
 

 

 

 

 

 

 

      Year 6 

Science 
 

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

- associate the brightness of a lamp or the volume of a buzzer with 
the number and voltage of cells used in the circuit 

- compare and give reasons for variations in how components 
function, including the brightness of bulbs, the loudness of 
buzzers and the on/off position of switches 

- use recognised symbols when representing a simple circuit in a 
diagram. 

PSHCE 
What makes a healthy and happy relationship?  
Pupils learn: 

- about different types of relationships (friends, 
families, couples, marriage, civil partnerships)  

- about what constitutes a positive, healthy 
relationship  

- about the skills to maintain positive 
relationships 

- to recognise when a relationship is unhealthy  

Computing 
- To select, use and combine a variety of software 

(including internet services) on a range of digital 

devices to design and create a range of programs, 

systems and content that accomplish given goals, 

including collecting, analysing, evaluating and 

presenting data and information  

- To use search technologies effectively, appreciate 

how results are selected and ranked, and be 

discerning in evaluating digital content  

Humanities 

Focus: Geography  

 

- Use the eight points of a compass, 

four and six-figure grid references, 

symbols and key (including the use of 

Ordnance Survey maps) to build their 

knowledge of the United Kingdom 

and the wider world  

- Use maps, atlases, globes and 

digital/computer mapping to locate 

countries and describe features 

studied  

R.E 
To have knowledge, understand and explain why do people use ritual in their lives 

Extended Writing Opportunities 
 

- Explanation linked to Science / RE  
- Description (image used in English 

and topic) Personification ‘I am 
electricity’  

 
 

English Writing Opportunities  
- Description – personification  
- Dialogue 
- Story  

 

P.E 
To develop flexibility, strength, technique, control and balance [for example, through 

athletics and gymnastics]  

To use running, jumping, throwing and catching in isolation and in combination  

 

 

Creativity 
Focus: Design and Technology  

- To understand and use electrical systems in their 

products [for example, series circuits incorporating 

switches, bulbs, buzzers and motors] 

- To use research and develop design criteria to inform the 

design of innovative, functional, appealing products that 

are fit for purpose, aimed at particular individuals or 

groups 

- To generate, develop, model and communicate their 

ideas through discussion, annotated sketches, cross-

sectional and exploded diagrams, prototypes, pattern 

pieces and computer-aided design 

- select from and use a wider range of materials and 

components, including construction materials, textiles 

and ingredients, according to their functional properties 

and aesthetic qualities 

- evaluate their ideas and products against their own 

design criteria and consider the views of others to 

improve their work 

Topic: 

‘It’s Electric!’  

 

 

Hook 
 

‘Electricity’ from Billy Elliot 

Playing games using 

electricity such as 

Operation   

Term: Autumn 1  

 

 

 

Text(s): 

 

Percy Jackson and 

the Lightning Thief  

 

 

Music  
To listen with attention to detail and recall sounds with increasing aural memory 
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