
 
 

 

 

Use world maps, atlases and globes 
to locate the Uk and other countries.  
 
Use basic geographical vocabulary to 
relate to vegetation, climate, season, 
weather, human and physical forms 
etc.  
 
Use simple compass directions.  

 Create sketch books to record their observations 
and use them to review and revisit ideas  
 
Improve their mastery of art and design techniques, 
including drawing, painting and sculpture with a 
range of materials [for example, pencil, charcoal, 
paint, clay]  
 
Learn about great artists in history. 

Count in multiples of 4, 6, 7, 8, 50 and 100.  
 
Solve number puzzles and recognize patterns.  
 
Understand metres, litres and units of time.  
 
Make estimates of weights and distances.  
 
Solve problems involving money.  
 
Use coordinates 
 
Begin to understand scale and scale factors 

 

Recognise some different forms of poetry. 
 
Prepare poetry to read aloud. 
 
Draw inferences about characters 
motivations, thoughts and emotions.  
 
Ask relevant questions to deepen 
understanding.  
 
Give well-structured descriptions and 
explanations for a variety of purposes.  
 
 

 
Kensuke’s 
Kingdom 

Read, and analyses the Haiku 
form.  
Write own Haikus based around 
themes from the Mantle of the 
Expert context.  
Write television scripts for 
advertisements to advertise 
Mysteries R Us.  
Discuss characters and 
investigate their thoughts and 
feelings through drama.  
Use questions generated from 
discussion to develop the MoE 
context.  

 
 
 
Through the MoE context, 
examine Kensuke’s motivation 
for wanting to be alone on the 
island.  
Examine the lives of the 
hunters and why they hunt.  
 
Discuss our own opinions of 
events in the story, drawing on 
the different points of view on 
offer.   

 
Japanese 
Dances 
 
 

 
 
                        
 
 
 
Examine Hokusai and re-
create art in his style 
 
Look at and recreate a wide 
range of Japanese art and 
design. 

Create maps based on 
knowledge of existing 
islands.  
In the MoE context, use 
compasses for 
navigation.  
Discuss and describe 
human and physical 
features of fictional 
island and compare them 
to known islands.  
 

Examine multiple viewpoints.  
 
Listen and respond 
appropriately to the ideas of 
others 
 
Contribute own ideas with 
confidence.  
 
Examine emotions and 
motivations for actions.  

Develop flexibility, strength, control and 
balance 
 
Perform dances using a range of 
movement patterns 
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 Create scale models of fictional 
island 
 
Create finance department for 
Mysteries ‘R’ Us team and solve 
problems using money and 
quantities. 
 
Solve logistical problems involving 
sailing and travel, e.g timings, 
factoring in wind, tides, weight on 
board etc.  
 


