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Select from and use a 
wide range of materials 
and components, 
including construction 
materials, textiles and 
ingredients, according to 
their characteristics. 

Build structures, 
exploring how they can 
be made stronger, stiffer 
and more stable. 

Evaluate their ideas and 
products against design 
criteria. 

Explore and evaluate a 
range of existing 
products 

 

Gather and record data 
to help in answering 
questions. 

Identify and name a 
variety of common 
animals including fish, 
amphibians, reptiles, 
birds and mammals. 

Observe closely, using 
simple equipment. 

Identify and classify. 

Perform simple tests. 

Learn about changes 
within living memory. 
Where appropriate, 
these should be used to 
reveal aspects of change 
in national life. 

Know and understand 
the history of these 
islands as a coherent, 
chronological narrative, 
from the earliest times 
to the present day: how 
people’s lives have 
shaped this nation and 
how Britain has 
influenced and been 
influenced by the wider 
world. 

Learn about significant 
historical events, people 
and places in their own 
locality. 

 

 

Use aerial photographs 
and plan perspectives to 
recognise landmarks and 
basic human and 
physical features; devise 
a simple map; and use 
and construct basic 
symbols in a key. 

Use basic geographical 
vocabulary to refer to 
key human features, 
including: city, town, 
village, factory, farm, 
house, office, port, 
harbour and shop. 

Understand geographical 
similarities and 
differences through 
studying the human and 
physical geography of a 
small area of the UK, and 
of a small area in a 
contrasting non 
European country. 

 

Use technology 
purposefully to create, 
organise, store, 
manipulate and retrieve 
digital content. 

 

Master basic movements 
including running, 
jumping, throwing and 
catching, as well as 
developing balance, 
agility and co-ordination, 
and begin to apply these 
in a range of activities. 
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Select and use a range of 
materials, beginning to 
explain their choices. 

Construct simple 
structures, models or 
other products using a 
range of materials. 

Talk about their own and 
each other's work, 
identifying strengths or 
weaknesses and offering 
support. 

A strength is a good 
quality of a piece of 
work. A weakness is an 
area that could be 
improved. 

Describe why a product 
is important. 

 

 

 

 

With support, gather and 
record simple data in a 
range of ways (data 
tables, diagrams, Venn 
diagrams). 

Identify, compare, group 
and sort a variety of 
common animals, 
including fish, 
amphibians, reptiles, 
birds, invertebrates and 
mammals, based on 
observable features. 

With support, use simple 
equipment to measure 
and make observations. 

Observe objects, 
materials, living things 
and changes over time, 
sorting and grouping 
them based on their 
features. 

With support, follow 
instructions to perform 
simple tests and begin to 
talk about what they 
might do or what might 
happen. 

 

Describe an aspect of 
everyday life within or 
beyond living memory. 

Order information on a 
timeline. 

Create stories, pictures, 
independent writing and 
role play about historical 
events, people and 
periods. 

Draw or read a simple 
picture map. 

Name and describe the 
purpose of human 
features and landmarks. 

 

 

Begin to use a range of 
software for different 
purposes. 

 

Follow a simple route 
around the school 
grounds or a given 
outdoor space. 

Demonstrate agility, 
balance, control and 
coordination when 
moving or balancing, 
performing basic 
sequences that use 
space safely. 
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Different materials are 
suitable for different 
purposes, depending on 
their specific properties. 
For example, glass is 
transparent, so it is 
suitable to be used for 
windows. 

Different materials can 
be used for different 
purposes, depending on 
their properties. For 
example, cardboard is a 
stronger building 
material than paper. 
Plastic is light and can 
float. Clay is heavy and 
will sink. 

A strength is a good 
quality of a piece of 
work. A weakness is an 
area that could be 
improved. 

The importance of a 
product may be that it 
fulfils its goals and 
performs a useful 
purpose. 

Data can be recorded 
and displayed in 
different ways, including 
tables, pictograms and 
drawings. 

Animals are living things. 
Animals can be sorted 
and grouped into six 
main groups: fish, 
amphibians, reptiles, 
birds, invertebrates and 
mammals. 

Simple equipment is 
used to take 
measurements and 
observations. Examples 
include metre sticks, 
measuring tapes, egg 
timers and hand lenses. 

Objects, materials and 
living things can be 
looked at and compared. 

Simple tests can be 
carried out by following 
a set of instructions. 

Aspects of everyday life 
include houses, jobs, 
objects, transport and 
entertainment. 

Sequencing words, such 
as first, next, finally, then 
and after that, can be 
used to order 
information 
chronologically. 

Stories, pictures and role 
play are used to help 
people learn about the 
past, understand key 
events and empathise 
with historical figures. 

A map is a picture or 
drawing of an area of 
land or sea that can 
show human and 
physical features. A key 
is used to show features 
on a map. A map has 
symbols to show where 
things are located. 

Human features are 
man-made and include 
factories, farms, houses, 
offices, ports, harbours 
and shops. Landmarks 
and monuments are 
features of a landscape, 
city or town that are 
easily seen and 
recognised from a 
distance. They also help 
someone to establish 
and describe a location. 

 

 

Software is the programs 
that are used by a 
computer, such as word 
processing software, 
presentation software or 
image editing software. 

 

Position, direction and 
movement can be 
described using the 
words top, middle, 
bottom, in front of, 
above, between, around, 
near, close, far, up, 
down, turn, forwards, 
backwards, inside, 
outside, left and right. 
There are different ways 
of travelling to get from 
one place to another, 
such as walking, jogging, 
skipping or jumping 

Balancing means holding 
the body steady without 
wobbling or falling. Using 
space safely means 
showing awareness of 
other people and 
obstacles in the setting. 
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