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Gymnastics

N - [
Make body, tense, Make hody tense, Make hody tense, Use a greater number | Share ideas and give Comhine own work Select a suitahle routine
relaxed, curled and relaxed, curled and relaxed, curled and of own ideas for positive criticism/advice | with that of others, to perform to different
stretched. stretched, showing, stretched, in a runge of | movement in response | to self & others. identifying strengths & | audiences, bhearing in
Balance on small/ some tension. movements. to a task. Create & perform weaknesses. mind who the audience
large body parts & Begin to work on Perform a sequence Combine arm actions, | matching/mirroring, Include change of is.
understand stillness. alone/with someone to | with changes in speed | with skips, leaps;, sequences, explaining speed, direction and Trunsfer sequence ahove
Make large and small | make a sequence of & direction including 3 | steps and jumps & how it could be shape in movements. onto suitably arranged,
. hody shapes. shapes/trovels. different actions. spins in travel. improved. Follow a set of ‘rules’ apparatus & floor.
Climh & hang from Climb safely, showing | Be still on single/two | Perform hasic core Perform at least 3 to produce a sequence, | Perform 6-8 part floor
apparatus. some shapes and + points of contact on. | gymnastic skills i.e. different rolls (shoulder, | possibly made by sequence as individual,
Perform hasic balances when Jloor/ apparatus roll, balance, and Jorwuard, back) with peers. pair & small group.
travelling actions on climbing. stwmg,terwon& travel. some control. Create mirror, Demonstrute 3 paired or
various hody parts. Keep balance travelling Know principles of Link a roll with travel matching, group halances in
Perform a roll and in a range of ways Lmkknm/\mslwpz/ halance and apply and balance using floor | cannon(pair) sequence | segquence using vurious
(D hasic jumps. along bench, spots, travel/roll/jump toa | them on floor & and apparatus with varying dynamics/ skills/ actions.
mat etc. halance using floor & apporatus. good body control. levels/ direction etc.
Roll in stretched/ on apparatus.
curled positions e.g. Jump/Landmﬂv
Children should develop core movement, become increasingly, Pupils should be taught to develop flexibility, strength, technigue,
5 competent and confident, and access a hroud range of N control and halance, for example through gymnastics and, athletics.
X - opportunities to extend their agility, balance and co-ordination, X
® individually and with others. B
z E
o X o X
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Year R Year 4 Year 5
To know how move | To know how to To know how to To perform To know how to To know how to To know how to create
to music and copy | copy donce moves. change rhythm, pair/ group dance respond imaginatively | show fluency and & perform dances in a
dance moves. Make up a short speed, level and inwolving canon & to stimuli related to control in chosen variety, of styles
Perform some dance | dance, after direction with unison, meet & part. | character/music/story. | dances in response consistently.
moves. wutching one. consistency. Respond to music in | Perform clear & fluent | to stimuli. Be awure of & use
Move around the Dance imaginatively. | Dance with control | time & rhythm to dances that show Perform fluent musical structure,
space safely. Change rhythm, and, co-ordination. show like/unlike sensitivity to idea dances with rhythm & mood & can
speed, level and Make a sequence by | actions. /stimuli. charucteristics of dance accordingly.
(] direction. linking sections Respond to music to | Make up dance within | different styles/erus. | Use appropriate criterio
together. express a variety of | a small group Adapt & refine (in & terminology to
Link some movement | moods & feelings. pair/group), dances | evuluate performances.
to show o mood or that vary direction,
Jeeling. space & rhythm.
Children should he taught to perform dances using simple Chjldrmshmud,bztaughtwmmdunmusmg,amngzojlmovmt
2. Use movement imaginatively, responding to stimuli, including g Respmtdboa,run)gzof/snnwuwtd,amm,pamnww
= Cr@ateandpmj?ormdmusmgsm@zmcvmmtpum, S Perjlormdunmu&ngwrangzoj&movmbpuﬂ;enw
wi including those from different times and, cultuwres. w
Express and communicate ideas and feelings

- Use safety measures without direct supervision.

- Demonstrate good control and co-ordination in large and small
movement.

