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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

A coast is where the land
meets the sea.

Coasts have physical features
such as beaches, cliffs and bays.

Erosion is the wearing away of
land by natural processes.

Deposition happens when
material carried by water
is dropped.

Waves can change the shape
of a coastline over time.

Human activity can also
change and protect coastal
environments.
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GEOGRAPHY JOURNEY

WALT use maps, atases.
and digital mapping to locate
‘and compore UK coastol
environments.

WALT identfy and describe
<ommon coastal foatures.

WALT exploin how waves

WALT exploin how de
changes coastines.

WALT use feldwork evidence
to investigate how humans
use and chonge a coastal
environment.

WALT explain how natural
procasses and human activity
shape coosts
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Natural processes and human activity shape our coasts. Together, they create change.

YEAR 3 + UNIT 1

Core Text: Seal Surfer

Coasts are dynamic places where
natural forces and human activity
work together to change and
shape our world.
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communicate meaning.

Artists use line, tone and
texture to represent landscapes.

HOW DO HUMANS SHAPE COASTAL ENVIRONMENTS?
[ o e st 6

Artists investigate, experiment,
develop and refine ideas to

ART & DESIGN STICKY KNOWLEDGE
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ART & DESIGN JOURNEY
-

WALT investigate how artists ‘
represent coastal landscapes.

Foreground, middle ground ‘ 0 WALT use sketchbooks to
and background can create ‘explore line, texture and ‘
movemant,

a sense of depth.

Different marks can represent

movement in water.

Colour can be mixed to create
changes inlight, weather and
atmosphere.

Artists investigate and develop
ideas in a sketchbook.

Astists refine their work by
evaluating and changing

their cholces.

WAL develop ways of
creating depth using
foreground, middle ground
‘and background.

WAL experiment with
colour and paint to represent
sea and atmosphere.

WALT create and refine
a coastal landscape. |

WALT evaluate how
effectively artistic choices
communicate a coastal

environment. J
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FIELDWORK IN ACTION

W can coflect vidence o find out how peopl uee nd change coasts. |
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Katsushika Hokusai
The Great Wove off Kanogawa

ARTIST INSPIRATION

Alfred Walis
The Saling Boat
(c19308)

OUR FINAL OUTCOME

A developed coastal landscape
using drawing and paint.
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sea and sky

* layers of colour
Wo will use i, tone and texture
show depth and distance.
ereate movement in the water
use colour to show atmosphere
reine and improve our work

+ contrast and
atmosphere
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THINK LIKE A GEOGRAPHER

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

| and change.

J§ CEOGRAPHY STICKY KNOWLEDGE
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Climate is the usual pattern of
weather in a place over a long

)
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and Southern Hemispheres, and
climate varies across them.

WALT locate different climate

zones on o world mop.

WALT use the Equotor,
hemispheres, tropics and polar
regions to explain globol
climate patterns.

WALT compare the cimatos of
contrasting places, inluding o

The Equator is an imaginary line.
around the middle of Earth,

e

mountain environment.
The Equator, Tropics of Cancer
and Copricorn and polar regions
help explain globol climate pattarns.

WALT explain how climate.
inflvences clothing ond
overyday life.
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Mountains are areas of high land,
and temperature generally
| decreases as alitude increases.

WALT explain how people
odopt homes ond lfestyles
o climote.

WALT explain how climate
shapes how people fve.

People adapt how they live to
itferent climates.

KEY WORI .
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Homes and lifestyles.
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YEAR 3 < UNIT 2

Climate affects the places
where people live, the clothes they wear,

the homes they build and the choices

CONTRASTING CLIMATES =

Tropial roinforest

Temperate coast

they make every day.
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Designers investigate needs,
develop technical knowledge, design,
make, test and improve products. |

r DT STICKY KNOWLEDGE -

Textiles have different properties, | ‘ 0
such as warmth, strength and

Designers choose materials
according to the needs of a user.

