Year 6

Online Safety

(Using Project
Evolve)

Self-Image and Identity

I can 'Ld.entlfg and cr'Lt'Lco.Hg evaluate online content relattng to 9ender, race, rel'Lg'Lon, d.'Lso.b'L['LtLJ, culture and other groups, and
exp[o.i.n. why it is important to cho.U.erLge and reject inappropriate representations online.

I can describe issues online that could make anyone fee[ so.d., worr'Led., uncomforto.ble or frightened. I know and can g'Lve exo.mp[es of
how to get he[p, both on and oﬁl'me.

I can explain the importance of c,sla'mg until I get the help needed.

Online Relationships

I can explo.'m how sharing something online may have an impact either pos'Lt'Lvely or negatlvelg.

I can describe how to be kind and show respect for others online 'anlud'mg the importance of respecting boundaries regardlng what is
shared about them online and how to support them 'Lf others do not.

I can describe how things shared privately online can have unintended consequences ](or others. e.g. screen-grabs.

I can explain that taklng or sharlng inappropriate images of someone (e.g. embarrass'mg Lmages), even 'Lf tl’Lel_.j say it is okag, may
have an impact for the sharer and others; and who can help 'Lf someone is worried about this.

Online Reputation

I can explain the ways in which anyone can develop a positive online reputation.

I can explo.i.n strategies anyone can use to protect their 'd'Lg'Lto.[ persono.l'ttg' and online reputation, ‘anludln.g degrees of anonymity.
Online Bullying

I can describe how to capture bullg’mg content as evidence (e.g screen—grab, URL, proflle) to share with others who can he[p me.

I can explain how someone would report online bullying in different contexts.

Managing Online Information

[ can explain how search engines work and how results are selected and ranked.

I can explain how to use search technologies effectively.

I can describe how some online information can be opinion and can offer examples.

I can explain how and wh9 some peop[e may present 'op'Ln'Lons' as 'facts'; why the popu[arltg of an opinion or the personalltles of those
promoting it does not necessarllg make it true, fa'Lr or perho.ps even |.e9c.|..

[ can define the terms ‘influence’, ‘manipulation” and ‘persuasion’ and explain how someone might encounter these online (e.g.
advertising and ‘ad to.rgetlng' and targeting for fo.lae news).

[ understand the concept of persuasive design and how it can be used to influences peoples’ choices.

[ can demonstrate how to analyse and evaluate the validity of facts’ and information and I can explain why using these strategies
are 'meorto.nt.

I can explain how companies and news providers target people with online news stories they are more likely to engage with and how
to recognise this




I can describe the dlﬁerence between online m'Ls'Lnformo.t'Lon and d.’Ls—'Lnformo.t'Lon.

I can explain why information that is on a large number of sites may still be inaccurate or untrue. I can assess how this might

happen (e.g. the shari.ng of m.'Lsi.rLform.at'Lon or d.i.si.n.formatlon).

I can 'Ld.entlfg, flo.g and report 'Lno.pproprlo.te content.
Health, Well.-bei.ng and Li.festgle
I can describe common systems that regulate age-related content (e.g. PEGI, BBFC, parental wo.rn'mgs) and describe their purpose.

I recognise and can discuss the pressures that technologg can p[o.ce on someone and how / when thel:l could manage this.

I can recogn.i.se featu.res Of PQFSU.O.SLVQ d.esi.gn. and. hOW theg are U.S?.d. to Ieeep users en.gaged. (cu.rren.t and. _fuiure U.SQ).

I can assess and action di.ﬁerent strategies to limit the impact of techn.ologl_.j on health (e.g. night-shift mode, regu[o.r breaks, correct

postu.re, sleep, diet and exerc'Lse).

Privacy and Security

I can describe effecti.ve ways people can manage po.sswords (e.g. storing them securelg or saving them in the browser).

I can explo.'m what to do 'Lf a password is shared, lost or stolen.

I can describe how and Whl_.j people should keep their software and apps up to date, e.g. auto updates.

I can describe sme[e ways to increase privacy on apps and services that prov'Lde privacy sett'mgs.

I can describe ways in which some online content targets people to gain money or 'Lnform.o.t'Lon Lllegallg; I can describe strategies to

he[p me 'Ld.entifg such content (e.g. scams, pththg).

I know that online services have terms and conditions that govern their use.

Copyright and Ownership

I can demonstrate the use o_f search tools to f'md and access online content which can be reused bg others.

I can demonstrate how to make references to and acknowledge sources | have used from the internet.

