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NORTH MEAD
PRIMARY ACADEMY

THINK LIKE A GEOGRAPHER (4%

Geographers use maps, fieldwork and

evidence to explain how places and
environments are connected and change.

GEOGRAPHY STICKY KNOWLEDGE

Humans and animals can share
the same environments.

oMk
og¢
o8

A habitat is the natural
home of an animal.

Human activity can
change habitats.

Deforestation is the removal

2k

of large areas of forest.

Pl o
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Conservation means protecting
species and the environments
they depend on.

KEY WORDS

GEOGRAPHY JOURNEY

WALT identify ways humans.
and animals share
environments

WALT explain how habitats
support animl populations.

WALT describe how humans
use and change

affect animols
WALT investigate ways.
people protect animals

and habitats.

WALT explain how human

environments.
o WALT explain how Logging and Farming and Pollation Plostic in
deforestation and pollution  deforestaion Tond use

YEAR 4 « UNIT 1

Core Text: Gorilla

The choices we make affect wildlife
and the places where they live.
We all have a part to play.

SHARING OUR PLANET

Wetlond

Savanna Mountain

HUMAN IMPACT

CONSERVATION IN ACTION

chslcasfean tiys posktive: Protectedareos | Reforestation | Reccing widite | Educotion ond
ond negotive consequences | ond resemes pollton
for widife.

GARRETT MORGAN (1877-1963)

THINK LIKE A DESIGNER -

Designers investigate needs, develop.

technical knowledge, design, make,
test and improve products for
_ users and purposes.

DT STICKY KNOWLEDGE

An electrical system uses.
electrical components to
make a product work.

A simple circuit can include o
battery, wires, switch and

Ly B

output component.

A switch controls whether
a circuit is complete or
incomplete.
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@ product.

Electrical products should be
tested and improved for
function and safety.

HOW DO HUMANS AND ANIMALS INTERACT? GORILA
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WALT investigate products
that use electrical systems
to signal, warn or protect.

WALT build and test simple
circuits using switches
and output components.

WAL select an appropriate
clectrical system for @
particular purpose.

WALT design a product
that could help humans
and animals coexit.

WALT make, test and
refine the electrical
product.

WALT evaluate how
effectively the product
meats the needs of

its user.

SIMPLE CIRCUIT COMPONENTS

A working electrical product designed
to warn, signal or support
wildlife protection.

Yy Roies Swich Outputs (exomples)
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r choices today shape the world tomorrow.

Protect habitats. Respect wildl

Create a better future for al
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HOW DO PLACES SHAPE IDENTITY AND BELIEF?f, .4
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Core Text: Leon and the Place Between

THINK LIKE A HISTORIAN / RE LEARNER THINK LIKE AN ARTIST

Historians and RE learners explore Places can shape who we are, what we believe,

how place, belief and evidence
shape identity and worldview.

Artists investigate, experiment,
and how we see the world. develop and refine ideas to

Our beliefs can shape the places we build. communicate meaning.

HISTORY / RE STICKY KNOWLEDGE HISTORY / RE JOURNEY THE EARLIEST CIVILISATIONS ART & DESIGN STICKY KNOWLEDGE ART & DESIGN JOURNEY

Identity can be shaped by o WALT understand how places oy R A T e WALT investigate how
places, experiences and beliefs. can contribute to identity and | grow near rvers: denign oA BaNingi o epaces: architects use shape,
i, y pattern and space.
© e a0
The earliest civilsations ; 2
WALT locote the eariest Architects make chaices about ls) WALT use sketchbooks
5 T ot
@B e @i, | | Gt e
people could settl, farm Sattiaments developed near (Mespotamio) space. details from observation.
and trade. e
© s i)
Buildings can communicate (5] WALT explore repeated
I rremmemens | @ WALT axlain how the © Hongie v AN isssol motis and pattems
sacred because of their ) River Nile shaped life in (Chine) idaas found in buildings.
religious importance. Ancient Egypt i
. i ANCIENT EGYPT AND THE RIVER NILE Artists use observational @ i AWAIT{devalopiideat for an)
Ancient Egyptian civilsation 0 s investigate how Egyption s e artwork inspired by
v Beliefs shaped lfe and Symbols and ideas. 9
A developed around the B otets wer cxpressed theoug The e gove peple. k meaningful places.
River e s, s o ——— architectural dtals ngtl
e, an § S T ) / WALT create and refine an
2 Repeated shapes and motifs
S s ° i & & % e st e Sonisaseral artigor i
ideas about ife and death. oo = e Wotor Forlo sl Toport | Tompls o il foracton AT oy
- Artists develop and refine S
= & effectively the artwor
Historians use artefacts, o WALT compare how place and EVIDENCE HELPS US UNDERSTAND deas through sketchbooks. bt Lol
| e hoshelioct !
= 5 P tofocts s on widnce P p———
0 understand ancient societes. ancient and fving refious Ao o o=t P o
communiis. FENED

