
PSHE: Health and Wellbeing 

     Year 5 

 Healthy sleep ng habits, medicines and immunisations. 

 Personal identity. 

 Keeping safe in different situations.  

RE: Life as a Journey 

 Explore Jesus’ life journey and how this has impacted our values and 

actions as Christians. 

 Mapping the journey of a Christian, including rites of passage. 

 Creating a map of their own life journey. 

 Researching places of pilgrimage. 

    Other faiths: 

 Exploring Judaism and the Wailing Wall, and Islam and the Hajj. 

Maths 

Place Value: 

 Exploring numbers to ten million. 

 Comparing, ordering and rounding numbers. 

 Negative numbers and crossing intervals.  

      The Four Operations:  

 Adding and subtracting numbers with 4 or more digits. 

 Using the inverse operation. 

 Multiplying 4 digit numbers by both 1 and 2 digit numbers. 

 Dividing a 4 digit number by a 1 digit number. 

 Division with remainders as both fractions and decimals. 

      Fractions: 

 Equivalent fractions. 

 Simplification of fractions, and exploration of improper and mixed num-

bers. 

 Addition and subtraction of fraction with different denominators and 

mixed numbers. 

 Multiplication and division of fractions by whole numbers. 

PE: Swimming 

 To swim competently, confidently and proficiently over a distance of 25 metres.  

 To use a range of strokes.  

 To perform safe self-rescue.   

     Year 6 

 What affects mental health and ways to take care of it. 

 Human reproduction and birth. 

 Keeping personal information safe. 

Science: Light  

 Recognise that light appears to travel in straight lines. 

 To explain that objects are seen because they give out or reflect light into the eye. 

 To explain that we see things because the light that travels from light sources to our 

eyes or from light sources to objects and then to our eyes.  

 To explain why shadows have the same shape as the objects that cast them.  

 

 

 Associate the brightness of a lamp or the volume of a buzzer with the number and 

voltage of cells used in the circuit.  

 Compare and give reasons for variations in how components function, including the 

brightness of bulbs, the loudness of buzzers and the on/off position of switches. 

 Use recognised symbols when representing a simple circuit in a diagram. 

 Circuit diagrams can be used to construct a variety of more complex circuits predicting 

whether they will ‘work’. 

Science: Electricity  

Crime and Punishment 
 

English: Mystery/Detective Fiction 

Brightstorm by Vashti Hardy 

  Listen to, read and discuss a range of mystery related extracts, including graphic 

novels (e.g. Artemis Fowl by Eoin Coiffer & The Adventures of John Blake by 

Phillip Pullman); mystery fiction (e.g. Don’t Doubt the Rainbow by Anthony 

Kessel & Stormbreaker by Anthony Horowitz) and mystery non-fiction (e.g. 

The Mystery of the Bermuda Triangle by Chris Oxlade). 

 Compare and contrast text types 

 Daily reading and learning the key sequence of the novel Brightstorm. 

 Using ing and ed complex sentences to move the journey forwards. 

 Using speech blended with action to show discussion and action with the 

‘Thought-Wolves’. 

 Using simile starters and metaphors to describe new locations such as the Great 

Wide. 

 Practise using story maps to create their own chapter. 

English: Biographies 

Sir Robert Peel 

  Analyse the use of language and structure in biographies. 

 Re-read and justify ideas with evidence. 

 Use devices to build cohesions such as furthermore, additionally etc. 

 Use subordinating conjunctions to contrast and explain such as whereas, as a 

result. 

 Explore uses of active and passive voice in writing. 

History: Crime and punishment after 1066 

  A timeline of crimes and punishments from Anglo-Saxons to pre-

sent day. 

 Changes to the types of crimes committed. 

 Exploration of how and why punishments have changed, with a fo-

cus on Lancaster castle. 

 Investigation of crimes (DNA, CCTV) 

 The justice system. 

Art: Drawing 

The Highwayman 

  Using dry media to make different marks, lines, patterns and shapes. 

 Explore techniques such as shading, hatching, and creating tonal contrast. 

Computing: Information Technology 

 Exploring computer systems and sharing of information. 


