internet Connection (broadband preferred)
• Flash Player 7 or later (available for free from http://www.adobe.com)
• 256 colour monitor / 800x600 resolution or better
• Headphones or speakers

On a PC:
Windows 98, 2000, ME, XP or better

On an Apple Mac:
Mac OS 9.x, Mac OSX 10.x

Smart Cat Profiling works with the current releases of all major internet 
browsers, including:
PC: Microsoft Internet Explorer, Mozilla, Firefox, Opera, AOL, Netscape
Mac: Microsoft Internet Explorer, Mozilla, Firefox, Opera, Safari, Netscape

The website and application is built for forward compatibility, however it 
is also compatible with previous releases of major browsers from the last 3 
years, including:
PC: Microsoft Internet Explorer 5.0+, Netscape 6.2+ (Windows 98, 2000, ME, 
XP)
Mac: Microsoft Internet Explorer 5.0+ (Mac OS9 and Mac OSX)
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9. Recommendations
The ‘Recommendations’ page of your account is home to an ever growing re-
source bank built by and for teachers - and parents. 

You can access a wealth of learning activities that specifically focus on each 
of the key skills assessed in the Smart Cat games. 

You will also have an option to submit your own activities into the resource 
bank for other Smart Cat teachers to access and to be recommended to par-
ents who use the Smart Cat home edition, Smart Cat Learning.

The Recommendations 
page allows you to 
search for activities 
that focus on 
different key skills, in 
different formats and 
in different locations.

Smart Cat Profiling supports the continual process of assessment for learning. 
Once your children’s profiles have helped to identify areas where they will 
benefit from extra help, the resource bank offers you fun and focused next 
steps specifically to help them progress in these areas.

The next time the children play the games their profiles will provide you with 
a clear objective measure of value added.
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10. Copyright Information and 
Disclaimer

Copyright Information
Material on these pages is copyright to Screen Learning. It may be 
downloaded and printed for personal reference, but not otherwise copied, 
altered in any way or transmitted to others (unless explicitly stated 
otherwise) without the written permission of Screen Learning. 

Disclaimer
This web site and all information available on or accessed through this site 
is provided “as is”. Screen Learning makes no warranties representations or 
claims of any kind concerning the information presented on or through this 
site. To the extent permitted by law, Screen Learning will not be liable for 
any loss, injury, claim, liability or damage of any kind resulting from the use 
of this site. The products are meant for educational purposes only.

If you require any assistance using Smart Cat Profiling please call us on 0845 
034 1144 or email us at support@screenlearning.com and we will be happy 
to help.
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11. Personal Notes

Make a note of your login details for Smart Cat Profiling here.

User Name:

Password:
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