e gl QUR CREATIVE OUTCOME:

An architectural artwork inspired
by a place of meaning or b

KEY WORDS
SACRED PLACES AROUND THE WORLD
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e e ondtin e
T e River Nie and ol shapo

‘shiapaltfjn who we are today?
evidence - artefact -+ culture Ancient Egypt?

Hinda Tomple Crurch  Budist Supa

workdview - influsnce Diffornt ploces, difforent belefs, shored mearing.
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THINK LIKE A HISTORIAN

| to explain change, cause,

and interpretations of the past.
L

R HISTORY STICKY KNOWLEDGE

Pompei was a Roman town in
the Roman Empire.

ﬁ Mount Vesuvius erupted
in AD 79,

Ash and volcanic material

buried much of Pompei

Buildings, objects and traces
of people were preserved.

Archaeologists use remains o
investigate ffe in the past.

'

The Roman Empire changed ife
i Beitain through roads, setlements,
technology, culture and beliefs.

Pompeii -
EATTLAT LN
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eruption + Vesuvius - ash |
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WHAT HAPPENED AT POMPEII?

HISTORY JOURNEY

WALT locate Pompei in time
and within the Roman worl.

WALT describe what everyday
e in Pompeii was like
before the eruption.

WALT explin what hoppened
‘when Mount Vesuvius erupted
and connect volaric activty
to movements i the Eorths cust.

WAL use archosological
evidence to find out about
the people of Pompeii

WALT explain what evidence
from Pompi can and comnt
ol us.

WALT use knowledge of
Pompeii and the Roman workd
to exploin how Roman rule
changed Britain.

Belofs ond
anchiectre

pumice burst
from the vocano.

EVIDENCE CAN TEL US

Mestorononn ‘

£

E

BEFORE THE ERUPTION: LIFE IN POMPEIl

Homes with
beoutil mosois

T

toum, moking
it dork

ks

YEAR 4 + UNIT 3

Core Text: Escape from Pompeii

Stories of the past help us

understand how people lived

POMPEII IN TIME AND PLACE

ROMAN BRITAIN CONTEXT

R Y2 mi

04 AD6-61 | AT o2
Romons | Boudica's | Mount Vesuvivs Hosriois Woll
inode Becn vpriing | eupts

Both housss
fo bothing

Tomples and

nder the weight
of ash.

s qickly as
they could.

nd forgotten for
centuries.

EVIDENCE FROM POMPEII —
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THINK, DISCUSS, CONNECT

THINK LIKE AN ARTIST @

and how events can change lives forever.

ART & DESIGN STICKY KNOWLEDGE

®

develop and refine ideas to

communicate meaning.

A mosaic is an image or pattem
made from many small pieces.

Small pieces used in mosaics
are called tesserae.

Roman mosaics often used
repeated patterns, borders
and images.

Colour, shape and arrangement
affect the overall composition.

Artists plan designs before
creating a final mosaic.

Repetition and symmetry can
create visual balance.

Artists investigate, experiment,
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ART & DESIGN JOURNEY

WALT investigate Roman
mosaics and their purposes.

WALT explore how tesserae
can create pattern and.
imogery.

WALT experiment with colour,
repetition and symmetry.

WALT design @ Roman-inspired
mosaic composition.

WALT create and refine o
mosaic using carefully
arranged pieces.

WALT evaluate how
effectively pattern, colour
imagery communicate

A Roman-inspired mosaic.
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L WHAT IS LIFE LIKE ON ISLANDS?

