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Year 
6

Communica2on 

In this unit, the class will 
learn about the World 
Wide Web as a 
communica=on tool. 
First, they will learn how 
we find informa=on on 
the World Wide Web, 
through learning how 
search engines work 
(including how they 
select and rank results) 
and what influences 
searching, and through 
comparing different 
search engines. They will 
then inves=gate different 
methods of 
communica=on, before 
focusing on internet-
based communica=on. 
Finally, they will evaluate 
which methods of 
internet communica=on 
to use for par=cular 
purposes.

3D modelling 

During this unit, learners 
will develop their 
knowledge and 
understanding of using a 
computer to produce 3D 
models. Learners will 
ini=ally familiarise 
themselves with working 
in a 3D space, including 
combining 3D objects to 
make a house and 
examining the 
differences between 
working digitally with 2D 
and 3D graphics. 
Learners will progress to 
making accurate 3D 
models of physical 
objects, such as a pencil 
holder, which include 
using 3D objects as 
placeholders. Finally, 
learners will examine the 
need to group 3D 
objects, then go on to 
plan, develop, and 
evaluate their own 3D 
model of a photo frame.

Web page crea2on 

This unit introduces 
learners to the 
crea=on of websites 
for a chosen purpose. 
Learners iden=fy what 
makes a good web 
page and use this 
informa=on to design 
and evaluate their 
own website using 
Google Sites. 
Throughout the 
process learners pay 
specific aRen=on to 
copyright and fair use 
of media, the 
aesthe=cs of the site, 
and naviga=on paths.

Programming A – Variables in games 

This unit explores the concept of 
variables in programming through 
games in Scratch. First, pupils will learn 
what variables are, and relate them to 
real-world examples of values that can 
be set and changed. Pupils will then use 
variables to create a simula=on of a 
scoreboard. In Lessons 2, 3, and 5, 
which follow the Use-Modify-Create 
model, pupils will experiment with 
variables in an exis=ng project, then 
modify them, then they will create their 
own project. In Lesson 4, pupils will 
focus on design. Finally, in Lesson 6, 
pupils will apply their knowledge of 
variables and design to improve their 
game in Scratch. 

Programming B – Sensing 

This unit is the final KS2 
programming unit and brings 
together elements of all the four 
programming constructs: 
sequence from Year 3, repe==on 
from Year 4, selec=on from Year 
5, and variables (introduced in 
Year 6 – ‘Programming A’. It offers 
learners the opportunity to use all 
of these constructs in a different, 
but s=ll familiar environment, 
while also u=lising a physical 
device — the micro:bit. The unit 
begins with a simple program for 
learners to build in and test in the 
programming environment, 
before transferring it to their 
micro:bit. Learners then take on 
three new projects in Lessons 2, 
3, and 4, with each lesson adding 
more depth. 

Design features prominently in 
this unit. A design template is 
introduced in Lesson 3, ini=ally 
scaffolded to give learners the 
opportunity to create code from a 
given design. In Lesson 4 that 
scaffolding is gradually reduced, 
then in Lesson 5, learners create 
their own design, using the same 
template. In the final lesson, 
learners will apply their 
knowledge of the programming 
constructs and use their design to 
create their own micro:bit-based 
step counter.

Introduc2on to spreadsheets 

This unit introduces the 
learners to spreadsheets. 
They will be supported in 
organising data into columns 
and rows to create their own 
data set. Learners will be 
taught the importance of 
formaeng data to support 
calcula=ons, while also being 
introduced to formulas and 
will begin to understand how 
they can be used to produce 
calculated data. Learners will 
be taught how to apply 
formulas that include a range 
of cells, and apply formulas 
to mul=ple cells by 
duplica=ng them. Learners 
will use spreadsheets to plan 
an event and answer 
ques=ons. Finally, learners 
will create graphs and charts, 
and evaluate their results in 
comparison to ques=ons 
asked.


