
Subject Key Learning 

R.E. 
God the Son 
Jesus son of 
God  
Rights and 
responsibilities  

Children will; know the story of the Epiphany and Jesus revealed. 
How Jesus gathered his disciples and who they were. The story of 
Zacchaeus and how in the Gospels Jesus gave individuals the 
chance to change. 
How to help each other to make the right choices. Know and 
understand the new commandment: Love one another as I have 
loved you. Learn about the Beatitudes. Know that Jesus used his 
power to help others and know some healing stories eg Lazarus’ 
daughter 

History Chronology 

 Recognising the distinction between present and past in their own and other people's 
lives (e.g. Christopher Columbus). 

 Identifying some similarities and differences between ways of life in different periods 
(e.g. Neil Armstrong and Christopher Columbus). 

 Know where some people and events fit into a chronological framework by using 
common words and phrases about the passing of time (before, after, a long time 
ago, past…). 

Events, People and Changes 

 Using and making simple comparisons to parts of stories (such as those about 
explorers), and features of events (such as the first moon landing). 

 Recognise that their own lives are different from the lives of people in the past by 
describing some of the topics, events and people that they have studied. 

 Recount simple stories accurately and suggest why people and events were 
important. 

Communication 

 To show what they know and understand about the past in different ways (speaking, 
role-play, drawing and writing). 

 Understand historical concepts and use them to make simple connections and draw 
contrasts (such as between explorers and themselves). 

Enquiry, Interpretation and Using Sources 

 Ask and answer questions about the past through observing a range of sources, 
such as pictures, films and written sources. 

 Begin to understand the importance of basing ideas on source evidence 'I think this 
because in the picture...'  

Begin to understand and form simple hypotheses about the reasons why people in the 
past acted as they did from a range of sources '...I thought this.... but now I have 
listened to the story and looked at the picture I think this...' 

Geography 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Locational and Place Knowledge 

 Name and locate the world’s seven continents and five oceans. 

 Small area in a contrasting non-European country. 
Human and Physical Geography 

 Identify the location of hot and cold areas of the world in relation to the Equator and 
the North and South Poles. 

 Use basic geographical vocabulary to refer to key physical features and key human 
features (from the key learning).  

Mapping 

 Use a range of maps and globes (including picture maps) at different scales. 

 Know that maps give information about places in the world (where/what?). 

 Recognise simple features on maps e.g. buildings, roads and fields. 

 Recognise that maps need titles. 

 Recognise landmarks and basic human features on aerial photos. 
Enquiry and Investigation 

 Ask simple geographical, ‘where?’, ‘what?’, and ‘who?’ questions about the world 
and their environment e.g. ‘What is it like to live in this place?’ 

 Investigate through observation and description. 

 Recognise differences between own and others’ lives. 
Communication 

 Speak and write about, draw, observe and describe simple geographical concepts 
such as what they can see where.  

 Notice and describe patterns.  



 
 
 
 
 
 
 
D. T. 

 Use basic geographical vocabulary relevant to the area being studied. 

 Use maps and other images to talk about everyday life.  
Use of ICT/Technology 

 Use simple electronic globes/maps. 

 Do simple searches within specific geographic software. 

 Use the zoom facility of digital maps and understand that zooming in/out means 
more/less detail can be seen. 

Evaluation of Existing Products 
Explore existing products and investigate how they have been made. 
Decide how existing products do/do not achieve their purpose. 

Focused Tasks 
Join appropriately for different materials and situations e.g. glue, tape. 
Try out different axle fixings and their strengths and weaknesses. 
Make vehicles with construction kits which contain free running wheels. 
Use a range of materials to create models with wheels and axles e.g. tubes, dowel, 
cotton reels. 
Cut dowel using hacksaw and bench hook. 
Attach wheels to a chassis using an axle. 

Design 
Use pictures and words to convey what they want to design/make. 
Propose more than one idea for their product. 
Use kits/reclaimed materials to develop more than one idea; model ideas with kits, 
reclaimed materials. 
Select pictures to help develop ideas. 
Use drawings to record ideas as they are developed. 
Talk about their design as they develop and identify good and bad points. 
Note changes made during the making process as annotation to plans/drawings. 
Add notes to drawings to help explanations. 
Describe their models and drawings of ideas and intentions. 

Make 
Discuss their work as it progresses. 
Select materials from a limited range that will meet the design criteria. 
Select and name the tools needed to work the materials. 
Explain what they are making. 
Explain which materials they are using and why. 
Name the tools they are using. 
Describe what they need to do next. 

Evaluation (of their finished product) 
Say what they like and do not like about items they have made and attempt to say why. 
Discuss how closely their finished product meets their design criteria and how well it 
meets the needs of the user. 

Computing Programming       Skills 

 Give and follow commands (one at a time) to navigate other children and 
programmable toys around a course or a familiar journey, including straight and 
turning movements.  

 Plan, generate and follow a sequence of instructions (actual and on-screen) to 
make something happen; or complete a given task or problem to create a simple 
program. 

 Explore and create sequences of commands/instructions in a variety of 
programs/devices.  

 Make predictions and describe the effects when creating programs and controlling 
devices.  

 Identify errors in instructions. 

 Use logical reasoning to predict what will happen in simple programs. 
Knowledge and Understanding 

 Understand that algorithms are a series of steps or instructions to achieve a specific 
goal. 

 Understand that devices respond to commands. 

 Understand the meaning of the term program. 

 Talk about devices in the home that are controlled by commands. 

 Understand that prediction, trial and error are important considerations when creating 
programs or controlling movement. 

 Understand that there are different ways to create or produce a sequence of 
commands, including verbal, recorded, graphical, pressing buttons and on screen 



methods. 

 Understand what debugging is and begin to understand that you can develop 
strategies to help find bugs. 

 Understand what logical reasoning is and how it can be used to predict what 
happens in simple programs. 

 

PE Games- develop Fundamental Movement skills to become increasingly 
competent and confidant and access a broad range of opportunities to extend 
their agility, balance and coordination individually and with others. 
Dance- Create a simple dance sequence using a variety of elements eg 
stillness, travel, gesture or turn. 
Use different dynamic qualities eg fast slow 
Rehearse, improve and perform movement sequences individually and with a 
partner. 

 


