Class Three Curriculum Overviews - Summer Term 
Literacy

	Performance poems


	Listen to a range of performance poems & explore the features that poets use. Chn identify & use conjunctions that indicate time & cause. Investigate negative prefixes, informal language & rhymes. Chn write extra lines to one of poems & then a rap.

	Plays & Dialogues
	Using Roald Dahl’s revolting rhymes, little red riding hood and the wolf adapted into a play:  

Define proverbs and work out the meanings. Identify and use adverbs and powerful verbs. Create characters using description, stage directions and dialogue. 

Using Plays by Roald Dahl Children examine dialogue in stories, before using a play script of The Twits to learn about the layout, preparation and performance of plays. Explore and write puppet shows. Invent new characters, create and perform a play (sock puppets). Compare dialogue and playscripts, then write and perform playscripts, one based on a proverb and one on a Roald Dahl chapter.

	Non-chronological reports
	Children will be researching into different computer and video games, read reviews, play games, write their own review as a report and programme their own game. The children will be looking into the effects of pronouns and tenses.

	Adventure stories
	The Hodgeheg by Dick King-Smith 

Using The Hodgeheg chn look for examples of adverbs and adverbials (prepositional phrases). Children memorise a section of dialogue and use it as a basis for their own writing to whilst developing written forms of speech. Children use complex and compound sentences when writing an animal adventure story of their own.

	Shape poems
	During this unit children will be immersed in shape poems. They read, recite and discuss a variety before writing their own, including poems using possessive apostrophes and relative clauses. We will be going out into our local area and using our environment to influence the poems and their shapes.


Maths
	Mental multiplication and division


	- Know times tables and division facts (1x, 2x, 3x, 4x, 5x, 8x, 10x).
- Know multiplying by 4 is the same as doubling twice.
- Know dividing by 4 is the same as halving and halving again.

- Use the 4 times table to learn the 8 times table.
- Understand that multiplication can be done in any order.
- Double numbers to 50 using partitioning.
- Halve numbers to 100 using partitioning.
- Divide whole numbers by 2, 3, 4, 5, 8 or 10, using times tables.
- Know which calculation to perform (multiplication or division) in order to solve a word problem.

- Use multiplication or division to solve a word problem.
- Find unit-fractions using knowledge of multiplication and division: 1/2, 1/4, 1/3, 1/5, 1/8, 1/10.
- Use the grid method to multiply 2-digit numbers by 1-digit numbers.

-Divide numbers just beyond the 3, 4 and 5 times tables (no remainders).  
-Divide numbers just beyond the 3, 4, 5 and 8 times tables (with remainders)
- Find and test rules.


	Measures/shape Time, position and direction


	- Tell the time to the nearest minute, past and to.

- Read analogue and digital time and convert between the two.
- Tell the time on analogue and digital clocks and match corresponding times.

- Convert between reading analogue and digital times.

-Find a time a number of minutes later some crossing the hour.
- Calculate time intervals, some crossing the hour.

- Work out time problems.
- Measure in multiples of 100 millilitres.

- Convert between whole/half litres and millilitres.

- Measure in millimetres.

- Draw a bar chart where one square represents 2 units.
- Measure perimeters of 2D shapes to the nearest centimetre.
- Understand am and pm. 

- Tell the time to nearest minute.

- Compare time durations.
- Understand angles as degrees of turn.

- Use the language clockwise and anticlockwise.

- Know that a right angle is a quarter turn and four a complete turn.
-Identify whether angles are greater than or less than a right angle 
-Sort shapes according to whether they have parallel lines, perpendicular lines or both.

-Recognise horizontal and vertical lines.

-Count faces, vertices and edges of 3D shapes. Look for patterns and generalise 

	Place Value and number 


	- Say what each digit represents in a 3-digit number.

- Use equipment to represent 3-digit numbers.

- Place 3-digit numbers on an empty number line.

- Compare pairs of 3-digit numbers and find a number in between.
- Round 3-digit numbers to the nearest 10 or 100.
- Know what each digit in an amount between £1 and £10 stands. for.

-Make ordered lists to help with an investigation.
- Use place value to add and subtract pounds, 10ps and 1ps, e.g. £4.63 – 60p and £3.49 + 30p.
- Count in steps of 50 or 100 from any number up to 1000.

- Count in steps of 4 or 8 from 4 and 8.

- Identify patterns.  
- Find and test rules for sequences (counting up or down in a consistent step).
- Count in 1s beyond 1000.  
-Begin to understand place value in numbers between 1000 and 2000.