A seam joins two pieces of
fabric together.

A pattern piece helps o
designer cut fabric accurately.

Fastenings can help a textile
product open, close or fit

ecurely.

A successful textile product
should be functional as well
as attractive.
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THINK LIKE A DESIGNER

HOW DOES CLIMATE SHAPE HOW PEOPLE LIVE?

DT JOURNEY —

WALT investigate textile ‘
products designed for
different climates.

WALT compare fabrics
according to their
properties.
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WALT practise joining
textiles using seams and
simple fastenings.

WALT design a functional
textile product for a
specified climate and user.

WALT make and refine
the textile product using
a pattern piece.

WALT evaluate how well
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OUR FINAL OU

A functional textile product
designed for a particular climate.

Our product should: |

@ st the climate

@ meet the needs of
the user

@ use suitable fabrics
ond fastenings

@ be well-made
and durable

@ be ottractive and
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THINK LIKE A HISTORIAN E
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istorians use chronology and
evidence to explain change, cause,
significance and interpretations

Core Text: Stone Age Boy

¢ THINK LIKE AN ARTIST @
\ a

Life changed a lot during the Stone Age. | P
People developed new skills and ideas that | | develop and refine ideas to

|_ of the past. ik helped|them survive end shope their world | | e e J

i — o o i St e J %

IR HISTORY STICKY KNOWLEDGE [ HISTORY JOURNEY S 7 pReHiSTORY TIMELINE. | 8 ART & DESIGN STICKY KNOWLEDGE ART & DESIGN JOURNEY

( ot THE PREHISTORY TIMELINE - \

WALT investigate examples
of prehistoric art.

|
rshittory ltia-tiee Betere WA understand what | | STONEIAGE 5 | Proistoric arists used noturol |
written records. prehistory i and place the = materials to make marks and

Stone Age on a timelne Polocolthic || Mesolthc Neoliic || BRONZEAGE || IRON AGE colour.
The Stone Age is divided into e e
the Palaeolithic, Mesolithic and Poleesithic and Messhis

Neolithic periods. periods.
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and different tones.
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m mainly lived by hunting and 9 p oy timgetang ||| o oo T silicgg. ;::‘:m . colours and different surfaces.
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gathering. the Stone Age.
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marks look. imagery and techniques.
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in the Neolithic period.
~fh, smll oimals - keepig animals ~ stronge toos and r Artists use line, shape and

to changing environments.
WALT create and refine an
and plonts - vitoges weapons repeated images to artwork inspired by

In the Neolithic period, farming e WALT use orchoeological - trode ond rvel
and permanent settlements evidence to find out about communicate ideas.
became more common.

v | | |
prehistorc ife. 4 /)
ok - @ Modern artists can be inspired @ At too
Britain changed further during o WALT axplain how e 2 oSl b byltiigat art wittiout sibply. materials and techniques
chonged from the Stone Age

prehistoric art.

the Bronze Age and Iron Age. copying it. contribute to the finished

through the Bronze Age to EVIDENCE HELPS US LEARN

through new materials, technology, artwork.

Settlement and soclety. the Iron Age. L
|
: = “ @ §§3 @ NATURAL MATERIALS WE CAN USE

P C! WORDS . TAIN N THE STONE AGE [ o a 7 # @ A prehistoric-inspired artwork

using drawing and

prehistory + Stone Age + palacolithic + Caves and sheters

Chorcodl  Red ochre Yelow ochve  Plant . natural-colour techniques.
e THINK AND DISCUSS > >
* s o e N MARKS WE CAN MAKE -

mesolthic + neolithic + hunter-gatherer

farming + settlement + evidence
+ Loter, viloges were biggest changes.
buit nar rivers in the Stone Age?
and good lond \

for forming.

ortefact + bronze age + iron oge.

change - technalogy + civilsation
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THINK LIKE A GEOGRAPHER

Oceans cover more than 70% of our planet. e ——
They are full of life and play a big part develop technical knowledge, design,
make, test and improve products

|_ for users and purposes.

