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NORTH MEAD
PRIMARY ACADEMY

THINK LIKE A HISTORIAN

Historians use chronology and
evidence to explain change, cause,
significance and interpretations.
of the past.

HISTORY STICKY KNOWLEDGE

A significant person is someone
whose actions or achievements
have had an important impact.

@ Historical significance can be

local, nationl or global.

Historians judge significance
using evidence about impact
ond legacy.

@ Different people may judge
the significance of the same
individual differently.

Alegacy is the lasting impact
 person leaves behind.

KEY VOCABULARY

significont + impact + legacy + achievement
change + influence + evidence + source
cause - effect - comparison + perspective

legocy + inspiration + continuation

TYPES OF SIGNIFICANCE

Hisorical

Learn from

=
Nelson Mololo Martin Marie  Mohotma
Mondela  Yousafsal  Luther King . Curie Gandhi

YEAR 5 « UNIT 1

E PEOPLE CHANGED THE WORLD?

[ uGoee Taxt:loupg G'“‘d ediondibicciom THINK LIKE AN ARTIST @
People can change the world. Artists investigate, experiment,
| Their ideas, courage and actions develop and refine ideas to
can inspire others and leave a lasting legacy. communicate meaning.

HISTORY JOURNEY WAYS PEOPLE CREATE CHANGE ART & DESIGN STICKY KNOWLEDGE

an individual historically

significont.
WAIT investigate the

achievements of sgnificant

individuls.

WALT explin how individuols

have created change.
© Who dd it afect?

sigrificance difforently?

WALT explin how the legacy
of significant individuols can
continue over time.

LEGACY OVER TIME

Past Present
Ackievoments ond People e pied
actons in their ond baneh rom
tine thie vork

[ @

WALT identify what mokes ) (o,

[ Jubcine sicniFicance |

© Whot did the person achieve?

WALT compare the impoct @ How much d it change things?
of difernt sgnifcant
How long i he mpoct lest?
e © Howlong i th impoc
© What eidenc tlls usabout
WALT s avdnce to judge thoi legocy?
isorica sigrificance © Do iferent poape seo thir

Courage

Action A portrait can communicate
more than physical appearance.

Ei ' g @ @} et o s oy

communicate identity.
EXAMPLES OF SIGNIFICANT INDIVIDUALS

* Symbolism is the use of images.
or objects to represent ideas.

i l Proportion helps ortists
Rosaporks || Hoa Jamison ..a,.'m represent faces and figures

Govogeinthe | Buckingbarirs | Foew i campuiog accurately.
ooy || nscence || ond codebesing

A8F

Artists develop ideas through
sketchbooks before producing
final work.

D [ | @ e kescm o

2

Adacotefor g Luadurip i andng | Campoiger o why a person is important or
eduestion oporthid i significant.

Future SYMBOLS CAN REPRESENT.

Thei idecs ond legocy

S s Q . i 8 N

utrges npactan posrs
owiom o ood s
Who do you tink (@) 00 you think

hos changed the everyone wil

workd the mast? agree with your

Phowguphs  Newspoper  Lettrsond  Booksond  Atefocts and  Speaches ond why? answer?
ropors ories bogrophies  objects _ rcordings

Celebrate achievement.

Make a difference. *

ART & DESIGN JOURNEY
ot
& P

observational drawing.

9] @ WALT explore how colour

and composition influence

meaning.

[0} ﬁf WALT develop symbols that

represent a person's
achiovements or identity.

m / WALT create and refine

a symbolic portrait of @
significant individual.

® @ WALT critcally evaluate how

effectively the portrait
communicates significance.

OUR CREATIVE OUTCOME

A symbolic portrait of
a significant individual.

Leave a lasting legac
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NORTH MEAD
PRIMARY ACADEMY

THINK LIKE A

ISTORIAN

torians use chronology and
evidence to explain change, cause,
significance and interpretations
of the past.

HISTORY STICKY KNOWLEDGE

HISTORY JOURNEY

@y
°9

After Roman rule ended, Anglo-
Saxons sattled in ports of Br
‘and Scots migrated from reland
into northern Britain,

WAL exploin how and why
Anglo-Saxons and Scots
setied n Britin after Roman
rule ended.

Anglo-Saxon communities were
orgar
Kingdoms.

WALT descrive how Anglo-Saon
setioments ond kingdoms were.
orgarised.

into settiements and

Farming was centrol to Anglo-
Saxon life.

