
ENGLISH 
 We will explore how to write a Warning Story story with a focus on science fiction.  

 We will look at the structure of this type of story as well as how to use openings and 

endings effectively within the story itself. 

 We will write a balance argument based on ideas chosen by the children. 

MATHS 
We will be working on fractions, decimal and percentages with year 6 looking at algebra: 

 [Y5] consolidation of fractions 

knowledge 

 [Y6] Ratio 

 Decimals up to 3 decimal places 

 [Y5] Round, order and compare decimals 

 Multiply & divide decimals by 10, 100, 

1000 

 [Y6] multiply and divide decimals by 

integers 

 Fractions  decimals [Y6] 

 Percentages 

 Percentages of an amount [Y6] 

 Add and subtract decimals [Y5] 

 Algebra [Y6] 

HISTORY 
History: 

 Use sources of evidence to deduce information about the Great 

Exhibition. 

 Describe the main changes in a period of history 

 Use dates in describing events 

Rowling 

The Great Exhibition 

 

Outcome  

 

SCIENCE 
We will explore electronic circuits: 
 Associate the brightness of a lamp or the volume of a buzzer with the 

number and voltage of cells used in a 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 diagram, 

 PSHE 
 Money Matters  

MUSIC 
 Designing and 

constructing 

tuned 

instruments 

 Composing 

using musical 

elements 

 
 
 
 
 
 
 
 
 
 

PE 
 Using the invasion games of Basketball and Hi Fives, develop and 

combine techniques (running, throwing, catching, passing). 

 Work out strategies to gain points or possession with guidance. 

 Defend and attack tactically by anticipating the direction of play 

and choose appropriate tactics for a game. 

 Gain an understanding of fair play and respect in all competitive 

situations. 

 Lead others and learn how to be good role models within a team. 

 Sprint with increased speed and good technique using the 

reversaboards and use effective baton exchange. 

 Jump in a number of different ways and show good control 

during take off and landing. 

 Throw with increased accuracy and refine performances by 

analysing technique. 

 Compete with others, improve personal best (PB) performances 

and understand how to improve their own set targets. 

COMPUTING 
Coding using Scratch. 
 Set IF conditions for movements. Specify 

types of rotation giving the number of 

degrees 

 Change the position of objects between 

screen layers (send to back, bring to front) 

 Set events to control others events by 

‘broadcasting’ information as a trigger 
 Use the Boolean operators  =, >, and, or, not to 

define conditions 
 Upload sounds from a file and edit them 
 Add effects such as fade in and out and 

control their implementation 
 Combine the use of pens with movement to 

create interesting effects. 

DT/ART 
 Design with the user in mind, motivated by 

the service a product will offer (rather 

than simply for profit) 

 Cut materials with precision and refine 

with appropriate tools 

 Develop a range of practical skills to 

create products 

 Combine elements of design from a range 

of inspirational designers throughout 

history, giving reasons for choices 

 Create innovative designs improve upon 

existing products 

 Evaluate the design of products so as to 

suggest improvements to the user 

experience. 



 
 
 
 

 