- Move freely in a variety of different woys.

- Show a dominant hand.

- Move freely using suitable spaces and speed. - Make anticlockwise movement.
- Know equipment needs to be used safely. - Stand on one foot.

- Demonstrute increasing control over ohjects. - Catch a ball.

- Move confidently.

- Experiment moving in different ways on equipment and jump landing safely.
- Manage own risk assessment.

- Help to put away equipment correctly,
- Participate in Sports day and physical activities that are included within this using
o variety of equipment, taking tums and celebrating other's successes.
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nvasion
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KS1 I

Send & receive o ball by rolling from hand &
striking with foot Aim & throw ohject underarm
Catch halloon/bean bag/scarf & a bouncing ball
Move and, stop safely in a specific area Play a
passing & target game alone and with a partner
Play simple 1v1 or 2v2 iwuasion games

Invasion Games

Throw underarm, bounce & catch ball by self & with
partner Kick/stop a ball using a confident foot while
static Run straight and on a cwve and sidestep with
Strike a ball successfully with a stick Apply a tactic in
a vl or 2v2 setting Play a small sided invasion game

games.
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using space Pass a hall accwrately (hands & feet) over
longer distances to- a team mate Comhine stopping,
pick up/collect & send a ball accurately to other
players Make simple decisions ahout when /where to
move in game to receive o ball Apply a tactic in a 3v1

End of KS1 Expectations

KS2 Nethall

DCE v vars
Make a series of passes to team mates Use a chest pass and shoulder pass to Use all three passes (chest, shoulder &
moving towwrds o scoring arec. support team in scoring. hounce) correctly. Use a range of speeds
Know the correct technigue and show Make decisions regarding which is the hest | within o game to support a team in
some signs of using a chest pass and type of poss to use. scoring. Begin to use square (across the
shoulder pass. Begin to use a hounce pass, which only cowrt) & straight (up & down the cowrt)
Know where space is and, try to move hounces once. passes to achieve pace.
into it. Identify space to move into and show a Lose a defender to receive a pass. Defend
Mark another player and defend when clear target to receive a pass. a player and make some successful
needed. Mark another player and begin to attempt | interceptions (snatch & catch) when
Change direction easily. interceptions. playing as a team. Play completive 4v4
Develop simple attack/defensive skills in | Know where positions are allowed on a matches with hasic nethall rules.

3v1, 4v2, 3v3 games

cowt.
Play competitive 3v3 or 4v4 games.

Know consequences af breaking game
rules.

Know which pass is best to use and when in
o game.

Use a range of square & straight passes to
Use landing foot to change direction to lose
a defender.

Draw defender away to create space for self
or team.

Position hody, to- defend. effectively, making
successful interceptions.

Apply tactics to outwit opponents
successfully.

Identify ways to improve their individual

End of KS2 Expectations

Pupils should be taught to- play competitive games, modified where appropriate, such as foothall, nethall, rounders, cricket,
hockey, haskethall, badminton and tennis, and apply basic principles suitable for attacking and defending.
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KS2 Foothall
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Year 4

Year 5

Begin to dribhle a hall making small
touches.

Begin to send a foothall to someone on
team.

Keep a hall under control.

Know where space is and try to move
Mark another player and defend when
needed.

Know hasic rules of a small sided game.
Play competitive games 2v2.

Dribhle with small touches into space.
Send a foothall to someone on the team,
Keep a ball under control when receiving a
Understand where the space is and can
Mark another player and hegin to attempt
Play small sided competitive games.

Dribble making small touches into space
with speed.

Send a foothall to- someone on the team,
Use a runge of ways to keep a hall under
which one to use due to- where hall is
See space, and use it effectively.

Lose a defender to receive a pass.

Defend a player and make some
successful interceptions for team.

Play competitive games and successfully
include rules.

Dribhle making small touches into space
with speed, to heat defenders.

Make decisions regarding how and when to
send a foothall to someone in team.

Use a range of ways to keep a hall under
which one due to where hall is coming from)
when under pressuwre from o defender.
Know how space changes within a game
and when and how to move into changing
spaces.
Drawd:jenduawag,tocreatespaw
successful interceptions.