WALT investigote what
enchoediogcol cvidence tlls us
about Anglo-Saon e
Archasology and artefacts provide
evidence about Anglo-Saxon
socity.

WALT compare what artofocts
ot sories can tell us about
the post

o
oy
°&

SOURCES AND SKILLS

Mops  Artfocts Photes  Wrtan

Stories such as Beowulf can
WALT exploin what Beowaif
reveals about Anglo-Saxon
belefs ond voles.

reveal beliefs and volues but are
ot straightforword factuol
evidence.

E@XB &

Anglo-Saxon settlement influenced
Britain's languoge, culture and
dentity.

WAL exploin what we can
learn from the Anglo-Saxons.
and thei legacy.

@

KEY VOCABULARY

Anglo-Saxon + Scots + settoment +Kingdom
orchacology + ortefact

chronclogy + belief + volue - legend
Boowaf + legacy + influence
dentity  migration - justi

evidence + source

culture

ANGLO-SAXON ARTEFACTS (EXAMPLES)

'EXX 1

saton o

Running sich  Back stch

Learn from the past.

WHAT CAN WE LEARN FROM ANGLO-SAXONS?

9290

Objects from the past telus about everyday e,

Chonclogy  Compore &

YEAR 5 + UNIT 2

Core Text: Beowulf
| The past can teach us. | Designers investigate needs, develop
P
| By exploring people, places and stories, | | technical knowledge, design, moke,
|| test and improve products for users
we discover how they shaped our world. |

DT STICKY KNOWLEDGE

and purposes.

ANGLO-SAXON BRITAIN: WHO, WHEN, WHERE?

DT JOURNEY

Romans leave Anglo-Saxons Scots migrate Anglo-Saxon Tt products e contrcted for || @) WALT investigate how functional
Britoin arrive in parts from relond to kingdoms particular users and purposes. textile products are constructed.
P otomon P northemenion P deveip
Bhogo <D 410-450 <AD 500 <AD 500700

WALT compare fabrics, seoms
and fastenings for different
purposes.

Pattern pieces help fabric to be cut

accurately and consistently.
EVIDENCE: WHAT CAN IT TELL US?

ARTEFACTS (PHYSICAL EVIDENCE)

STORIES (WRITTEN EVIDENCE)

A seam allowance and accurate
pattern pieces help textile
products fit together as intended.

WALT develop accurate sewing
and joining techniques.

WALT communicate and design
a textile product for a specified
user using annotated sketches
and pattern pieces inspired by
Anglo-Saxon artefacts.

Stores like Beowulf rovea boles,
Volues and heroes, but they may.
be exaggerated and symboli.

Different stitches and seams have

different strengths and purposes.
craf s, trodo, foith ond stotus.

Fastenings can be functional as
wel as decorative.

WHAT DID ANGLO-SAXONS BELIEVE AND VALUE?

WALT make and refine the
textile product using pattern
pieces and accurate joining.

o3

Successful products combine
function, durability and
appearance.

WALT evaluate the product for
function, durability and
appearance.

@ ¢

OUR CREATIVE OUTCOME

A functional textile product
influenced by
Anglo-Saxon design.

Stores and

Forming
and vioges

THE DESIGN PROCESS

Q-7-R-9-C

Investigote Design

NGl improve Evoate

AXON TEXTILES AND PATTERNS

Embrcidery & decoration

Patterns & motifs

Oweiowstich Whpstich  Chonstich  Cowchng  Crosssch

ntedoce Aol mots

4/ Be inspired by courage and ideas. Build on their legacy. Create a better future.
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YEAR 5 « UNIT 3

Eastel  WHAT DID VIKINGS BELIEVE?

Core Text: Arthur and the Golden Rope THINK LIKE AN ARTIST

Stories, beliefs and artefacts from the
| past help us understand people and the |
world in which they lived.

evidence to explain change, cause,

significance and interpretations communicate meaning.

