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Theme: The past and world religions 
(Focus on history and RE) 

Theme: The world around us 
(Focus on geography and science) 

Theme: The here and now 
(Focus on the Arts, PSHE and DT) 

 

 

 

Music 
Design Technology

Designing 
Work confidently within a range of contexts, such as the home, school, leisure, culture, enterprise, industry and the 
wider environment 
Describe the purpose of their products 
Indicate the design features of their products that will appeal to intended users 
Explain how particular parts of their products work 
Carry out research, using surveys, interviews, questionnaires and web-based resources 
Identify the needs, wants, preferences and values of particular individuals and groups 
Develop a simple design specification to guide their thinking
Share and clarify ideas through discussion 
Model their ideas using prototypes and pattern pieces 
Use annotated sketches, cross-sectional drawings and exploded diagrams to develop and communicate their ideas 
Use computer-aided design to develop and communicate their ideas 
Generate innovative ideas drawing on research 
Make design decisions, taking account of constraints such as time, resources and cost 
 
Planning 
Select tools and equipment suitable for the task 
Explain their choice of tools and equipment in relation to the skills and techniques they will be using 
Select materials and components suitable for the task 
Explain their choice of materials and components according to functional properties and aesthetic qualities 
Produce appropriate lists of tools, equipment and materials that they need 
Formulate step-by-step plans as a guide to making 
Follow procedures for safety and hygiene 
Use a wider range of materials and components than KS1, including construction materials and kits, textiles, food 
ingredients, mechanical components and electrical components 
Accurately measure, mark out, cut and shape materials and components 
Accurately assemble, join and combine materials and components 
Accurately apply a range of finishing techniques, including those from art and design 
Use techniques that involve a number of steps 
Demonstrate resourcefulness when tackling practical problems 
 
Evaluating 
Identify the strengths and areas for development in their ideas and products 
Consider the views of others, including intended users, to improve their work 
Critically evaluate the quality of the design, manufacture and fitness for purpose of their products as they design and 
make 
Evaluate their ideas and products against their original design specification 
About inventors, designers, engineers, chefs and manufacturers who have developed ground-breaking products 
How well products have been designed How well products have been made 
Why materials have been chosen  What methods of construction have been used 
How well products work  How well products achieve their purposes 
How well products meet user needs and wants How much products cost to make 
How innovative products are  How sustainable the materials in products are 
What impact products have beyond their intended purpose 
 
Technical Knowledge 
How to use learning from science/mathematics to help design and make products that work 
That materials have both functional properties and aesthetic qualities 
That materials can be combined and mixed to create more useful characteristics 
That mechanical and electrical systems have an input, process and output 
The correct technical vocabulary for the projects they are undertaking 
How mechanical systems such as cams or pulleys or gears create movement 
How more complex electrical circuits and components can be used to create functional products 
How to program a computer to monitor changes in the environment and control their products 
How to reinforce and strengthen a 3D framework
That a 3D textiles product can be made from a combination of fabric shapes 

Cooking and Nutrition
That food is grown, reared and caught in the UK, Europe and the Wider World 
That seasons may affect the food available
How food is processed into ingredients that can be eaten or used in cooking 
How to prepare and cook a variety of predominantly savoury dishes safely and hygienically including, where 
appropriate, the use of a heat source 
How to use a range of techniques, such as peeling, chopping, slicing, grating, mixing, spreading, kneading and baking 
That recipes can be adapted to change the appearance, taste, texture and aroma
That different foods contain substances- nutrients, water, fibre- that are needed for health 

 

Art 
Listening  
To appreciate and understand a wide range of live and recorded music drawn from different traditions and 
from great composers. 
Is able to describe the different purposes of music throughout history and in other cultures. 
Develop an understanding of the history of music. 
Listen with attention to detail and recall sounds with increasing aural memory 
Has a range of words to help them describe music and can use this to identify strengths and weaknesses in 
music. 
Can identify or suggest purposes for musical extracts e.g. signature tune for a TV programme, film scores, 
dance music, ceremonial fanfares etc. 

Composing  
To know the symbol for a rest in music, and use silence for effect in music. 
Use the standard musical notation of crotchet, minim and semibreve to indicate how many beats to play.   
Understand the purpose of treble and bass clefs. 
Read and create notes on the musical stave. 
Knows how to make creative use of the way sounds can be changed, organised and controlled. 
Can compose music as part of a group from different starting ideas e.g. a sea soundscape,a haunted house 

Performing: 
Can perform with control and awareness of what others in the group are singing or playing. 
Is able to sing in tune  
Performs songs with an awareness of the meaning of the words. 
Is able to hold their part in a round.  
Can breathe well and pronounce words, change pitch and control singing. 
Can play an accompaniment on an instrument (e.g. glockenspiel, bass drum or cymbal).  

