GEOGRAPHY

*  Use maps to locate key countries to identify homelands and
settlements.

*  Explore countries” physical and human characteristics to
understand reasons for settling and invading

ART - Drawing

*  Use hatching and cross-hatching to show texture when creating
illuminating Anglo Saxon letters

*  Design an Anglo Saxon brooch using different pendil types, inspired
by artefacts

MATHS

* Toknow and use numbers through counting, comparing, ordering
and rounding

*  Represent number in Roman numerals

*  Solve problems using large positive numbers

* Add and subtract up to  digits using a column method

*  Solve addition and subtraction word problems

%@

ENGLISH

*  Story writing — predictions from a diff hanger

* Inference of a mystery suitcase from “Ill Take you
to Mrs Cole”

*  Role play — interviewer and suspect

*  Life experiences of a battle — King Arthur

*  Non-fiction — Harvest celebrations around the world

*  Alternative ending — Rainbow Bear

Year - Autumn 1 PSHE

*  Make a “feelings barometer” to evaluate
tions.
ANGLO_SAXONS . ODtCL:Zi:i:;M for dealing with everyday

difficulties, anlu.d.mg assertiveness

DT — Mechanical Systems

*  Make a mechanical storybook,

P.E — Football and Rugby

. DeveLop tactics in a team game to cause

measuring to the nearest millimetre. problems for the opposition

* In a game situation, maintain the

MFL - Spanish

possession. of the ball, learning when to
*  To develop our prior knowledge through conversation

pass G.PPY“OPY“La,tQLg

and performance * Learning to play as part of a team and

the role of a leader

MUSIC

*  Singing Mamma Mia as part of

HISTORY

a group
e Use iPads, books and artefacts to learn about main

events dur'mg the Saxon era.

COMPUTING — Information Technology

*  To prepare and present a PowerPoint to *  Suggest causes and consequences of the Anglo Saxons

another year group to support the transition anad'mg and settlmg in Britain.

between key stages *  Explain events using historical vocabulary