End gf KS2 Expectations

Pupjl&s}wuld,bamlghbtoplag,compwm%me& mnd&zd/whmappropnam sud”uas,}crotbuu, mtbulL rounders, cricket,

KS2 Hockey

Begin to- show how to hold a hockey
Use a simple push pass to another team
mate.

Year 4 Year 5
Sometimes change direction of travel by, Change direction and use the correct side

Use a push pass to make a direct pass.
Begin to use a slap pass (bringing stick

dribbling, (alternating sides of stick while
dribbling) to avoid defenders.

Dribble the ball keeping it close to me hack and causing more power). Chouse between the two passes Dribble and change direction by making o
using the correct side of stick. Use speed to dribhle the hall into space. (push/slap) and explain simply why. square pass (across the pitch) or straight
Show some signs of an approaching @ | Maintain defence and keep the pressure Make a direct pass while dribbling. pass (up/down the pitch).
player to tackle and cause pressure. until possession is gained. Begin to use stick to mark a player from | Know when to defend and what defence
Beg,mbcrattempttcrsoomaguuL}rmn Attempt to score inside a designated scoring | the side line causing them difficulty. skills: could, he used.

ared. Successfully score while in the scoring, Seize an opportunity to score, sometimes

Follow basic rules of competition. Play small sided competitive games Play small sided competitive games.

Pass a moving hall.

Use speed, changing of direction and Indian
dribbling to advance towuards team's goal.

Usaamngzoj&pusse&knommg,whwh,m

End of KS2 Expectations

Pupils should be taught to- play competitive games, modified where appropriate, such as foothall, nethall, rounders, cricket,
hockey, haskethall, badminton and tennis, and apply basic principles suitable for attacking and defending.
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To know how to aim & throw ohjects
underarm. Catch balloon/bean bag/fabric
& sometimes a houncing ball.

Use hand to strike a bean bag or ball and
move towwrds a scoring area.
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Striking & Fielding Games
L Yerr [eaRdT I Year2 ]

To show some different ways af hitting,
throwing and striking a hall.

Hit a ball or bean bag and move quickly to

score o range of points (further distance

To know how to send ball off a tee using a hat or a racket.
Play two types af games to score: running around o series
of hula hoops or forwards and hackwards hetween hula
hoops.

Begin to use a hat to hit a ball or bean

ScoTes More points).

Play as a fielder and get the ball back to- a

Stop moving when the ‘howler’ has the hall.

:

3 hag. e A iﬁg@agg&ddﬂ and pass the ball hack to the bowler tor
o ol ol bing and, | STOP ZONE. runner stop.
~— ﬁm Begin to follow some simple rules (carrying Follow rules for a game (carry the bat, don't overtake, and
2 the bat, not over taking someone). run around, the outside of the hula, hoops).
Play competitively to score points.
af KS1 Expectations Pupils should participate in team games, developing simple tactics for attacking and defending.
KS2 Cricket
Ve s NS

Throw and catch under pressure. To develop the range of Cricket skills To link together a range of skills and, | To apply with consistency standard
Use fielding skills to stop the ball they can apply in a competitive context. | use in comhbination. cricket rules in a variety of different
effectively. To chouse and use a range of simple To collahorute as a team to choose, styles of games.
Learn hatting control. Learn the role | tactics in isolation and, in @ game use and adapt rules in games. To attempt a small range of recognised,
af wicket keeper. context. To recognise how some aspects of shots in isolation and, in competitive
Play in a tounament and work as. | To consolidate existing skills and apply, | fitness apply to cricket e.qg. power, scenarios.
team, using tactics in order toheat | with consistency. Jlexibility and cordiovascular To use a range of tactics for attacking
another team. To develop fielding skills e.g. which endwrance. and defending in role of howler, batter
Play in o tounament and work as | stump, where to hit. Play small sided competitive games | and fielder.
team, using tactics in order to heat
another team.
Know when to- use an underarm or
overurm throw.

End of KS2 Expectations

Pupils should be taught to- play competitive games, modified where appropriate, such as foothall, nethall, rounders, cricket,
hockey, baskethall, badminton and tennis, and apply basic principles suitable for attacking and defending.
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To be able to play simple rounders

games.