To develop ideas 
To use a sketchbook 
To develop and imaginatively extend ideas from starting points 
throughout the curriculum 
To collect information, sketches and resources and present ideas 
imaginatively in a sketchbook 
To use the qualities of materials to enhance ideas 
To spot the potential in unexpected results as work progresses 
To comment on artworks with a fluent grasp of visual language 

To master techniques 
Drawing 
To use a variety of techniques to add interesting effects e.g. reflections, 
shadows, direction of sunlight 
To use a choice of techniques to depict movement, perspective, shadows 
and reflection 
To choose a style of drawing suitable for the work e.g. realistic or 
impressionist 
To use lines to represent movement  
Painting 
To sketch lightly before painting to combine line and colour 
To create a colour palette based upon colours observed in the natural or 
built world 
To use the qualities of watercolour and acrylic paints to create visually 
interesting pieces 
To combine colours, tones and tints to enhance the mood of a piece 
To use brush techniques and the qualities of paint to create texture 
To develop a personal style of painting, drawing upon ideas from other 
artists 
Collage 
To mix textures (rough and smooth, plain and patterned) 
To combine visual and tactile qualities 
To use ceramic mosaic materials and techniques 
Sculpture 
To show life-like qualities and real-life proportions 
To use tools to carve and add shapes, texture and pattern 
To combine visual and tactile qualities 
To use frameworks, such as wire moulds, to provide stability and form 
Print 
To build up layers of colours 
To create an accurate pattern, showing fine detail 
Textiles 
To show precision in techniques 
To choose from a range of stitching techniques 
To combine previously learnt techniques to create pieces 

To take inspiration from the greats (classic and modern) 
To give details about the style of some notable artists, artisans and 
designers 
To show how the work of those studied was influential in both society 
and to other artists 
To create an original piece that shows a range of influences and styles  
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PE

Essential Elements 
To work safely with space and equipment 
To explain and apply basic safety principles in preparing for 
exercise 
To describe the effects exercise has on my body 
To describe how valuable exercise is to my health 
To choose and use information to evaluate own and others 
work 
To develop a set of criteria for evaluating a performance 
To accept other people suggestions and practice to improve 

Dance 
To create and perform complex sequences 
To link skills, techniques and ideas and apply them accurately 
and appropriately  
To be creative and imaginative in composing own dance 
sequences 
To perform expressively and hold a precise and strong body 
posture 

Games 
To choose and combine techniques in games situations 
(running, throwing, catching, jumping) 
To know and apply the basic strategic and tactical principles 
of attack, and adapt them to different situations 
To use forehand and backhand when playing racquet games 
To work alone or with a team members in order to gain points 
or possession 

Gymnastics 
To practice and refine the gymnastic techniques used in 
performances  
To create complex sequences that include a full range of movements 
e.g. travelling, balances, swinging, springing, flight, vaults, inversions, 
rotations, bending, stretching and twisting, gestures and linking skills 
To hold shapes that are strong, fluent and expressive 
To vary speed, direction, level and body rotation during floor 
performances  

Athletics 
To practice combining sprinting with low hurdles over 60 metres 
To choose the best place for running in a relay and practice take over 
To practice throwing accurately and refine performance by analysing 
body shape and technique 
To practice control in take off and landings when jumping  
To compete with others and keep track of PB performances, setting 
targets for improvement 

OAA 
To select appropriate equipment for OAA 
To identify possible risks and ways to manage them, asking for and 
listening carefully to expert advice 
To embrace both leadership and team roles and gain the commitment 
and respect of a team 
To empathise with others and offer support without being asked. 
Seek support from the team and the experts if in any doubt 
To use a range of devices in order to orientate themselves 
 

To master practical skills: Food
• Understand the importance of correct storage and handling of
ingredients (using knowledge of micro-organisms). 
• Measure accurately and calculate ratios of ingredients to scale up 
or down from a recipe. 
• Demonstrate a range of baking and cooking techniques.
• Create and refine recipes, including ingredients, methods, cooking
times and temperatures. 
To master practical skills: Materials 
• Cut materials with precision and refine the finish with appropriate 
tools (such as sanding wood after cutting or a more precise 
scissor cut after roughly cutting out a shape). 
• Show an understanding of the qualities of materials to choose 
appropriate tools to cut and shape (such as the nature of fabric may 
require sharper scissors than would be used to cut paper). 
To master practical skills: Textiles
• Create objects (such as a cushion) that employ a seam allowance. 
• Join textiles with a combination of stitching techniques (such as 
back stitch for seams and running stitch to attach decoration).  
• Use the qualities of materials to create suitable visual and tactile 
effects in the decoration of textiles (such as a soft decoration for
comfort on a cushion). 
To master practical skills: Mechanics
• Convert rotary motion to linear using cams. 
• Use innovative combinations of electronics (or computing) and
mechanics in product designs. 
To design, make, evaluate and improve
• Design with the user in mind, motivated by the service a product
will offer (rather than simply for profit).
• Make products through stages of prototypes, making continual
refinements.
• Ensure products have a high quality finish, using art skills where 
appropriate.
• Use prototypes, cross-sectional diagrams and computer aided 
designs to represent designs.
To take inspiration from design throughout history
• Combine elements of design from a range of inspirational
designers throughout history, giving reasons for choices.
• Create innovative designs that improve upon existing products.
• Evaluate the design of products so as to suggest improvements
to the user experience. 
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