	Addition and subtraction
	- Use compact addition to add any pair of 3-digit numbers.
-Add three or four 2-digit numbers using expanded or compact addition.
- Round to the nearest 10 or 100 to estimate totals. 

- Look for patterns and make generalisations.
- subtract 2-digit numbers from 3-digit numbers, e.g. 137 – 72.
- subtract pairs of numbers , e.g. 472 – 427. 
-Subtract three-digit numbers using place value
-Subtract near multiples of 100

-Add three-digit numbers using place value

-Add near multiples of 100

- Find and test rules.

- calculate change from £5, £10 and £20. (Counting up)
- find the difference between amounts of money. (Counting up)

	Fractions 


	Understand the concept of tenths

Find one tenth, then several tenths of multiples of 10

Understand fractions as numbers and as operators

 Find unit fractions of amounts  

Find non-unit fractions of amounts  
Find fractions which are equivalent to ½ and to ¼
Add and subtract fractions with the same denominator, answers less than 1, using a supporting image



Science

	Rocks and Soils
	Chn will be able to name and give characteristics of several rocks; explain that rocks are used for different purposes; recognise that there is rock under all surfaces and that soils come from rocks; recognise when a test or comparison is unfair, measure time and volume of water carefully and say what their experiments and investigations show.
Experimental and investigative work focuses on: 

· considering whether a test is fair 

· measuring volumes of liquids using appropriate apparatus 

· making comparisons 

· Drawing and suggesting explanations for conclusions. 

	Helping plants grow well.
	Chn will be able to recognise that plants provide food for humans and other animals, and that plants need light, water and warmth and healthy leaves, roots and stems in order to grow well; make careful measurements of volumes of water and height of plants and recognise that in experiments and investigations a number of plants need to be used to provide reliable evidence.
Experimental and investigative work focuses on: 

· considering what evidence should be collected 

· making careful measurements 

· considering how good the evidence is 

· using results to draw conclusions. 


RE

	Why is symbolism so important in religion?


	Through this unit, children will learn to describe the variety of rituals involving symbols and understand how these express beliefs and teachings. They will identify and begin to describe similarities and differences of interpretation between and within religions (e.g. light, the cross, etc) Finally, they will consider the meaning of a range of symbolism and language in religion and understand why they are important and note links between them.


PSHE

	Community
	Chn are to talk and write about their opinions, and explain their views, on issues that affect themselves and society, to recognise their worth as individuals, by identifying positive things about themselves and their achievements, seeing their mistakes, making amends and setting personal goals, to face new challenges positively by collecting information, looking for help, making responsible choices and taking action.

Chn should understand why and how rules and laws are made and enforced, why different rules are needed in different situations and how to take part in making and changing rules, to resolve differences by looking at alternatives, making decisions and explaining choices, to contribute to the life of the class and the school;
Links to our topic:

Chn understand that resources can be allocated in different ways and that these economic choices affect individuals, communities and sustainability of the environment. They are able to explore how the media present information. To think about the lives of people living in other places and times, and people with different values and customs. 

	Changes
	Chn are to recognise their worth as individuals, by identifying positive things about themselves and their achievements, seeing their mistakes, making amends and setting personal goals; to face new challenges positively by collecting information, looking for help, making responsible choices and taking action; to reflect on spiritual, moral, social and cultural issues, using imagination to understand other people’s experiences; to appreciate the range of national, regional, religious and ethnic identities in the UK. To use the language of possibility to investigate and reflect on feelings, behaviour or relationships.


Topic

	Quainton Now & Then
	As a geologist:

Discover the 8 points to a compass, understanding how to locate places on a map. Understand the different types of settlements. Identify where Quainton is and what type of settlement it is. Using different types of maps including google maps identify our village and its key features.

Discover main land uses.

As a historian:

Take a walk back in time. Using pictures of olden day Quainton and try to match them to Quainton now. Describe what has changed. Understand how different eras and different times have changed/influenced the village and its surrounding area. Understand how the trade has changed.  Compare our local environment with Quainton from the Victorian era. Discuss the future – what will our village look like in 10, 50 or even 100 years from now.

As environmentalists:

What do we think about Quainton, How have people changed the environment, is it safe, how has time changed Quainton & Aylesbury, how can we improve the village?

As designers and artists:

Use, interpret, analyse, create, understand and explore the ‘windmill painting’. Create 2D or 3D models of the village.

As writers/poets:

Text art – create shape poems based on the local environment. 

As scientists:

Investigate local rocks and soils & plant flowers.

As Programmers:

Computer studies- Create a set of algorithms to get from one place to another. De-bug and try again. Talk through the process. Have a go with the bee-bots  and transfer this knowledge onto espresso.




