
Freegrounds Junior School - Topic Plan    Year Group: 6    Topic Title:  FANTASTIC BEASTS  Term: SPRING  1 

SCIENCE  

 Understand that evolution is the change of physical form in a population over a 
long-time span and that natural selection is the process which controls that 
change. 

 Know that, In any population, there is variation and competition for resources 
(food, water, mates) and that, within that variation, organisms that have features 
which make them better adapted at securing these resources, are more likely to 
survive and produce offspring which have inherited those same successful 
features. Those that are not well adapted will eventually go extinct. 

 Explain that, over a long enough timeline, all organisms in a population will have 
those successful features. 

As scientists, we will be exploring Charles Darwin’s  Theory of Evolution by Natural 
Selection.  We will investigate the similarities and differences between living things 

and their offspring and consider why this happens. We will look in depth at the 
adaptation of birds in Dawin’s Theory of Evolution and use investigative models to 

draw conclusions.  

ART 

 Develop their own style of drawing through: line, tonal contrast, pattern, 
texture. 

 Mix colour, shades and tones with confidence building on previous 
knowledge. 

 Model and develop work through a combination of pinch, slab, and coil. As 
well as cutting, shaping and impressing patterns. Join clay effectively using 
scoring, blending and slip.  

As artists, we will be using the  work of Tim Jeffs to study reptiles eyes and scales. 
We will be experimenting with different mediums and techniques to create a 

detailed and accurate picture of a dragon eye before creating a 3D sculpture in 
clay.   We will be aspirational in our creativity, challenging ourselves to take risks 

in the artistic choices we make.  

MUSIC  

Hampshire Music Service 

 Demonstrate precise and confident instrumental skills and use them to 
perform with musical awareness. 

 Recognise which refinements need to be made and know how to make them. 

 Understand, select and use a range of notation for specific purposes including 
precise graphic notation and stave notation. 

 Respond to, identify, compare and contrast music with an awareness of the 
music’s context and purpose.  

 Understand and identify the composer’s intent and how this was achieved.  

 Discuss and share informed opinions about what you hear commenting on the 
context / purpose and impact of the music.  

 Consider the composer’s musical intent and how it was achieved using a fluent 
musical vocabulary 

Religious Education 

Concept: The One Life 
 

1. Respond creatively as well as begin to 
explain our own responses to human 
experience of living a good life  
Communicate) 

2. Explain some examples of how our 
responses to a good life can be 
applied to our own lives and to the 
lives of others (Apply) 

3. Accurately explain the concept of a 
good life (inquire) 

4. Accurately explain how Humanists 
might live a good life (contextualise) 

5. Discern the value of living a good life 
to Humanists using examples. Discern 
the possible value of this for their own 
lives and communities (Evaluate) 

PE and Games   

Golf  

 Use different techniques to hit a 
ball.  

 Identify and apply techniques for 
hitting a golf ball.  

 Explore when different shots are 
best used.  

 Practise techniques for all strokes 

 Hit a ball over longer distances.  

 Use good hand-eye coordination to 
be able to direct a ball when striking 
or hitting. 

Gymnastics 

 Compare their performances with 
previous ones and demonstrate 
improvement to achieve their 
personal best.  

French  

Family 

 Describing my family 

 Household tasks 

 My birthday party  

HOOK:  

Beast hunt in the school grounds. 

FABULOUS FINISH: 

 Fantastic Beasts Exhibition 

 

PSHE  

Keeping Myself Safe  

Includes aspects of safe 

internet use, drugs and 

relationships education. 

ENGLISH  

 Write information pages about our own ‘fantastic beasts’  

 Write short narratives which build suspense and tension 

 
Texts 

Fantastic Beasts and Where to Find Them  
Darwin’s Dragons 

Computing 

 Identify examples of information that is variable and explain that variables can be defined 
with a name to act as a place holder in memory for a single value. 

 Identify that variables can hold numbers or letters and recognise that the value of a 
variable can be changed. 

 Decide where in a program to change a variable, and make use of an event within a 
program to set and use a variable  

 Design and create algorithms for a project which includes designing and creating artwork. 

 Test and debug code that has been written making changes where necessary. 

 Evaluate a project in terms of its effectiveness and identify ways that it could be improved. 
As computer scientists, we will be learning what variables are and linking them to real life.  We 
will explore the process of changing variables and understand the importance of appropriately 
naming them.  Unplugged, we will design a game that uses a variable and then build on this to 

design and create algorithms to build our projects digitally.  We will be resilient when 
evaluating and debugging our algorithms and learn from our errors to improve our projects. 