Year 6 Declarative Procedural
To recognise that data is transferred across networks using To outline methods o_f communicatlng and
agreed protocols (methods) collaborating using the internet
To recognise that connections between computers allow access To choose methods of internet communication and
to shared stored f'Lles collaboration for given purposes
Aut | To expla'm that data is transferred. in pacleets To evaluate d.'Lfferent methods of online
utumn
C v Communication | To recognise computers connected to the internet allow people communication and collaboration
omputin
P 9 and in dlﬂerent p[aces to work together To decide what you should and should not share
Systems and : _ o }
collaboration To discuss the opportunities that technology oﬂers _for online
Networks . . .
communication and collaboration
To explain which tgpes of media can be shared through the
internet
To explo.'m that communlcatlng and collaboration using the
internet can be pu.b['Lc or pr'chLte
To recognise the relati.onshlp between HTML and visual displo.g To review an existing website (no.vi.go.tlon bars,
Autumn 2 ] . ]
Creati Web page To recognise that web pages can contain dtﬁerent media tgpes head.er)
reatin
. 3 creation To recognise that web pages are written bg peop[e To create a new blank web page
Media

To recognise that a website is a set of hgperl'mleed web pages

To add text to a webpage




To recognise components of a web page [agout
To consider the ownership and use of images (copyright)
To recognise the need to preview pages (d.i._fferent
screens/devices)
To recognise the need for a navigation path
To recognise the 'meli.cation.s of |.i.rL|e.'Ln.g ot content owned by
others

To set the stgle of text on a web page
To change the appearance of text
To embed media in a web page
To add web pages to a website
To preview a web page (d.i.fferent screen sizes)
To insert hl_.jperli.n.las between pages
To insert hgper[inks to another site

Spring |

Programmmg A

Variables in

9arn.es

To d.ef'me a ‘variable’ as somethlng that is cho.ngeo.ble
To i.den.ti.fy exam.p[es of 'Ln.formatlon that is variable, for
exam.ple, a footbaU. score d.u.ri.n.g a match
To explain that a variable can be used in a program e.g. score
To de_f'me a program variable as a p[aceholder in memory for a
sLngle value
To explain that a variable has a name and a value
To recognise that the value of a variable can be used bLJ a
program
To recognise that the value of a variable can be updated
To Ldentifg that variables can hold numbers ('Lntegers) or letters
(strings)
To define the way that a variable is changed
To recognise that a variable can be set as a constant (f'Lxed
variable)
To explain the importance of setting up a variable at the start
of a program (initialisation)
To explain that there is only one value for a variable at any
one time
To explain that 'Lf you cho.nge the value of a variable, you
cannot access the previous value (cannot undo)

To explo.i.n that 'Lf you read a variable, the value remains
To exp[a'm that the name of a variable is meanlngless to the
computer
To explain that the name of a variable needs to be unique

To 'Ld.enttfg a variable in an ex'Lst'Lng program
To experiment with the value of an existing
variable
To choose a name that Ldent'L_fLes the role of a
carriable to make it easier for humans to
understand it
To decide where in a program to set a variable
To update a variable with a user input
To use an event in a program to update a variable
To use a variable in a conditional statement to
control the flow of a program
To use the same variable in more than one

location in a program

Spring 2
Data and
Informo.tion

Introduction to

Spreadsheets

To Ldenttfg questions that can be answered using spreadsheet
data
To exp[o.'m what an item of data is in a spreadsheet
To exp[o.'m how the data tgpe determines how a spreadsheet

can process the data

To calculate data using a formulo. for each
opero.ti.on
To use junctlons to create new data
To use ex'Lst'Lng cells within a formu.[o.




TO outline that there are d.'Lfferent softwo.re tools to work with
data
To exp[o.i.n. that formu.lo. can be used to prod.u.ce calculated
data
To recognise cells can be linked
To explaLn whg data should be organ.ised. in a spreadsheet
To recognise that a cell’s value automo.tlco.[[g u.pdo.tes when
the value in a linked cell is changed
To evaluate results in comparison to the question asked

To choose suitable ways to present spreo.d.sheet
data

To explo.'m that 3D models can be created on a compu.ter
To recognise that a 3D environment can be viewed from.
d.i.ﬁerent perspectlves

To poslt'Lon 3D sho.pes relative to one another
To use dLtho.l tools to modlfk_,] 3D objects
To combine objects to create 3D d'Lg'Lto.l o.rte_facts

Su.m.mer I : To recognise that digital tools can be used to manipulate 3D To use digital tools to accurately size 3D objects
Creatmg 3D Modellmg biect T truct o 3D del which | ]
Media objects o construct a model which reflects a rea
To show how p[aceholders create holes in 3D objects world object
To recognise that artefacts can be broken down into a
collection of 3D objects
To define a ‘variable’ as something that is changeable To identify a variable in an existing program
To 'Ldentifg exam.ples o]t 'Ln.formo.ﬂon that is variable, _for To experiment with the value of an existing
example, a football score during a match variable
To explain that a variable can be used in a program e.g. score To choose a name that identifies the role of a
To define a program variable as a placeholder in memory for a carriable to make it easier for humans to
slngle value understand it
To explain that a variable has a name and a value To decide where in a program to set a variable
To recognise that the value of a variable can be used by a To update a variable with a user input
program To use an event in a program to update a variable
To recognise that the value of a variable can be updated To use a variable in a conditional statement to
Summer 2 Sensing To identify that variables can hold numbers (integers) or letters control the flow of a program
Programming B Movement (strlngs) To use the same variable in more than one

To define the way that a variable is changed
To recognise that a variable can be set as a constant (fixed
variable)
To explain the importance of setting up a variable at the start
of a program (initialisation)
To exp[o.'m that there is onlg one value for a variable at any
one time
To expla'm that 'Lf you cho.nge the value of a variable, you
cannot access the previous value (cannot undo)
To expla'm. that 'Lf you read a variable, the value remains

location in a program




To exp[o.'m that the name of a variable is meanlngless to the
computer
To explaln that the name of a variable needs to be unique