Apply some rules to games.

Develop and use simple rounders

skills.

Use a forehanded batting technigue.
Field the ball back to the post or

howler.
Bowl accurately

KS2 Rounders
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Develop the runge of rounders skills that | Link together a range of skills and Apply, consistently rounders rules in
can be applied in a competitive context. | use in comhination. conditioned games.
Choose and use a range of simple Collahorute as a team to choose, use | Play small sided games using a
tactics in isolation and in @ game and adapt rules in games. standard sized rounders pitch layout.
context. Recognise how some aspects of Use a range of tactics for attacking and,
Identify different positions in rounders }Lmes&appig,wmwwf,rswg/pnww defending in role of howler, batter and,

endurance.

Throw and, catch under pressure.

Use fielding skills to stop the ball

effectively.

Leaurn batting control.

Learn the role of hackstop.

Play in o towunament and work as
team, using tactics in order to beat
ancother team.
Play in o tounament and work as
team, using tactics in order to beat
another team.

End gf KS2 Expectations

Pupils should be taught to- play competitive games, modified where appropriate, such as foothall, nethall, rounders, cricket,
hockey, baskethall, badminton and tennis, and apply basic principles suitable for attacking and defending.




Throw and catch the ball
with one two hands, and
then one hand.
Balance the ball on the
Tap the ball down to the
ground and catch.

Tap the ball up and catch.
Hoid,tfwrackztwrrectbg,

playing hand (usually the
hand that the child writes
with).

Throw the hall to- a partner
and catch effectively.

To know what o rally is.
To have an awareness of
what a ready position is.
Know there are two

are played with a bounce.

Net & Wall Games - Tennis

Tap the hall off racquet
(tapping it to the ground,
tapping it up. off the rucket,
etc).

Tap the hall back and forth to
partner. Stand in a ready
correctly.

Change from a ready position
hefore tapping the ball to- a
partner,

Begin to know what it means
by a forehand and hackhand
Begin to attempt to serve the
hands, sometimes using one

Year 4 Year 5
Tap the ball back and forth to- | Tap the ball using either a
a partner over a small space. | forehand or backhand,
Begin to tap a ball over a net | motion. Move towwrds the
allowing for a hounce, hit ball,‘j&rvmth@ready,
Move from a ready position Jorehand or backhand,
into a forehand, depending on where the hall
position/ backhand, position is.
quickly. Recover the rucquet back to
Bring rucquet to- meet the ball | the ready position quickly.
Jor a forehand and backhand | Demonstrate the correct
Knowtcrusztwvhund&}orm hitting the ball over a net,
Moveruz;a,lwtma,towtomgh over the hit.
swing for an effective tap. Serve the ball correctly,
Serve the hall straight from heginning to purposely aim
hands to racquet making sure | for space to score (opposite/

diagonal).

technique and control with
To hit an effective volley over
the net without letting the hall
hounce.

Serve the hall accurately
making team mates have to
move to send it back.

To start to- understand how tor

score a game.

End of KS2 Expectations

Pupils should he taught to play competitive games, modified where appropriate, such as foothall, nethall, rounders, cricket,
hockey, bhaskethall, hadminton and tennis, and apply basic principles suitable for attacking and defending.




End, of KS1

Expectations

a range of skills, learning how to use them
in different ways and to link them to- make
actions and, sequences of movement. They
should enjoy communicating, collahorating
their own success. Pupils should be taught

to use running, jumping, throwing and
catching in isolation and in combinatiorn.