of the past. y
HISTORY STICKY KNOWLEDGE HISTORY JOURNEY VIKINGS IN BRITAIN: A TIMELINE ART & DESIGN STICKY KNOWLEDGE ART & DESIGN JOURNEY
Wi utes 1) WAL expoin why Viings come | <07 ;_“’G f_‘j AN e oy Relif sculpture projects out %) WALT invstigote pattern
oided Britin and latr setled o Britin and how roids i [ = o from a flot background. and symbolism in Viking ort
parts of the country. deveoped ino settement. b and artefacts.
v g ettt E i e s s » o) 2 Artists con create relef by P) i i
;"""‘V 9595 oo spermGuir of Viking religious belief. y adtg ca Sipe=ina! develop interlocing and
ings. m 3 into materiol, e
Gods ond myths rflecte Viking P v & _
‘ i ot oo, (3] s VIKING BELIEFS AND GODS @ \:::.g art M:,: intedocing | @) WALT experiment with relief
terns, animals and sym & techniques using malleable

fote and the notural world.
WALT i e

Myths are wodional swres ond () ' e vt ot

are not straightforward historical and archoeological evidence

evidence. reveal about Viking belif,

imagery moterioks
%, Repetition and symmetry can @ WALT develop a composition
B i

create visual rhythm. that communicates an ospect
vy ate visual rhyth spe

Archasologicol evidence helps. e fi[] veur comeers mythological A toter; | [ M,..,,, The word ree (OFVidig bekisf:
dotorhns uncerst 4 stories with historical evidence. - ‘and protection beouty ond shope-shittar ‘connects of - Texture can be created through
o andarstond Viking ok A ; || @ WALT create and refine
beliefs and dally ie. 1)  cutting. pressing, carving and s
() &4 WALT exploin how Viing belefs EVIDENCE: WHAT CAN WE LEARN? modelling, o

Viing and Anglo-Saxon Kingdoms o voles existed within sty

3 ARTIFACTS AND ARCHAEOLOGY MYTHS AND STOREES A o ol i
competed for control of England, competing with Anglo-Saxon s R @ evaluate how effectively

Storig sch s those 3 o form, texture and symbolism

oot s bt

including during the time of Kingdoms for contrl of Englond.
Alfred and the Danalaw.
ond o, ot foctol

KEY VOCABULA G o TS wdonce
S e o

VIKING VALUES REFLECTED IN BELIEF AND LIFE. e & A relief sculpture inspired by
— Viking belief and symbolism.
5 Viking nfuence
e
o ovox Loy Fam Je— A

o
e e o S T e C

ARTIST INSPIRATION VIKING ART CHARACTERISTICS SYMBOLS AND THEIR MEANING.

Jﬁﬁ@ EXEDS ’“\'

No bogianing, o end Sopons Revens T
Symbots with meaning e = e gt T

sources rather than simply

communicate meaning.
copy them.

Vikings + Scandinavia + roid + settlement
pogan - gods - mythology - superstiton

oyl /[ Y @ - i by

legocy + chronclogy + signifcance

Umerstle
,,l: corvings.
0 contry)
ot troce

Chvonoogy CETEXOE ot ond s
i bt macing.

7 Build a better f

Be inspired by stories and beliefs

re. wh/ Leave a lasting legac





image4.jpeg
YEAR 5 - UNIT 4

S WHY IS EDUCATION A RIGHT? JFSRees

prototyping.
ond improvement

Core Text: Malala’s Magic Pencil THINK LIKE A DESIGNER

r
THINK LIKE A RE LEARNER 'Q

One child, one teacher, one book and Designers investigate needs, develop

In RE, pupils explore how beliefs,

practices and worldviews shape | technical knowledge, design, moke,

test and improve products for users
- Malala Yousafzai and purposes.

RE STICKY KNOWLEDGE RE LEARNING JOURNEY WHY IS ACCESS TO EDUCATION UNEQUAL? DT STICKY KNOWLEDGE DT LEARNING JOURNEY
Atight is something people WALT understond what rghts (Y. Eectricol systoms can moke WALT investigate electrical
e | ey B Jdd s 9T eq .

effective. or everyday tasks.

[ one pen can change the world.”

people’s lives and interpretations.

Education can provide S ouchanden

WALT cxploin why occes to ndec
(O meomioms @ @8 ST =l e @' Vot ot
independence. circuit noads a power source, .
Inequolty con prevent comporens.
M e S st (3} ' WALT exlore how belies and Religious perspactives Non-religious perspectives
ot sy ey e s e e (B Components e as b, o) AT ity s e
prese s e D TR S buzzers and motors produce and develop design crieria
Jusice meons faimess ond e oy S it aiferent outputs. for a study o
ho o ratment of people. (@) WALT compare different
perspectives on rights 1- (€ ﬁ ) @ @ @ M - e [10) y WAL design an electricol
Relgious and non-religious and justice. e gl ot product that supports
belafs can influence ideas P learning.
about rights and justice O v ot o pepe PEOPLE WHO ADVOCATE FOR CHANGE
1 advocate for change. Designers develop products in (1) WALT construct, test and
. Peopie con toke action to 2 response 1o a real user need. refine the product.
< cholengs Inequalty ond o WALT explin why aducation o
create change. e ey e ® WALT evaluats the product
k. /B esting should leod to 2
K - R i -
Campoigs o g Bnevd o . Prcte g sy Wk 0 and el i intended user