THINK LIKE A DESIGNER ﬁ
Islands may be surrounded by water, Designers investigate needs, develop
but they are full of life, stories and technical knowledge, design, make,

THINK LIKE A GEOGRAPHER

Geographers use maps, fieldwork and
evidence to explain how places and

environments are connected and change. test and improve products for users

connections.

| and purposes. J

(GEOGRAPHY STICKY KNOWLEDGE GEOGRAPHY JOURNEY DT STICKY KNOWLEDGE p DT JOURNEY
s coses
i s || O W e = bty e o bolorced || (@) g VAT et fods ond
aurounded b wte: ,S o e o the Ok i Clek o @< et et it
ol i o i
Islands contain both physical European country.

Ingredients come from plants,

WALT undarsand where
and human fctires il and ather e souces. || (@) Bz

ingredients come from and
when they are in season.

2} s WALT identify physical and

human features of island
Islands con differ n size, climate,

e £ et e it

g e N R —
i i i e f v g ol
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Food can be grown, reared, caught

e = o — ‘ e 2 s
o Lo
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or processed. WALT design a heathy
(4] m WLTicompars o s wivs  Beoches ciffs Horbours Foms @ . savoury dish for  specified
People adapt how they live to the with e on the mainiond. R e s
e el i ISLAND LIFE: OPPORTUNITIES AND CHALLENGES i 2o
lenge: technigues change ingredients
4 WALT investigats how isonds 5
island environments. (5] ,%2 e Opportunites Chalanges [11) WAL prepre and cook
© Notra by and turism © Tiove can be exponsive or sow s e e the dish safely.
Geographers compare places i - © Fiting o oo rom th sea © sobs can b secsoncl g .
wing maps, abservaiens and () e e © Sromconmnites cndcure | ©) Limked s nd s L @ WALT evalucte the dish for
fieldwork evidence. e © Renevoble snargy resounces © Weathr con afec daly e taste, nutrition, appearance

and suitabilty.
ISLANDS ARE CONNECTED

KEY VOCABULARY —~— OUR CREATIVE ITCOME
Sy ‘ );9 . %’ = Rty deh

landscope + clinate - populaton - odopt Ol using seasonal ingredients.
transport  resource + mainlond - conect

rogional + evidence + fieldwork + compare.

EXAMPLES OF ISLANDS

FIELDWORK IDEAS SEASONAL ISLAND INGREDIENTS

Islands may be small . but they are connected to the world.
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THINK LIKE A GEOGRAPHER

Geographers use maps, fieldwork and
evidence to explain how places and
environments are connected and change.

GEOGRAPHY STICKY KNOWLEDGE

The Amazon rainforest is mainly
in South America and extends

i
o
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across several countries,
including Brazil

Reinforests have distinct
lyers, including the forest floor,
understory, canopy and
emergent layer.

An ecosystem includes living
things and the non-living
environment around them.

Living things in rainforest
ecosystems are interdependent

Rainforests help regulate
climate and store carbon.

Deforestation damages
ecosystems and affects people,
plants and animls.

OO B <

KEY VOCABULARY.

einforest + Amazon  layers + ecosystem

odoptation + interdependent + carbon

Climate + deforestaton + habitat + canopy

GEOGRAPHY JOURNEY

WALT locate South America,
the Amazon rainorest ond other
mojor raiforest regions using
maps and atases.

WALT describe the layers of
 wopical rainforest.

WALT explin how plants and
animals are adapted to diffrent
rainforest layers.

WALT explain how living
things in  rainforest
ecosystom depend on one
another.

WALT investigate why
rainforests are important
locally and globally.

WALT exploin the couses and
consequences of rainforest
deforestation.

FIELDWORK IDEAS

Vi

Mepsdy Moo Sy Meomig  Recodng
understory + emergent - biodiversity P otie Silpre e R re
e tomperre. s
ARTIST INSPIRATION
Heni Rousseau Morgore Mee
(44190, (1905-1988)
et scorws M desied
g bl cls, P dind
poto ond shap. Em——— 1

o oroud e vorid” /|

Rainforests are vital.

Protect nature.

YEAR 4 + UNIT 5

Core Text: Rainforests

Rainforests are full of life and wonder.
We all have a part to play in protecting
them for the future.

WHERE ARE THE RAINFORESTS?

Mojor et
3 o
¥d ySe—
'  Conge B )
Giinge, | ottt Ao
AR+ conrt A
I -
= * Austrolia (tropicol north)
THE LAYERS OF THE RAINFOREST

RAINFOREST ECOSYSTEMS

Preresrprmp—

» Bof & 8
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WHY RAINFORESTS ARE INPORTANT-

DEFORESTATION: CAUSES AND CONSEQUENCES

WHY ARE RAINFORESTS IMPORTANT?

