	
Years 5 and 6


	Acquiring and developing skills
	Evaluating and improving
	Health and fitness

	· Pupils link skills, techniques and ideas and apply them accurately and appropriately
· Pupils move and uses actions with good accuracy and fluency
	· Pupils analyse and explain why they have used specific skills or techniques
· Pupils can create their own success criteria for evaluating and improving their work
	· Pupils can choose their own warm-ups and cool-downs appropriately
· Pupils can explain how the body reacts to different kinds of exercise

	Pupils will be taught to :

	Games

● adapt skills and vary
  tactics to outwit an 
  opponent
  e.g. change of pace, fake
         pass, feints
     
● apply basic principles of 
   attack and defence
   e.g. marking, losing a
        marker, ‘squeezing’
        and ‘finding’ space

● make a team plan and 
   communicate it to others







	Swimming








	Gymnastics

● explore more acrobatic balances
  that use a partner’s weight to push
  against or pull away from

● increase the variety of levels,
   pathways and speeds of travel
   e.g. vary entry/ exit points, 
         slowly into balances, 
         quickly before jumps

● explore different starting 
   and finishing positions for rolls
   e.g. forward roll from straddle on
        feet, end roll in straddle

● perform a variety of jumps with
  control on, over and off apparatus

● with a partner create a varied, 
  flowing and more complex sequence
  of 10 elements
	Dance

● create longer, more challenging dance phrases to communicate an idea

● demonstrate different dance actions
   with clarity
   e.g. travel, turn, jump, stillness, 
        gesture 

● develop dynamic qualities of 
  movement in a routine
  e.g. speed, energy, timing,
       continuity

● develop use of space within a routine
   e.g. levels, directions, pathways, 
         size and body shape

● develop different relationships within
   a routine
   e.g. unison, canon, physical contact, 
        complementary and contrasting
	Athletics

● run at speed and
  perform a relay 
  change-over

● combine running
   and jumping
   e.g. running long
        jump, high jump
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● throw with greater 
   accuracy and 
   efficiency of
   movement
   e.g. transfer of 
        weight from
        back foot to 
        front foot

	OAA

● draw maps and
   plan and set own
   positions on a trail
   e.g. school grounds,
        local park
   
● navigate a route on
   a map in a less
   familiar setting
   e.g. local park
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