hcoton wordwide th ko t freadam  and oty oheoton lobau ond promete

ccoton
OUR CREATIVE OUTCOME

- peten - squaity - ety - THE DESIGN PROCESS EXAMPLE CIRCUITS A functional electrical study aid
coportnity + educotion - belet - veluss © designed for  specific user.
IS Q@7 RBCO b b die
empowerment - dignty. ~ responiiity
Keaigche.  {Defng eed Kiprowe < | Eioluots ‘Simple circuit Circuit with switch Circuit with buzzer Circuit with motor
) ond s o st ond i
‘COMPONENTS WE MIGHT USE FASTENINGS AND FIXINGS EXAMPLES OF ELECTRICAL STUDY AIDS DESIGN CRITERIA IDEAS

@ Eosy to use ond safe.
/ Holps with leoring
/' Durable and relcble
Battery e - V' Atfordabi to moke.
Swich BB (D) Burer Scrows Voo Zp  Magnets b et
posts LEDbooklight  Recharging  Sound timer Appeciing design

dosk orgoniser

Value educatiol Take action. ’,? Change the world.

' Seek justice.

Everyone has rights.
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YEAR 5 « UNIT 5

HOW DO HUMANS IMPACT THE

M |

NORTH MEAD
PRIMARY ACADEMY

THINK LIKE A GEOGRAPHER Core Text: The Paper Bag Prince

THINK LIKE A DESIGNER w
==

Geographers use maps, fieldwork Designers investigate needs, develop

and evidence to explain how places

The choices we make today
shape the world for tomorrow.

technical knowledge, design, make,

and environments are connected
and change.

GEOGRAPHY STICKY KNOWLEDGE

Human activity changes
environments at local and
global scales.

) i
| ™

@ o
e p e o

Resources such s eneray, food.
minerols and woter are ditrbuted
unevenly around the world

£y, Suscinoity meons meing
C e et it e
s e

Choices about consumption,
waste and resources can

increase or reduce

environmental impact

GEOGRAPHY JOURNEY
(1) o WALT identfy different ways
humans change emvironments.

[2) WALT exploin how pollution
ond waste affect ecosystams
WALT distinguish between

(o i el

Ol e

and connected through
economic activity ond trade.

(5 m WALT exploin what
sustinabiity meons.

o ﬁ WALT evoluote ways indiducls
‘and commanities con recuce

Small changes can make a big difference.

HOW HUMANS CHANGE ENVIRONMENTS

B potion Wosepeon oot

h

Ubongrowth  Deorstotin  Agratre oty

POLLUTION AND WASTE: EFFECTS ON ECOSYSTEMS

Wasten Renewable

RESOURCES AROUND THE WORLD

Trnsport Woste

RENEWABLE VS NON-RENEWABLE RESOURCES

Non-cnewable

test and improve products for users
and purposes.

DT STICKY KNOWLEDGE

Food production con have
an environmental impact.

Seasonal food is produced
naturally at porticular times
of year.

Food can be grown, reared,
caught and processed.

Food miles describe how far
food travels from producer
to consumer.

Cooking tachniques can
change flavour, texture and
nutritional value.

Designers consider health,
ity cost, taste
and user needs when creating

2 @ P @a

DT LEARNING JOURNEY

[———
0 Q L.

environment.

s WALT understand seasonality,
food miles and food

production.

T—
OW e

cooking techniques.

l'o) WALT design a healthy and
sustainable savoury dish.
0 ‘ WALT prepare and cook the
dish safely and accurately.
WALT evoluate the dish for
D Eor

G tless fosdpeoduces. taste and value.
renewable - non-renewable - distribution E DESIGN PROCES EEASOEERE 0D XA gUR GREATILETCAICONE
trode - sustainabilty - consumption - woste Autumn Winter A healthy, predominantly savoury dish
Sy ||l T B -8 o Astongd e b
sl ? Ly environmental impact.
[ s e ® ? P
X

1 N
MO o

Reduce  Reuse  Recycle

Respect our planet.

