waiaﬂmnOvecvww[@ Year 6 Term 5

English,
* read fromv a, wide range of texts and genres.
colons

Music
Music and Me

h.sbemandoppr\m,sesong&

Mathematics

* create nets of 3-D shapes and solve problems inmolming them

wgmphy
Local, Study of Castor - from WW2 to the, present; dayy

" focus on geographical, skills: eight points of o compass, four

the use of Ordnance Surwvey maps)

* study of where childreny came fromy inv the, UK when

emacuated to- Castor

Science PO 4N

Anunal&mdudmg/ Humans

*WWWWWMMWWW

withiny animals; including humans

PI . | El l.
Dance~ The Match and, Creatiae Skills
* demelop actions of gesture and, tramel;, including, stepping patterns which, express
* create and, perform movement phrases for action / reactions canony unisor and,

H. I
WWa - The Battle of Britair

* Lnow of whot led to the outbreak of WWIT and, later, The

Battle of Britair taking place

* knowe about Winstory Churchilly and his role i WWII
*bxowhowﬂ’we\mmhmqﬁDunkuhﬂweBaﬂ'leo&Bmf}w

Blitz and the D-Day Landings impacted the outcome of
WWII

* consider how WWII o&fedﬁdohdd:mwBNMmMng

childrery Locally

mirroning * recognise the roles of men and women during WWII
*WWWWWMW&%CW * recognise how life: and food supplies changed, during WWII
r@sponddx&}ex%ﬂgfo@var@o&’@sk&or\mu&o anddmxs&%ﬂru&[@dfopo&%@d&angmofor\}umm
mpondmagmoh@fod%ﬁa@bs&@aﬁon@ studg;o& Jurv, arv@vammoﬁr\omLondmuand/hw

Compuhng,
Programming A - Variables in games

* define a ‘variable as something that is' changeable
* explain whiy a variable is used iy o programy

* choose how to improve a game by using variables
* design as projech that: builds on o ginery example

* emaluate a project

Art
Soulpb.me

* use skelchbooks to collect, record, and, reflect and, share ideas and,

thoughts.

Spanishy
Que horas es? What is the date? Quoﬁanpohaw? What is the Weather?
* resise numbers |- 13 and learny how to- tell the time (by the hour)
*wmdmr\g/mom»@ob@pw‘hudmbme
*afsband,sagzwhoiz’(heweaﬂrwwhk@today
* describe the weather irv different regions of Spain using o weather map with
symbols.

OWWWWWLMM%LWWEWCMWFWW
Foe by Michael. Morpurgo; depending on childrervs choice.
Our reader for English, lessons s The Umbrellas Mouse by Anna Fargher

PSHE
Reluh'.onshi.p&

* knows thab b ts important to-take care of mental, health,
*undex\stand:ﬂwbpeoplecamhmpxoblamwd}vmmtﬂbh@olﬂm

* help self and, others when worned, abouts @ mental, health,

px\oblem/

nwnag,eﬂﬂ&

for self or others

* take responsibility for owny safety and, well-being,

Rdigiou&EdAwahmv
What would: Jesus do?

* identify features of Gospel texts (e.g. teachings, parable, narratinve).
* take account of conterdt, suggest meanings of Gospel, texts studied,

andmpamwm&wiﬂmwag&m/whdw

of different

* make clear connections betweens Gospels texts, Jesus ‘good news,, and,

WChnshm&hwa\eChnshamcomnumbg

* relate biblical ideas; teachings or beliefs (e.g. about peace; forgiveness;




