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PE Curriculum Document – Sports & Outdoor, Adventurous Activities

	Year 1

	
	Autumn 1
	Autumn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	The PE Hub Unit
	Attack, Defend, Shoot (Year 1, Unit 1 & 2)
	Send and Return (Year 1, Unit 1 & 2)
	Gymnastics (Year 1, Unit 1 & 2)
	[bookmark: _GoBack]Dance (Year 1, Unit 1 & 2)
	Attack, Defend, Shoot (Year 2, Unit 1 & 2)
	Send and Return (Year 2, Unit 1 & 2)

	Prior Learning 
	Experienced a variety of games. 
Practiced throwing and catching and can demonstrate the basics of these skills.
	Pupils will have used a variety of balls, beanbags, bats and markers.
Mastered basic running movements in different directions.
	Experienced jumping (taking off and landing). 
Developed some concept of space and use of space.
Developed confidence in fundamental movements skills.
	To show a range or recognised point balances.
To introduce turn, twist, rock, and roll and to link these.
To perform simple canon and unison techniques.
	Can recognise rules and apply them. 
Can use and apply simple strategies for invasion games.
Can describe why we take part in exercise and enjoy it.
	Developed sending skills with a variety of balls.
Tracked, intercepted and stopped a variety of objects.
Selected and applied skills to beat the opposition.

	Unit Focus
	Practice basic movements, including running, jumping etc… and begin to engage in competitive activities.
Experience opportunities to improve ABCs.
To recognise rules and apply them.
Use and apply simple strategies for invasion games.
Preparing for and explaining the reasons why we enjoy exercise.
	Able to send an object with increased confidence using hand or bat.
Move towards a moving ball to return.
Sending and returning a variety of balls.
Track, intercept and stop a variety of objects.
Select and apply skills to beat the opposition.
	Use simple gymnastics actions and shapes.
Apply basic strength to gymnastic actions.
Begin to carry apparatus.
Recognise like actions and link them.
To show a range or recognised point balances.
To introduce turn, twist, rock, and roll and to link these.
To perform simple canon and unison techniques.
	Describe and explain how performers can transition and link elements. 
Perform basic actions with control at different speeds and levels.
Develop flexibility in a range of shapes and balances.
Develop body management through a range of floor exercises.
Use core strength to link recognised gymnastics elements.
Attempt to use rhythm while performing a sequence.
	Send a ball using feet and can receive a ball using feet.
Refine ways to control bodies and a range of equipment.
Recall and link combinations of skills e.g. dribbling and passing.
Select and apply a small range of simple tactics.
Recognise good qualities in self and others.
Work with others to build basic attacking play.
	Be able to track the path of a ball over a net and move towards it.
Begin to hit and return a ball with some consistency.
Play modified net/wall games throwing, catching and sending over a net.
Be able to make it difficult for their opponent to score a point.
Begin to choose specific tactics.
Improve agility and coordination and use in a game.

	Sequencing
	1. to hit a target
2. to defend a target
3. to roll and slide balls and beanbags.
4. to shoot in a game to get points.
5. to work with a partner to scores points.
6. to use our attacking and defending skills in a game
7. to find our pulse on our wrists.
8. to move side to side to defend a goal.
9. to bounce a ball with control to ourselves.
10. to aim at different targets.
11. to adapt to a game with changing rules.
12. to play in the best defensive position in a game.
	1. to slide a beanbag to a target.
2. to hit a ball in different ways with our hands.
3. to move towards a ball to return it.
4. to work with a partner to stop and return a beanbag.
5. to know what a rally is and rally with a partner.
6. to send a ball into space to make it harder for an opponent.
7. to send the ball over a net to our partner.
8. to track and stop a moving object using both hands.
9. to know why different muscles are important when playing games.
10. to send balls accurately from different positions i.e. kneeling or sitting.
11. to spot space in the playing area and hit the ball there.
12. to play a game with a partner.
	1. to perform ‘like’ actions in a sequence.
2. to carry and set up apparatus safely.
3. to perform shapes on large and small body parts.
4. to take off and land and use shape in our jumps.
5. to travel on our feet, showing good body tension.
6. to show how we can create different levels in our performance.
7. to move on, off and over apparatus and use the ‘Magic Chair’ landing.
8. to rock on different parts of our body and rock using shape.
9. to perform specific point balances such as the ‘h’ and ‘y’ balance.
10. to perform actions at the same time as others (unison).
11. to perform actions one person after the other (canon).
12. to turn and jump a quarter and half turn.

	1. to combine 4 elements into a floor sequence.
2. to create power in a variety of different jumps.
3. to take weight on our hands and move in different ways.
4. to use our flexibility in a bridge and japana gymnastic shape.
5. to perform the point balance arabesque.
6. to perform a teddy roll.
7. to use a releve walk in a sequence.
8. to perform a dish and arch shape moving smoothly from one to the other.
9. to develop our strength in back support and crab.
10. to frog jump and leapfrog.
11. to hold an L-sit with a straight back.
12. to bring rhythm and flow to our sequence.
	1. to kick the ball over long and short distances.
2. to stop a ball with control using the foot.
3. to work as a team to keep the ball.
4. to bounce a ball with my partner.
5. to bounce the ball while we are moving (dribbling).
6. to pass the ball forward in a game.
7. to throw different types of equipment.
8. to move to space after passing the ball.
9. to pass and move forward to a target with a partner.
10. to position ourselves as a goalkeeper.
11. to intercept a ball from a person on the other team.
12. to use the skills we have develop in a competition.
	1. to stay on our toes to move quickly to the ball.
2. to identify which hand is dominant in a game.
3. the basic rules of serving to our partner.
4. to develop agility and use it in a game.
5. to use the correct grip to hit a self-fed ball.
6. to use the ready position in a rally.
7. to feed a ball to our partner with consistency.
8. to send the ball to different parts of the court.
9. to throw and catch in a seated position.
10. to accurately serve the ball to different parts of the court.
11. to use overarm attacking shots in a game.
12. to manage what we should be doing within the competition.