LOWER OUR IMPACT

69 e @ e

Sove  Planttes  Chooss wisely  Moke a

woter  energy

e resources wisely.

Pln medis
diferencel

Make sustainable choice:

SUSTAINABLE COOKING IDEAS

;A afka

Utewhole  Mnimise  Compost ook
ingredonts woste  serops effcenty

Together, we can change the world.
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NORTH MEAD
PRIMARY ACADEMY

THINK LIKE A RE LEARNER

In RE, pupils explore how beliefs,
practices and worldviews shape

people’s lives and interpretations.

RE STICKY KNOWLEDGE

Identity is shaped by experiences,
relationships, culture and beliefs.

Beliefs can influence how people
understand themselves and
the world.

‘Symbols con communicate ideas
that are difficult to express
directly.

Art con commuricate religious.
cultural and personal meaning.

Q ¥ € o

The same artwork can be
interpreted differently by
different people.

Interpretation can be supported

using evidence from an artwork
and its contex.

KEY VOCABULARY

dontty - bl symbal + volues - culture
experience + interpretation +  perspective
ertwork + meoning + context - evidance.
reigious + personal + workdviews

« Symbels ond crowns

+ Words and numbers

INFLUENCED BY JEAN-MICHEL BASQUIAT

RE LEARNING JOURNEY'

WALT explain how beliefs
‘and experiences can shape
identity.

WALT investigate how
symbols can communicate
beliefs and volues.

WALT explore how art can
express religious, cultural
‘and personal identity

WALT analyse how artists
communicote ideas through

visual choices.

WALT compare different
interpretations of artwork.

WALT explain how art can
express identity and bele.

MATERIALS AND TECHNIQUES

YEAR 5 + UNIT 6

Core Text: Radiant Child

~ “Art is how we share who we are

and what matters to us.”

BELIEFS AND EXPERIENCES SHAPE IDENTITY

WO ALKk

Fomily and
reltionships.

SYMBOLS CAN COMMUNCATE MEANNG

Symbols can stand for
ideas, values and beliefs

Culture and
community

Beliefs and
values

Life xperiences  Dreams and
and chollenges  aspirations

ART CAN EXPRESS IDENTITY AND BELIEF.

Cultural
dentity

Personol
dentity

Religious
identity

THE SAME ARTWORK, DIFFERENT INTERPRETATIONS

- N
‘ s | WELOOK FOR EvEHCE

i i shows 500 hope and |
stongth ond stonding up for eretity ond N THE ARTWORK
esiance. whot s right. pes AND ITS CONTEXT.

"ig

THE ARTISTIC PROCESS

e

HOW DOES ART EXPRESS IDENTITY AND BELIEF?

THINK LIKE AN ARTIST

Artists investigate, experiment,

develop and refine ideas to

communicate meaning.

ART & DESIGN STICKY KNOWLEDGE

Mixed media combines two or
@Q  more ortistc moteris or
processes.

Artists can use words, symbols,
colour and imagery to
communicate identity.

ART
e

ui|

[T visual elements are arranged

Layering can create depth,
complexity and emphasis.

Composition determines how

within an artwork.

Artists experiment, select and
refine techniques o their ideas
develop.

Personal artwork can be influenced
by other artists without copying
i work.

EVALUATE: THINK. PAIR, SHARE

+ What is the artis trying to soy?
+ What evidance can we see?

+ How do the visual choices create

ART & DESIGN LEARNING JOURNEY

°H

o@
oy

WALT investigate how artists
use symbols, words and images.
to communicate identity.

WALT use sketchbooks to
experiment with personally
meaningful imagery and
symbols.

WALT explore layering, colour
and mixed-media techniques.

WALT develop and refine
@ composition about identity
or belif.

WALT create on original
mixed-media artwork.

WALT critically evaluate how

(Vg
0@ o

OUR CREATIVE OUTCOME

An original mixed-media
artwork expressing
identity or belief.

/ R-0-9-6--3

Deveiop
[Focuivmy

+ Loyering ond scribbie meaning?

d//0

popers

« How might someone else interpret
this differently?

Euohote
and refine

+ Bold coours and contrast Experiment

pont  poxsl  pon techoiues

+ Exprosing identity and voice

Create a better world togeth

Be proud of who you are.

y to express your voi