GEOGRAPHY JOURNEY [ DT STICKY KNOWLEDGE I DT JOURNEY e
There are five oceans: Pacific, 5

| o WALT locate and name ‘ Frome structures are made from o WALT investigate structures
Atlontic,Incian, Southern and Arctic. the five ocoons accurotely. joined pieces that form a used for observation, esearch

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

environments are connected and change.

in keeping our world healthy.

supporting framework. or protection.
A i fows o s souren troush || @) WALT explin how rivers move | Adontic
@ channel towords its mouth, where. woter from source to math D ShalFirichivis]usalamutor ls) WALT explore ways of
it may enter the seo or ocean and comnect with oceons Pociic surface to support and protect. A strengthening frame
through the water cycle. structures.

Oceans contain many %

Sy WALT explin what an ocean e i
oy ¥ S : I | g [ e

materials and joining
methods.

bracing and triangulation.
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observation or research

Oceans influence o 1 T o o s RIVERS AND THE WATER CYCLE

weather and climate. support g things.

1
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B - 2 ‘ s Structures can be strengthened

Oceans provide people with WALT exploin how oceans for a structure.

. |1© gy T

provide resources.

structure,
Designers use annotated
drawings, models and simple m x WALT construct, test and

cross-sectional views to improve the structure.

Water moves between oceans,

ivers,land and the atmosphers | (@) @ WALT explain why oceans
through the water cycle. e important o (it on Earth

L g
\ | SEIEED T
KEY WORDS N
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Structures should be tested @ @ successfully the structure
for strength, stability and meets the design cri 3
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HOW DO JOURNEYS TRANSFORM PLACES?

Geographers use maps, fieldwork and Journeys can be long and difficult,
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THINK LIKE A DESIGNER

Designers investigate needs, develop.
| evidence to explain how places and but they can lead to new opportunities, technical knowledge, design, make,
test and improve products for

users and purposes.

environments are connected and change. new homes and new beginnings.

GEOGRAPHY STICKY KNOWLEDGE Sy GEOGRAPHY JOURNEY _Jgp P D7 STICKY KNOWLEDGE [ DT JOURNEY E

Mmoot || Q) Q) e | EEmEEleRpor, peeEae el : Kl s oo || @) QWA et o

peple from ane place to another. igreton mears. Peopla choos to mave. Peoplare forcd to move. that use levers and inkages.

point called a pivot.

e wrwn s || B8 B @ @ ‘ 4% @ e 0y T b G
e pas i i | Oy, Atoniin iy || @) g 7 i ot

f reasons why people migrate. parts together.
opportunity. Wk Fomy  Better e Educoton [ ——

Migration can be voluntary. [(3) Ap WALT compare volontary MOVEMENT BETWEEN PLACES Jﬁ? Lon o heme i (9] X b o
T - 3

and forced migration direction or type of linkage mechanisms.
or forced. Kev St

=263 08 =

cpe move for WALT design an interactive

Movement of people connects. WALT use maps to describe. @ g

e i n
A yplaced o™ movement betwesn ploces ﬂ%’ ;’:er:m Skl product that represents
= ks create differe e
Migration can change the WALT expcin how | by s or ok e
dgration can change 5 " explan how migration
, gl i WALT construct and refine
population, culture and hase it Py et (1) &
ronterfia Hiace: and poces. e b oo ol b el @ working mechanism.
L work.

Ploces con bcare e e || (@) 0 WALT expcin how jouneys [12) @ v

when people and ideas move can transform places. f HOWIHISRATIONIGANATRANSEORMIPLACES \ Testing and modification effectively the product
\ between them. S e M ek ke Ling communicates movement.
L s s J [ e

process.

B OUR CREATIVE OUTCOME
An interactive moving display

ing a journey or migration.

