
To explain how search results 
are selected

To identify some of the 
limitations of search engines

To demonstrate that different 
search terms produce different 
results

To identify that results from 
search engines can include 
adverts, and that the adverts 
can be targeted

To discuss the opportunities 
that technology offers for 
communication

To list methods of 
communicating using the 
internet

To recognise that some 
information is not searchable

To explain why search engines 
exist

To recognise that there are a 
number of search engines

To define ‘communication’ To evaluate different methods 
of online communication

To recall how to use a search 
engine

To explain that search terms 
need to be chosen carefully

To explain the role of web 
crawlers

To decide what I should/should 
not share

To evaluate the results of 
search terms

To compare the results from 
different search engines

To explain how ranking is 
determined by rules, and that 
different search engines use 
different rules

To explain why search engines 
create indexes, and that they 
are different for each search 
engine

To define the purpose of an 
index

To explain that search results 
are ordered, and this is known 
as ranking

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

To explain how search engines 
make money by selling 
advertising space

To explain that ranking narrows 
down the search results 
returned from the index, which 
makes it more useful

To examine the role of the 
searcher, search engine, and 
content creator in the 
searching process

Learning graph
Year 6 – Internet communication

1

Lesson

2

Lesson

3

Lesson

4

Lesson

Input Process Output

To identify different ways to 
communicate without 
technology

To choose an appropriate 
method of internet 
communication for a given 
purpose

To explain that communicating 
through the internet can be 
public or private

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

To classify internet 
communication by messenger 
and recipient or audience

5

Lesson

6

Lesson

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.

https://ncce.io/ogl


Learning graph
Year 6 – Web page creation

Resources are updated regularly — the latest version is available at: ncce.io/tcc.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.

To create a new blank  
web page

To review an existing 
website (navigation bars, 
header)

To insert hyperlinks to 
another site

To recognise components 
of a web page layout

To recognise the need for 
a navigation path

To add text to a web  
page

To change the 
appearance of text

To embed media in a web 
page

To insert hyperlinks 
between pages

To recognise the 
implications of linking to 
content owned by others

To consider the ownership 
and use of images 
(copyright)

To recognise the 
relationship between 
HTML and visual display

To recognise that a 
website is a set of 
hyperlinked web pages

To add web pages to a 
website

To preview a web page 
(different screen sizes)

To recognise the need to 
preview pages (different 
screens / devices)

To recognise that web 
pages are written by 
people

To recognise that web 
pages can contain 
different media types

To set the style of text on 
a web page

http://ncce.io/tcc
https://ncce.io/ogl


Learning graph
Year 6 – Programming – Variables in games and Sensing

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.

To recognise that 
the value of a 
variable can be 
updated

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 explain the 

importance of 
setting up a 
variable at the 
start of a program 
(initialisation)

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

To experiment with 
the value of an 
existing variable

To define ‘variable’ 
as something that is 
changeable

To explain that a 
variable is 
something that we 
can use in a 
program, eg ‘score’

To identify a 
variable in an 
existing program

To identify that 
variables can hold 
numbers (integers) 
or letters (strings)

To decide where in 
a program to set a 
variable

To identify 
examples of 
information that is 
variable, eg a 
football score 
during a match

To recognise that 
the value of a 
variable can be 
used by a program

To use the same 
variable in more 
than one location in 
a program

To explain that 
there is only one 
value for a variable 
at any one time

To explain that the 
name of a variable 
is meaningless to 
the computer

To explain that if 
you read a 
variable, the value 
remains

To explain that if 
you change the 
value of a variable, 
you cannot access 
the previous value 
(cannot undo)

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 update a 
variable with a user 
input

To explain that the 
name of a variable 
needs to be unique

To define the way 
that a variable is 
changed

To choose a name 
that identifies the 
role of a variable 
to make it more 
usable (to humans)

https://ncce.io/ogl


To propose simple, relevant 
questions that can be answered 
using data

To identify questions that can 
be answered using data

To explain that 
objects/artifacts can be 
described using data

To explain what an item of data 
is

To explain that computers deal 
with different data types in 
different ways

To explain why data should be 
organised

To choose suitable ways to 
represent data 

To evaluate results in 
comparison to the question 
asked

To outline that there are 
different software tools to 
work with data

To recognise that changing 
inputs also changes outputs

To recognise that data can be 
calculated using different 
operations

To apply formulas to data, 
including duplication

To explain that formulas can be 
used to produce calculated 
data

To outline what makes good 
questions to answer with data

Learning graph
Year 6 – Introduction to spreadsheets

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.

https://ncce.io/ogl


To create 3D graphical 
objects on a computer 
screen

To place a 3D object in a 
3D space

To reposition objects in 
three dimensions

To rotate objects in three 
dimensions

To resize an object in 
three dimensions

To delete an object
To recolour an object

To select multiple objects

To group objects

To modify multiple 
objects

Develop

To modify an object

To select an object

To combine objects

To alter the view of the 
3D space

To use an object as a 
placeholder

To duplicate an object

To recognise that 3D 
objects comprise length, 
width, and height (depth)

To recognise the similarities 
and differences between 
real-life 3D and virtual 3D

To recognise the role of 
scale in design

To recognise the differences 
when working in 3D compared 
with 2D

To recognise that 
structures can be broken 
down into a collection of 
3D objects

To recognise that blank 
objects must be used as 
placeholders to create 
holes

Learning graph
Year 6 – 3D Modelling

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.

https://ncce.io/ogl


Learning graph
Year 6 – Sensing

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.

To recognise that 
the value of a 
variable can be 
updated

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 explain the 

importance of 
setting up a 
variable at the 
start of a program 
(initialisation)

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

To experiment with 
the value of an 
existing variable

To define ‘variable’ 
as something that is 
changeable

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

To identify a 
variable in an 
existing program

To identify that 
variables can hold 
numbers (integers) 
or letters (strings)

To decide where in 
a program to set a 
variable

To identify 
examples of 
information that is 
variable, e.g. a 
football score 
during a match

To recognise that 
the value of a 
variable can be 
used by a program

To use the same 
variable in more 
than one location in 
a program

To explain that 
there is only one 
value for a variable 
at any one time

To explain that the 
name of a variable 
is meaningless to 
the computer

To explain that if 
you read a 
variable, the value 
remains

To explain that if 
you change the 
value of a variable, 
you cannot access 
the previous value 
(cannot undo)

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 update a 
variable with a user 
input

To explain that the 
name of a variable 
needs to be unique

To define the way 
that a variable is 
changed

To choose a name 
that identifies the 
role of a variable 
to make it more 
usable (to humans)

https://ncce.io/ogl

