Compuhng Skill Progression

Year 6

Computer Sgskems O,ﬂd NeMorks - Cammunicahon

Complete a web search lCl J:iﬂd SPecifiC informahon.

Re]:ine mH seorch.

Explo,in H‘»OL search resuus are ordered.

Suggesl some OJ: H1e cri}eria H‘LQL a search engine checks LO declde on H1e order OJ: resuus.
Describe some Of er WOHS H’tﬂl search resuus can be mfluenced.

Explo,in hOW search eng'mes mal(e moneH.

Explo,in H\e clif]:erenl WOHS in which People communico}e.

ChOOSG methods OJ: communicahon LO SUJL par‘hculo,r Purposes.

Compare diﬂ:erenl medes OJ: communicahng on H1e ‘mterneL

Decicle when 3 should and should not share.

Exploin H\QL communlcahon on H1e ‘mternef mGH not be PI"iVQITe.

Creohng Meclia - 3D Modellmg

DiSCUSS H’\e similorihes ond cliﬂ:erences beMeen ZD and 3D shopes.
Selec}, move, ond dele}e a cligitol 3D ShOPe,

Resize a 3D GII)JGCIT.

ROLOLG a 3D objeck.

Seled ond duplicate mulhple 3D ob\jecks.

Creute digil’ﬂl 3D objecls GJI an OPPFOPFiQLe size.

Plo,n mH 3D model,

Mddiﬂj mulhple 3D obJects.

Creohng Media - Web Page Creahon

Discuss the clifferent hjpes of media used on websites.

Know that websites are written in himl.

Recognise the common fea}ures of a web page.

Draw a web page logoul that suils my purpose.

Sog whH i should use copgrighL-Free imo,gesA

Describe whal is meant b5 the term ‘fair use.

Add conlent to my own web page.

Evaluate what my web page looks like on differenf devices and suggest/mal(e edils.
Explain what o navigo,hon PQHI is.

Make muuiple web pages and link them using hﬂperlinka
Explain the imPlicahon of llnl(ing fo content owned bH others.

EVQ[UOLC |;he user exPerience Of a websife,

DOLO o,nd informahon - Spreadsheels

Explain the relevance of dala headings,

Answer queshons from an exishng dala seh.

Explain what an item of dala is.

Build a dala set in a sPreadsheel' aPPlical'ionA

Construct o Formula ina sPreadsheeL

Recognise that dala can be calculated us‘mg dlﬂ:erenk operahons
Creale o Fcrmulo which includes a range of cells.

APPIH a J:ormulu fo mu”iple cells bg duplicahng if.

Use o sPreadshee} fo answer queshons

Produce a graph

USC a 9FOP|’1 lO Sl’lOW H‘le answer LO qUCShOHSA

Progromming A - Voriobles in Games

Explain that the way that a variable changes can be de]:’med

Idenhﬂj @ program variable as a Placeholder in memory for @ s’mgle value.
Recognise that the value of a variable can be changed

Decide where in a program fo change a variable.

Create algoriHlms J:Or mg PFOJCCL
Tesl H1e code H’LOL I have wriHen.




Compuhng Skill Progression

Ex}end m3 game fU,l‘Hlel" us'mg more varlables.

Progromming B - Sens'mg

APP[H mH knowledge GJ: Pragramm’mg tO a new envlronmenl.

Tesl m3 Pragram on an emulo,kor.

Transl:er m3 Program LO a conlrouqble device.

USG a variable in an lf Hwn... else... slakement LO select Hw flOW 0]: a Progro,m.
USG a candihan LO cho,nge a vo,rlo,ble.

Experimenl WiH’l diﬂ:erenl PhHSiCOl iﬂPUlS.

EXP[OiI‘l er imporbance OJ: H1e order OJ: condihons in else il.' s}alements.
USG an opero,nd (88 ():) in an II.' H’\en... stalemenl.

MGCli]:H a Progrom lO Qchieve a dij:ferent oulcome.

Design er Program flOW ]fOI" mg PI"OJGCL

Tesl mg Program agalnst mH design.

Use a range Of OPPFOOC"\GS lO pnd o,nd p)( bugs,