KEY WORDS

migration - voluntory - forced - journey -
i S
community - culture - population - dversity -

trnstorm - chonge - destoaton | EINERTTIEY
Syrian refuges fomily THE DESIGN PROCESS EXAMPLES OF LEVERS AND LINKAGES

Windrush generation

Journeys change places ~ helping them grow and become more connected.

A fomiy left ther home. People trovelled from the

EE
to escape war and find Coribbeon to Britoin to r |
safety in another country. | et -
Investigate Design  Moke  Test Evoluste
Good designers test, improve and try again! Soesaw Moving om Vovg et

Journeys connect people, ideas and places. Together, they build a better world.





image6.jpeg
YEAR 3 « UNIT 6

NORTH MEAD
PRIMARY ACADEMY

Core Text: Zeraffa Giraffa

THINK LIKE A HISTORIAN / RE LEARNER

THINK LIKE AN ARTIST @

Artists investigate, experiment,
develop and refine ideas to

| communicate meaning.

When people and cultures meet,
they share ideas, learn from each other
and create something new.

HISTORY / RE STICKY KNOWLEDGE HISTORY / RE JOURNEY P, \CIENT GREECE: CITY- STATES AND CONNECTIONS ART & DESIGN STICKY KNOWLEDGE ART & DESIGN JOURNEY

m Cultue ncludes trditons, b, || (@) WALT understond what UbejoryGrekicty-states’ Sconmected by WAL investigate how artists

Artists and designers use pattern | o s
T
s b o remeereTn, | @@ Sl

Historians and RE learners use evidence
to explore how cultures, beliefs and
ideas interact and change.

i WALT locate Anciant E
Snse Grnce v e we ot | | g A motif is a repeated image ls) WALT develop motifs
different city-states rather than Q. crecce and xpiin tow Tt | through drawing and
one united country. (Creay: Styctinss wary sketchbook work.

connected to other places.
reck communities an Repeated motifs can create a pattern. WAL explore simple

B S| gy gy s e 7 Jir bk okl
established settlements around & ol T i Lot Languige +Corcis s
the Mediterranean. S o s el g Printmaking transfers an image omE WALT experiment with

ontact between cultures can
and arrangement.
* * e e T o AT o e CULTURAL ENCOUNTERS CAN LEAD TO. o
el FRY vostors and vt || [ mxcmance [ cowuer | cHance Colour and arrangement can o WALT create and refine
in diferent Greek Shoring goods, decs, Oifernces and New doos and change the effect of a pattern. a patterned artwork
Ancient Greek ideas influenced art, commnities belefs and ki, competiton ways o e inspired by cultural
gL Bl Srohtacure e WAL el bow el | Actists can be influenced by different e
one/ e sochitien LGP encountersinfuencd pncent cultures while creating original work. WAL evaluate how
Greece ond neighbouring effectively pattern and
E Historians use written sources, sih G = il
colour communicate
==L artefacts and buidings to oy S PRINTMAKING TECHNIQUES WE CAN USE = s
evoluate =
understand cultural interaction (6] @ At e B GREEK INFLUENCE TODAY | -
inflenced the wider word

OUR CREATIVE OUTCOME
e m ﬁ o % e
printed or mixed-media
e+ ertity + ctystote + trade
settlement + m:nm:m'?'wm: . — patterned artwork exploring
exchange - conflct - influence - legocy - Artond  Democracy  Phiosophy  Architecture  Theotre ond K cultural encounter.

evidence « ortefact + balif + trodiion mipere: ol cedideos e PATTERN IDEAS INSPIRED BY CULTURAL ENCOUNTER
Many ideas from Ancient Greece stil shape the world today.
THE GREEK WORLD .

[ ook colois /" How did meeting
other cultures holp
\__ Ancient Greece?

What ideas from
Ancient Greeca do

we stil use todoy?

Greek traders and setlrs roveled ocros the
Mediterronsan, meeting ond inflencing other cultures.





