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LONGTON LANE PRIMARY SCHOOL



                             ‘Believe and Achieve’
	YEAR 6 COMPUTING
	

	Programme of study (KS2)
Pupils should be taught to:
· design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts 7

· use sequence, selection, and repetition in programs; work with variables and various forms of input and output 8

· use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 9

· understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the opportunities they offer for communication and collaboration 10

· use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 11

· select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information 12

· use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact 

	Unit 6.1

Computing Systems and Networks – Internet communication


· To identify how to use a search engine

· To describe how search engines select results

· To explain how search results are ranked

· To recognise why the order of results is important, and to whom

· To recognise how we communicate using technology

· To evaluate different methods of online communication


	Unit: 6.2 

Creating Media – Webpage creation
· To review an existing website and consider its structure

· To plan the features of a web page

· To consider the ownership and use of images (copyright)

· To recognise the need to preview pages

· To outline the need for a navigation path

· To recognise the implications of linking to content owned by other people

:

	Unit: 6.3 

Programming A; Variables in games
· To define a ‘variable’ as something that is changeable

· To explain why a variable is used in a program

· To choose how to improve a game by using variables

· To design a project that builds on a given example

· To use my design to create a project

· To evaluate my project
	Unit: 6.4 

Data and Information – Spreadsheets
· To identify questions which can be answered using data

· To explain that objects can be described using data 

· To explain that formulas can be used to produce calculated data
· To apply formulas to data, including duplicating

· To create a spreadsheet to plan an event

· To choose suitable ways to present data



	Unit: 6.5 

Creating Media- 3D modelling
· To recognise that you can work in three dimensions on a computer
· To identify that digital 3D objects can be modified

· To recognise that objects can be combined in a 3D model

· To create a 3D model for a given purpose

· To plan my own 3D model

· To create my own digital 3D model
	Unit: 6.6 

Programming B – Sensing
· To create my own digital 3D model

· To explain that selection can control the flow of a program

· To update a variable with a user input

· To use a conditional statement to compare a variable to a value

· To design a project that uses inputs and outputs on a controllable device

· To develop a program to use inputs and outputs on a controllable device




	YEAR 6   KEY LEARNING

	E-Safety (threaded throughout the year)
I understand what copyright means and how it works
I can behave respectfully online
I understand the implications of linking with someone else’s content online

	Unit 6.1

Computing Systems and Networks – Internet communication
	KEY QUESTIONS

How are search engines used?

How do search engines select results?

How are search engines ranked?

Why is the order of results important and to whom?

How do we use technology to communicate?
	KEY VOCABULARY

Search, search engine, Google, Bing, Yahoo!, Swisscows, DuckDuckGo, refine 

Index, crawler, bot, 

Ranking, search engine optimisation, links, web crawlers

Searching, search engine, content creator, selection, 

internet

public, private, one-way, two-way, one-to-one, one-to-many, SMS, email, WhatsApp, blog, YouTube, Twitter, BBC Newsround



	Unit: 6.2 

Creating Media

Webpage creation

	KEY QUESTIONS

What makes a good website?

How would you lay out your web page?

Who owns the images on websites?

Why is it important to preview pages?

What is the purpose of a navigation path?

What needs to be consider when you make links?


	KEY VOCABULARY

Website, web page, browser, media, Hypertext Markup Language (HTML)

Copyright, fair use

logo, layout, header, purpose, home page, preview, evaluate, device, Google Sites

Hyperlink, evaluate, implication, external link, embed



	Unit: 6.3 

Programming A

Variables in games
	KEY QUESTIONS

What is a variable?

Why are variables used in programming?

How can games be improved by using variables?

How will you design your project?

Why is project evaluation important?

	KEY VOCABULARY

Variable, change, name, value

set, design, event

Design, algorithm, code, Task, artwork, program, project, code, test, debug

Improve, evaluate, share



	Unit: 6.4 

Data and Information

Spreadsheets
	KEY QUESTIONS
What is a spreadsheet?

Can you explain how objects are described using a spreadsheet?

What is a formula? 

How are formulas applied to data?

How can spreadsheets be used to plan an event?

What is the best way to present different types of data?


	KEY VOCABULARY
Spreadsheet, data, data heading, data set, cells, columns and rows.

data item, object, application, format, common attribute

Formula, calculation, input, output. cells, cell reference

operation, formula, range, duplicate, sigma

Graph, chart, evaluate, results, comparison, questions, software, tools, data



	Unit: 6.5 

Creating Media

3D modelling
	KEY QUESTIONS

What is 3D modelling?

How can you modify digital 3D images?

How do you combine objects in a 3D model program?

Can you use a program to create a 3D model?

Can you plan your own 3D model?

Can you create your own digital 3D model?
	KEY VOCABULARY
Variable, change, name, value

set, design, event, algorithm, code, task, algorithm, artwork, program, project, test, debug, improve, evaluate, share



	Unit: 6.6 

Programming B

Sensing
	KEY QUESTIONS

How could you design a programme to run on a controllable device?

How does selection control the flow of a program?

How can a variable be updated with user input?

Can you use a conditional statement?

How will you design a project using inputs and outputs?

How will you develop your project further?
	KEY VOCABULARY
Micro:bit, MakeCode, input, process, output, flashing, USB

Selection, condition, if then else, variable, random

sensing, accelerometer

Compass, direction, variable, navigation

Micro:bit, design, task, algorithm, step counter

Plan, create, code, test, debug




	Experiences / Resources
Laptops, ipads, micro:bits

	SMSC

Social – impact of technology on local/national/global scale

	British Values

Individual liberty – express feelings and understanding through digital media.
Respect – when working together collaboratively

	School Values

Resilience – attitudes to completing tasks
Respect – other people when working and respect other people’s work (through likes and dislikes/appreciation)



