
Learning graph 
Year 6 – Communication and collaboration 

 

 
 

 

 
 

 
 

 

 
 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

To explain which types of 
media can be shared through 
the internet 

To recognise that connections 
between computers allow 
access to shared stored files 

To discuss the opportunities 
that technology offers for 
communication and 
collaboration 

To outline methods of 
communicating and 

collaborating using the internet 

To choose methods of internet 
communication and 
collaboration for given 
purposes 

To evaluate different methods 
of online communication and 
collaboration 

To decide what you should and 

should not share online 

To recognise that data is 
transferred across networks 
using agreed protocols 
(methods) 

To recognise computers 
connected to the internet allow 
people in different places to 
work together 

To explain that data is 

transferred in packets 

To explain that communicating 
and collaboration using the 
internet can be public or 
private 



Learning graph 
Year 6 – Introduction to spreadsheets 

 

 

 
 

 

  
 

 
 

 

 
 

 
 

 
 

 

 
 

 

 
 

 
 

 
 

 

  

 
 

 

 
 

 
 



Learning graph 
Year 6 – Sensing 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

To recognise that 

the value of a 
variable can be 

used by a program 

To recognise that 

the value of a 
variable can be 

updated 

To define the way 
that a variable is 

changed 

To explain that a 

variable can be 
used in a program, 
e.g. ‘score’ 

To recognise that a 
variable can be set 

as a constant (fixed 

value) 

To explain that 
there is only one 

value for a variable 

at any one time 

To update a 
variable with a user 
input 

To define ‘variable’ 
as something that 

is changeable 

To identify 
examples of 

information that is 
variable, e.g. a 

football score 

during a match 

To identify a 

variable in an 
existing program 

To experiment with 

the value of an 
existing variable 

To define a 

program variable 
as a placeholder in 

memory for a 
single value 

To explain that a 

variable has a 
name and a value 

To identify that 
variables can hold 
numbers (integers) 

or letters (strings) 

To explain the 
importance of 

setting up a 
variable at the 

start of a program 

(initialisation) 

To decide where in 
a program to set a 

variable 

To use a variable in 
a conditional 

statement to 
control the fiow of 

a program 

To choose a name 
that identifies the 

role of a variable 
to make it more 
usable (to humans) 

To use an event in a 

program to update 
a variable 

To explain that if 
you change the 
value of a 

variable, you 
cannot access the 

previous value 
(cannot undo) 

To use the same 
variable in more 

than one location in 

a program 

To explain that the 
name of a variable 
is meaningless to 

the computer 

To explain that the 

name of a variable 
needs to be unique 

To explain that if 
you read a 

variable, the value 

remains 



Learning graph 
Year 6 – Variables in games 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

To recognise that 

the value of a 
variable can be 

used by a program 

To recognise that 

the value of a 
variable can be 

updated 

To define the way 
that a variable is 

changed 

To define a 
‘variable’ as 

something that is 

changeable 

To identify 

examples of 
information that is 

variable, for 
example, a 
football score 

during a match 

To explain that a 

variable can be 
used in a program, 

eg ‘score’ 

To identify a 
variable in an 

existing program 

To experiment with 
the value of an 

existing variable 

To recognise that a 
variable can be set 
as a constant (fixed 

value) 

To explain that 

there is only one 
value for a variable 

at any one time 

To define a 
program variable 

as a placeholder in 
memory for a 

single value 

To explain that a 

variable has a 

name and a value 

To identify that 

variables can hold 
numbers (integers) 

or letters (strings) 

To explain the 

importance of 
setting up a 

variable at the 
start of a program 
(initialisation) 

To update a 
variable with a user 

input 

To decide where in 
a program to set a 

variable 

To use a variable in 
a conditional 

statement to 
control the fiow of 
a program 

To choose a name 

that identifies the 
role of a variable 

to make it easier 
for humans to 
understand it 

To use an event in a 
program to update 

a variable 

To explain that if 

you change the 
value of a 

variable, you 
cannot access the 
previous value 

(cannot undo) 

To use the same 
variable in more 

than one location in 

a program 

To explain that the 
name of a variable 

is meaningless to 

the computer 

To explain that the 
name of a variable 

needs to be unique 

To explain that if 

you read a 
variable, the value 

remains 



Learning graph 

Year 6 – Web page creation 

 
To change the 

appearance of text 

 
 

 
 

 
To recognise Ĩhe need Ĩo 

preview pages (differenĨ 

screens / devices) 

 
 

 
To preview a web page 

(different screen sizes) 

 

 

 

 
 

 

 
 

 
To review an existing 

website (navigation bars, 

header) 

To recognise the 

relationship between 

HTML and visual display 

 
 
 

 
To recognise that web 

pages can contain 

different media types 

 

 

 

 
To recognise that web 

pages are written by 

people 

 

 
 

 

 
 

 

To recognise components 

of a web page layout 

 

 
 

 

 
 

 

To create a new blank 

web page 

 

 
 

 
 

 

To consider Ĩhe ownership 

and use of images 

(copyrighĨ) 

 
 

 
To add text to a web 

page 

 

 
 

 
 
 

To set the style of text on 

a web page 

 

 
 

 

 
 

To embed media in a web 

page 

 
To recognise Ĩhe need for 

a navigaĨion paĨh 

 
 
 
 
 
 

To add web pages to a 

website 

 

 
 

 

 
To insert hyperlinks 

between pages 

 
 

 
 

 
To insert hyperlinks to 

another site 

 

 
 

 

 
 

 
 

 
 

 
To recognise Ĩhe 

implicaĨions of linking Ĩo 

conĨenĨ owned by oĨhers 

 

 

 
To recognise ĨhaĨ a 

websiĨe is a seĨ of 

hyperlinked web pages 

 

 

 
 



Learning graph 
Year 6 – Creating media – 3D modelling 

  

 
 

 

 
 

 
 

 
 

 
 

 

 
 

 
 

 

 
 

 

 
 

 

 
 
 

  

 
 

 