	Key Questions
	1. What can we do to make it easier for our teammates to pass the ball to us?
2. How can we score a goal?
3. What skills can you use to attack and defend?
4. How you worked well with your team?
5. Why do we need to have a good defensive position when defending a hoop?
6. Where should we move to defend if attackers move to the outside?
7. How did attackers score points in this game?
	1. How do you get accuracy in your hits/throws?
2. Where do you need to be to return a ball?
3. What do you need to do to get behind the balls?
4. Can you remember a simple tactic you have used today?
5. What is the role of the umpire?
6. How did/do you score a point?
	1. What are ‘like’ actions?
2. Why is it important to have good body tension when rolling?
3. What is the difference between large and small body parts when performing a shape?
4. Why is a magic chair landing necessary as we jump from higher levels?
5. Why do we call then ‘h’ and ‘y’ balances?
6. Can you think of any other activities when people perform in unison?
	1. Why do we hold shapes for 3 seconds and try to move smoothly into and out of elements?
2. Why do you think taking weight on your hands rather than your feet is harder?
3. Why did we practice on the wall before attempting a bridge on the floor?
4. How would rhythm be shown in a sequence?
5. Is the transition smooth and continuous?
6. What did you like about someone else’s performance?
	1. How did you work well as a team?
2. How did you progress forward up the pitch?
3. How did you attack and how did you defend?
4. Which skills did you use in the game?
5. What is intercepting?
6. Why do we make our bodies big when being a goalkeeper?
	1. How do you hold the racquet differently for the different types of hits?
2. What is a self-feed?
3. What is a boundary?
4. Why do you think we have boundaries?
5. How did you try to beat your opponent? What skills did you use?
6. Could you choose where you placed the balls?
7. When the ball went where you wanted, do you know what you did correctly?


	Vocabulary
	Attack, catch, compete, defend, over-arm, play against, receive, roll, rolling, send, throw, under-arm, cooperate, fluency, heart rate, outwit, physical activity pitch.
	Hit, send, collect, stops, net, throw, roll, strike, catch, bowl, feed, pick up, hitter, forehand, backhand, court, hit, serve, track, opposition, umpire.
	Balance, body tension, tensed, relaxed, shape, stretched, curled, carry, control, extension, fast, hang, high, jump, like, link, low, safely, rock, roll, link, quarter, half, turn, spin, twist, unison, canon.
	Balance, shape, bridge, jump power, weight-on, point, patch, teddy, dolly, front-straddle, cup, puck, v-sit, japana, arabesque, body tension, carry, control, extension, fast, hang, timing, travel, turn, transition, smooth, releve, core muscles.
	Aim, attach, compete, control, cooperate, receive, restart, side line, rebound, speed, direction, scoring, controlling, following, intercepting, tactics.
	Serve, bounce, drop, tennis, racquet, badminton, squash, front, back, tactics, compete, score, wide, deep, rotate, point.

	Rules/ Concepts
	No contact.
No running with the ball.
Restart from the side line if the ball goes out.
Restart a game after a goal is scored from the start position.
Use markings to play within restricted areas.
	Stop the ball from bouncing twice on your side of the net.
You win a point if the ball bounces twice on your opposition’s side of the court.
The ball must land within the boundary of the court.
Pairs start with 100 points; they lose a point when they fail to return the ball in the given number of bounces.
The team with the most points wins.
	Concepts
	Concepts
	No contact.
Restart from the side line if the ball goes out (the team that did not hit the ball out gets the ball).
Pass to each player before shooting.
Goalkeepers can save the ball using their hands, legs or feet.
Other players can only use their hands.

	Children can either hit with a racquet or their hands.
You can play by scoring with the ball bouncing twice.
First to 5 points.

	Assessment Overview
	Head – Make decisions about how to defend a target. Discuss changes in the body brought about by exercise.
Hand – Use change of direction and speed in open play. Judge when and where to move to get in a defensive position.
Heart – Show motivation to improve. Cooperate to perform a range of challenges using skills such as signalling.
	Head – Can describe how they worked with their partner to send and receive. Identify space to send a ball into.
Hand – Chase, stop and control balls and other objects. Move towards a moving ball to return with your hand or bat.
Heart – Work with a partner to send and return. Play cooperatively in a game situation.
	Head – Use words such as rolling, travelling, shape, jump and take off. Decide which supporting concepts and actions to add to their sequence.
Hand – Recognise like actions and link them together. Show spinning and rocking in isolation and short sequences.
Heart – Value other’s efforts when they perform; watch and listen. Move on, off and over an object with confidence.
	Head – Explain the difference between types of balances such as point and patch. Work safely on own and with others in body management sequences.
Hand – Demonstrate flexibility in movements. Use core strength to link gymnastics elements e.g. back support and L-sit.
Heart – Reflect on their own performances and identify their strongest skill/action. Work with a partner to copy, create and join sequences.
	Head – Recognise you sometimes need to stay in defined areas. Select the most appropriate skill to move forward.
Hand – Can send a ball using feet. Can send a variety of different sizes and shaped balls.
Heart – Show awareness of teammates and opponents in games. Work with a partner and in small groups to develop specific skills.
	Head – Decide on and play with their dominant hand. Develop tactics to outwit your opponent so they cannot return the ball.
Hand – Take part in a rally. Start games using basic serving skills.
Heart – Play in modified games with others to send and return a ball over a net/line. Work as a team to get the ball over the net.
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