
ENGLISH 

Fantasy – The Firework Maker’s Daughter by Phillip Pullman 

 Regularly listen to whole novels read aloud by the teacher.  

 Identify, discuss and collect effective words and phrases which capture the reader’s interest and imagination e.g. metaphors, 

similes. 

 Make predictions based on information stated and implied.   

 Demonstrate active reading strategies e.g. generate questions, find answers, refine thinking, modify questions, construct 

images.  

 Draw inferences around characters’ thoughts, feelings, actions and motives, and justify with evidence from the text using 

point and evidence. 

 Make and respond to contributions in a variety of group situations e.g. whole class, independent reading groups, book circles. 

 Create sentences with fronted adverbials for when e.g. As the clock struck twelve, the soldiers sprang into action. 

 Use inverted commas and other punctuation to indicate direct speech. 

 Explore, identify, collect and use noun phrases e.g. The crumbly cookie with tasty marshmallow pieces melted in my mouth. 

 Read and analyse narrative. 

 Discuss and record ideas for planning e.g.  story board, boxing-up text types to create a plan.  

 Organise paragraphs in narrative.  

 Link ideas within paragraphs e.g. fronted adverbials for when e.g. In the distance, a lone wolf howled. 

 Generate and select from vocabulary banks e.g. powerful adverbs, adverbial phrases, appropriate to text type. 

 

Film and Playscript - Dangle by British Film Institute & The Switch. 
 

 Listening to, reading and discussing a range of plays.  

 Analysing and evaluate texts looking at language, structure and presentation.  

 Preparing playscripts to read aloud, showing understanding through intonation, tone, volume and action.  

 Use punctuation to determine intonation and expression when reading aloud to a range of audiences.  

 Drawing inferences around characters’ thoughts, feelings, actions and motives, and justify with evidence from the text using 

point and evidence.  

 Develop characterisation using vocabulary to create emphasis, humour, atmosphere, suspense. 

 Discuss and propose changes with partners and in small groups.   

 Improve writing in light of evaluation.  

 Perform own compositions for different audiences. 

 Use appropriate intonation, tone and volume to present their writing to a range of audiences. 

  

 

 

 

 

 

 

 

 Year 4 Autumn 1 Overview 

‘Sparks Might Fly’ 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

MATHS 

Number and Place Value 

Place Value, Decimals & Fractions 

Written Addition and inverse 

Written Subtraction and inverse 

Properties of 2d shapes 

SCIENCE 

Electricity 

Identify common appliances that run on electricity.  

Construct a simple series electrical circuit, identifying and naming its basic parts, including cells, wires, bulbs, switches and 

buzzers. 

Identify whether or not a lamp will light in a simple series circuit, based on whether or not the lamp is part of a complete loop 

with a battery.  

Recognise that a switch opens and closes a circuit and associate this with whether or not a lamp lights in a simple series circuit.  

Recognise some common conductors and insulators, and associate metals with being good conductors.  

Know that electricity can be dangerous. 

Recognise electricity sources can be mains or battery. 

Know that batteries ‘push’ electricity round a circuit and can make bulbs, buzzers and motors work. 

Recognise that faults in circuits can be found by methodically testing connections. 

Know that drawings, photographs and diagrams can be used to represent circuits. 

 

 

RELIGIOUS EDUCATION 

Hinduism 

Enquiry:  What might a Hindu learn through celebrating Diwali? 

  

 

DESIGN & TECHNOLOGY 

Develop a challenge around product / purpose / user 

This will engage the class and/or fit with other contexts of learning such as: 

- A quiz board (individual A4 sized) to show responses to questions - link to other subject areas. 

- A display (larger scale) to show answers to questions – link to other subject areas e.g. places on a map, examples of groups 

of musical instruments such as percussion / wind / brass / strings. 

- A buzzer for visitors to the staffroom door. 

- A light board to show when the Headteacher is busy/available. 

- Stop/go lights for small world vehicles. 

- Desk lamp for teachers working late. 

- Vacant/engaged sign for adult toilet. 

- Counter for sand play – to indicate area full with (number of) children. 

- Attractive display lights to draw attention – e.g. around a display of new acquisitions in library. 

- Buzzers/lights on display board to show when the kitchen staff are ready to serve the next class. 

 

 

 

 

 

Place the maps in chronological order and examine the yellow post-it notes. 

Are there any similarities between the maps? If so, what are they? Do these exist on the modern map? Why might these 

PHYSICAL EDUCATION 

Invasion games 

Sending and Receiving – Invasion Games Passing to a partner using a number of sending and receiving techniques. i.e. chest , 

bounce and overhead pass send a receive a rugby ball. Shoot a ball into a target, net, hoop and basket. Use a range of skills to 

keep possession and make progress towards a goal or target on their own and with others. Explain how to keep possession and 

describe how they and others have achieved it. Recognise and describe what happens to their breathing and heart when they 

play games, and begin to link this to how warm they feel. 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 

 

 

PSHE 

Health and Well-being, Growing and Changing, Keeping Safe 

To understand what positively and negatively affects their physical, mental and emotional health. To understand how to make 

informed choices (including recognising that choices can have positive, neutral and negative consequences) and to begin to 

understand the concept of a ‘balanced lifestyle’. To recognise opportunities and develop the skills to make their own choices 

about food, understanding what might influence their choices and the benefits of eating a balanced diet. To recognise how 

images in the media (and online) do not always reflect reality and can affect how people feel about themselves. For pupils to 

reflect on and celebrate their achievements, identify their strengths, areas for improvement, set high aspirations and goals. 

For pupils to deepen their understanding of good and not so good feelings, to extend their vocabulary to enable them to explain 

both the range and intensity of their feelings to others. For pupils to recognise that they may experience conflicting emotions 

and when they might need to listen to, or overcome these. To learn about change, including transitions (between key stages and 

schools), loss, separation, divorce and bereavement. To differentiate between the terms, ‘risk’, ‘danger’, and ‘hazard’. To 

recognise, predict and assess risks in different situations and decide how to manage them responsibly (including sensible road 

use and risks in their local environment) and use this an opportunity to build resilience. To recognise how their increasing 

independence brings increased responsibility to keep themselves and others safe. 

 

 COMPUTING 

Programming 

Write programs that accomplish specific goals. 

Read what a sequence in a program does. 

Work with various forms of input. 

Work with various forms of output. 

Use logical reasoning to predict outputs. 

Design programs, showing skills needed to plan and implement a task / problem that accomplish specific goals. 

Create programs that implement algorithms to achieve specific goals. 

Debug programs that accomplish specific goals through self and peer assessment. 

Use sequence, repetition and selection in programs 

Use sequences of commands to control physical devices using outputs. 

Demonstrate and develop a sense of audience when appropriate. 

Use logical reasoning to detect and correct errors in programs. 