THINK LIKE AN ARTIST

Artists investigate, experiment,
| develop and refine ideas to
communicate meaning.

ART & DESIGN STICKY KNOWLEDGE

@
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Botanical art represents plants
through careful observation.

Artists use line, shape, tone
and colour to record
natural forms.

Close observation helps artists
notice proportion, pattern
and detail.

Layers and overlapping forms
can create a sense of depth

Colour

ixing can create
fons in hue and tone.

Artists can combine accurate

observation with imaginative
composition.
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Make responsible choice:

Every action makes a differenc

ART & DESIGN JOURNEY
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WALT investigate how artists
represent plants and rainforest
environments.

WALT use sketchbooks to
make detailed observational
draings of natural forms.

WALT experiment with tone,
pattern and texture.

WALT mix and layer colour
to represent rainforest
vegetation.

WALT create and refine
a loyered rainforest
composition.

WALT evoluate how
effectively line, colour and
composition create depth
and detail,

A layered botanical rainforest
artwork using drawing and paint.
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NORTH MEAD
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THINK LIKE A HISTORIAN

to explain change, cause, significance

and interpretations of the past.

HISTORY STICKY KNOWLEDGE

Locol history investigates how
@ particular place has changed
over time.

Chronology helps historians place

Changes in housing, transport,
industry and land use can
alter a local area.

‘Chonge hoppens because of

DB Brp

Historians use chronology and evidence

HOW HAS OUR LOCAL AREA CHANGED?

(1Y

(4 Jand

WALT describe key features
of our locol orea todoy.

WALT use historical maps:

hanges in chronological order.

WALT compare how the local
rea has changed over time.

we can make our community even better.

By studying the past and planning for the future,

Core Text: Blue John

Our local area has a history.

OUR LOCAL AREA: THEN AND NOW.

IN THE PAST

Toba

EXAMPLES OF CHANGE

®

Tromport
New roods, roms

o ot
e o i
Fctir

(RRR) ow vt rors

THINK LIKE A DESIGNER

Designers investigate needs, develop
technical knowledge, design, make,
test and improve products for users

and purposes.

DT STICKY KNOWLEDGE

#
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Structures are designed to mest
the needs of particulor users.

Frome structures use connected

Materials are selected
‘according to proper

such as strength, rigidity
and durabilty.

PERNARD Astiiyo

WALT investigate structures
found in the local

oQ
on

WALT explore ways to

and photogrophs to oing parts to support loads. ;

changes and events in order. e e @ el g :m..gm,. and reinforce.
S e e structures.

Maps, photographs, buildings i ‘Structures can be strengthened

bl b e s sy & using braces, triangulation o WALT develop desgn crtria

oo S 0 F e e T 5 ey

improve the local area.

@ WALT communicate a design
7 e
el

WAL expoi somo causes o

cocions, v i pcpes | @) QP WT -
S & of change in thelocal area. e 1) WALT construct, test and

oe A TIMELINE OF LOCAL CHANGE (EXAMPLE) g i refine @ strong and stable
Comparing sources from 'WALT use evidence to explain 18505 19008 19308 19508 20008 Today. e
o R | 6 .0 Wkt N o M o B R e e

R T e ; ; li2) eveluste how

‘exploin continuity and chonge. hos changed. . [ R e knpactiofimetarioh cnd successfully the structure

KEY VOCABULARY

% b oe &

H%!m

products on people and the
environment.

meets the needs of its
intended users.

loco Wistery - chronology + evidence THE DESIGN PROCESS. OUR CREATIVE OUTCOME
past + present - change - continuity CAUSESIORICHANGER)
s gl s Q y % " el A model structure designed
o £ R a . ® < s
tansport + industry + lond use esigte mprove vt the local area.
decisions = needs - community New technslogy - am—g R
needs S "V""""" “‘“‘”“ oy EXAMPLES OF LOCAL STRUCTURES
USEFUL SOURCES THINK, DISCUSS, CONNECT =]
What changes -
e fn I bt e
5 deuls o it
I el re? et

photogrepts  ond ploces  records

@m Learn from the past.

=

Understand change.

2 &

Conallock

Plan for the future.