End of KS2

Use varying speeds | Run with agility and, | Run in different Selzabandmumiumw Use correct technique to | Investigate running
Explore footwork Learn the best different speeds, different distances. Develop the ahility to run | speed.
pabtem&ExpLomamL Jumping techniques | using a good Practise throwing with | for distance. Throw with | Practise throwing with
different methods of | Throw different Improve throwing Throw safely and with | Identify and apply Throw safely and with
throwing. Pructise ohjects in a variety | technique. Reinforce | understanding. techniques of relay understanding.
. running. Hurdle an ohstacle | Understand the relay | running technique in a | Explore different footwork | running technique in a
b style. Chouse and, Jootwork patterns effective when jumping | pattemns. Understand,
Run for distance. understand, Understand which Jor distance. which technigue is most
Complete an ohstacle | appropriate running | technique is most Learn how to use skills to | effective when jumping
cowrse with control | techniques. Compete | effective when jumping | improve the distance of a | for distance.
and agility. in a mini Jor distance. Utilise all | pull throw. Utilise all the skills
competition, the skills learned in this | Demonstrate good learned in this unit in @
recording scores. unit in a competitive techniques in a competitive situation.
Pupils should continue to apply and develop. Pupils should continue to apply and develop a brouder range of skills, learning

how to use them in different ways and to link them to- make actions and
sequences af movement. They should enjoy communicating, collaborating and,
taught to use running, jumping, throwing and catching in isolation and in




OAA - Orienteering

Year 4 Year 5
Use cardinal compass (N,S, E and | Recognise featwres and symhols on a | Use the 8 points of a compass and four | Use the 8 points of a compass, four and
W) to follow /give directions. map. Jigure grid, references. six figure grid references, symhols and
Demonstrute understanding of a | To be able to ‘set’ the map or plan Develop expertise in the orienteering skills | key (including Ordnance Survey maps)
basic map. using the terrain or plan features. of orienteering a map, following a cowrse | Further develop navigational skills by
Understand the term ‘orientate’ or | To be able to know where youw are on | and recognition of relevant map symhols. | planning ahead, identifying problems
‘setting o map . yowr map/plan at all times and using | Demonstrate an understanding of the and making decisions.
To leam the symhols used onan | thumhing. reLaﬂonshJ,pwawmpacuﬂlg/andJ Learn to halance speed and accwracy.
crrw,nwemqnwp, To punch the control card accurately, Practice and develop pacing skills.

To develop running skills, spatial | with the correct punch patterns in the wab@shomtoopwuxsa}orwwﬂwrpw Set, read and follow a bearing.
awareness and agility, for corresponding numhered hoxes on the | to follow. Be ahle to take a bearing from a map
orienteering. card. Improve confidence in map reading and. | and use that hearing to find a control
To complete a string course. Complete a star orienteering activity. the trunsfer of information from map to | point.

Complete a simple ‘star’ Complete a short loop orienteering, ground. Combine map reading and compass
orienteering activity, in pairs / activity. Apply skills of orienteering including skills.
groups. To develop running skills, spatial thwrtbugthzmup route choice and Measure the distance between control
Plant?wmusiaeﬂwzntmu&wdw the number of paces required to reach
cowrse is completed in the quickest time. | each control.
Successfully undertake a competition and
/ or visit another site to practice
Pupils should continue to apply and develop a brouder range of skills, learning how to use them in different ways
and to link them to- make actions and sequences af movement. They should enjoy communicating, collaboruting

End of KS2 E . and competing with each other. They should develop an understanding of how to improve in different physical

Xpectations activities and sports and learn how to evaluate and ise their own success. Pupils should be taught to: take
part in outdoor and adventurous activity challenges hoth individually and within a team; compare their
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Swimming & Water Safety,
National Cwrriculum

All schools must provide swimming instruction either in key stage 1 or key stage 2.
In particular, pupils should he taught to:
e swim competently, confidently and proficiently over a distance of at least 25 metres.
e use a range of strokes effectively (for example, front crawl, backstroke and hreaststroke).

T sMe
To develop hasic pool safety skills and confidence in wuter.

Year 5 To develop trawel in vertical or horizontal position and introduce flouts.
To develop push and glides, any kick action on front and back with or without support aids.
To develop entry and exit, travel further, float and submerge.

To develop halance, link activities and travel further on whole stroke.
To show breath control. Introduction to deeper wuter.
To know how to tread wuter.

Pupils should be taught to swim competently, confidently and proficiently over a distance of at least 25 m.
To use a range of strokes effectively, (EG: front crawl, hackstroke and breaststroke).

End of KS2 Expectations




