
 
 

Curriculum Information  
 

Term: Term 5   Class/Year Group: Year 1 
 

Inspiration/Theme:  Castles Curriculum Driver: History  
 

Outcome of learning: Create and read own story in the style of a traditional 
tale to parents, carers and grown-ups. 

Core texts Provocations Display outcomes Topic specific speaking frames 
The Princess and the Pea 
George and the Dragon  
Ssshhh  
Knights in training  
How to train your dragon  
Sword in the stone. 
 

 
 
 

Hook/Super Starter 
Dress up day as kings and queens, with junk 
modelling and carousel of castle activities.  
 
Trips/Visitors/Marvellous Middle  
Trip to Old Wardour Castle 
 
Celebration/Fabulous Finish 
Invite parents and grandparents in to the class 
to read their stories to.  
 

Junk model castles made as a super 
starter.  
Children’s castle stories published on 
scrolls. 

Comparison 
These are the same because… 
They are different because… 
 
Prediction 
I think …because… 
I predict that…because… 
I know that….. so…… 
 
Argument 
I like … because …   
I agree because …. 
I disagree … 
In my opinion … 

Topic Table/Display Role play Home Learning 
Key questions 
What was life like a long time ago?  
Can we identify this period of history on a timeline? 
Who lived in a castle? 
What is the role of people who lived in a castle? 
How has castle life changed?  
What is the same and what is different? 
Do we have castles now?  
Have you ever seen a castle? 
 
Key images/artefacts 
clothing, historical artefacts, model castle, books. 
 
Key vocabulary 
Turret, tower, queen, king, goblet, moat, arrow 
slits.  

Key questions 

What are the special features of a castle and 
why? 
Who lived in a castle? 
What was life like in castles? 
Why did some castles get destroyed? 
 
Key images/artefacts 

Castle role play area, small world castles and 
knights, books about castle, Banquet table 
with silver cups etc.  
 
Key vocabulary 
Turret, tower, queen, king, goblet, moat, arrow 
slits. 

 

Super Six  

 Maths (money) – Draw and identify English coins and notes. Go to the shops with a 
grown up and look at how much things cost. What could you buy for £1? 

 DT – The king wants to build a castle at school. Can you design and make a catapult 
or a drawbridge to help the king?  

 Science – Investigate and write about the 5 senses of the body at home. You might 
like to do a smell or taste test.  

 Art – Can you practice doing some weaving at home? You can bring this in to put up 
as a display.  

 History – Visit or research some old buildings such as Farleigh castle. What can you 
tell us about them? Why are they different?  

 Music/PE – Can you find some medieval music and make a short dance sequence? 

 

 



 

English Maths Science PE 
Key learning: 
 We will learn how label the features of a 

castle 
 describe story settings and characters using 

adjectives and similes 
 plan our own story 
 edit and refine our own story in discussion 

with peers and an adult 
Outcome of learning  

 Create own castle story to read to our 
parents and carers. 

Key learning: 
 Use base 10 and other equipment 

to determine the size of 2 digit 
numbers by looking at the tens and 
ones. 

  Count in 1s,2s,5s, and 10s. 
 To recognise coins and notes  
Outcome of learning: 
 To recognise numbers to 100 
 To recognise value of coins 
 To understand the value of tens 

and ones in a 2-digit number.  

Key learning: 
 Identify, name, draw and label the 

basic parts of the human body and 
say which parts are associated with 
each sense. 

 
Outcome of learning: 
 The children can name parts of their 

body (e.g. head, elbow) and can label 
parts of their body. 

Key learning: 
 Sports Day - Confidently perform a range of 

basic skills including running and changing 
direction, throwing, balance and agility 
jumping 2 feet to 2 feet safely. 

 Dance - Dance independently and alongside 

others. Create movements on a variety of levels. 
Vary speed of movements. Create a sequence 
that they can perform. 

 
Outcome of learning: 
 To learn the skills to participate in the 

athletics events on Sports Day.  
 The children will work with others to create a 

sequence to tell a story of battle through Dance. 
 

Geography History Computing DT 

  Key skills: 
 Identifying the key roles of a 

Monarch and learn about their 
characters. 

 
Outcome of learning: 
 Place the reigns of monarchs and 

significant events within in a 
chronological time line. 

Key skills: 
 Opening files 
 Saving a file  
 Retrieving a file 
 Using a laptop/keyboard 
Outcome of learning: 
 Save and store information that 

the children have created.  
 
 

Key skills: 
 Joining materials together 
 Designing  
 Thinking about moveable parts (levers, 

wheels, sliders).  
 

Outcome of learning:  
 Design and make a junk model of a castle.  

 

PSHE RE MFL Art (Enrichment Day) Music  

Key Skills: 
 To develop personal responsibility and 

teamwork.   
 To learn more about medicines, sun safety 

and healthy lifestyles. 
 

Outcome of learning: 
 Children know that exercise keeps them fit 

and healthy and they will think about 
different ways to themselves healthy. 

 To know not to touch medicines and that 
substances in the house can be dangerous  

Key Skills: 
 To consider their own 

beliefs 
 To look at the 

similarities in religion. 
 
 Outcome of learning: 
 Children will listen to 

stories about the 
Muslim faith and 
Ramadan.  

 Key skills: 
 Draw patterns using line and 

shape 

 Use a camera to take photos 

 
Outcome of learning: 
 Use the skills learnt and our 

imagination to plan and 
create a final piece of art 
inspired by the boarders of 
Bayeux tapestry and 
Playground Games by Pieter 
Bruegel. 

Key Skills: 
 Control the percussion 

instruments 
 Composing a piece of music 

to fit a dance 
 To play different dynamics 
 
 Outcome of learning: 
 Exploring simple percussion 

instruments and to listen to 
medieval music with a view to 
composing a castle dance. 

 


