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	AUTUMN
	
	EYFS
	YEAR 1
	YEAR 2
	YEAR 3
	YEAR 4
	YEAR 5
	YEAR 6

	
	TOPIC
	NURSERY -ELMER (FMS)  

RECEPTION -
ROSIE’S WALK (FMS)  
	LOST AND FOUND (FMS – BASELINE ASSESSMENT)

CATCHING AND BOUNCING A BALL (FMS)
	BOUNCE BALL (FMS)


PLAYGROUND GAMES IN THE 21ST CENTURY
	INVASION GAMES -
HANDBALL

SWIMMING
	INVASION GAMES -
BASKETBALL

DANCE – ROCK AND ROLL

	INVASION - GAMES HOCKEY

DANCE - SEASIDE


	INVASION GAMES - NETBALL

DANCE - HEROES AND VILLAINS



	
	NC/DM
REFERNCE
	NURSERY –
ELMER (FMS)
Continue to develop their movement, balancing and ball skills.

Climb up apparatus, using alternate feet.

Start taking part in some group activities which they make up for themselves, or in teams.

Collaborate with others to manage large items, such as moving a long plank safely.

RECEPTION-
ROSIE’S WALK (FMS)  
Revise and refine the fundamental movement skills they have already acquired : rolling, crawling, walking, jumping, running, hopping, skipping, climbing.

Progress towards a more fluent style of moving, with developing control and grace.

Develop overall body-strength, balance, co-ordination and agility needed to engage successfully with future PE sessions and other physical disciplines, including dance, gymnastics, sport and swimming.

Combine different movements with ease and fluency.

Confidently and safely use a range of large and small apparatus indoors and outdoors, alone and in a group.

Develop overall body strength, balance, co-ordination and agility.


	LOST AND FOUND (FMS – BASELINE ASSESSMENT)

Master basic movements including running, jumping, throwing and catching and begin to apply these in a range of activities.

CATCHING AND BOUNCING A BALL (FMS)

Master basic movements including running, jumping, throwing and catching, as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending
	BOUNCE BALL (FMS)


Master basic movements including running, jumping, throwing and catching and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending.

PLAYGROUND GAMES IN THE 21ST CENTURY

Master basic movements including running, jumping, throwing and catching and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending.
	INVASION GAMES -
HANDBALL


Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. handball) and apply basic principles suitable for attacking and defending.

SWIMMING
Swim competently, confidently and proficiently over a distance of at least 25 metres.

Use a range of strokes effectively [for example, front crawl, backstroke and breaststroke].
	INVASION GAMES -
BASKETBALL


Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. basketball) and apply basic principles suitable for attacking and defending.

DANCE – ROCK AND ROLL

Perform dances using a range of movement patterns.
	INVASION - GAMES HOCKEY


Play competitive games, modified where appropriate ( e.g. hockey) and apply basic principles suitable for attacking and defending.
DANCE - SEASIDE


Perform dances using a range of movement patterns.
	INVASION GAMES - NETBALL

Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. netball) and apply basic principles suitable for attacking and defending.

DANCE - HEROES AND VILLAINS

Perform dances using a range of movement patterns.

	
	TOPIC
	NURSERY - HOW TO CATCH A STAR (FMS)


RECEPTION -
CASTLES (FMS)

	GYMNASTICS 1

DANCE – FIRE FIRE
	DANCE – MOVING ALONG

GAMES – PIGGY IN THE MIDDLE 

	GYMNASTICS 

SWIMMING
	GYMNASTICS
	GYMNASTICS
	GYMNASTICS

	
	NC/DM
REFERNCE
	NURSERY –
HOW TO CATCH A STAR (FMS)

Continue to develop their movement, balancing and ball skills.

Climb up apparatus, using alternate feet.

Start taking part in some group activities which they make up for themselves, or in teams.

Collaborate with others to manage large items, such as moving a long plank safely.

RECEPTION-
CASTLES (FMS)
Revise and refine the fundamental movement skills they have already acquired : rolling, crawling, walking, jumping, running, hopping, skipping, climbing.

Progress towards a more fluent style of moving, with developing control and grace.

Develop overall body-strength, balance, co-ordination and agility needed to engage successfully with future PE sessions and other physical disciplines, including dance, gymnastics, sport and swimming.

Combine different movements with ease and fluency.

Confidently and safely use a range of large and small apparatus.

	GYMNASTICS 1

Developing balance, agility and co-ordination, and begin to apply these in a range of activities.

DANCE – FIRE FIRE
Perform dances using simple movement patterns.
	DANCE – MOVING ALONG

Perform dances using simple movement patterns.

GAMES – PIGGY IN THE MIDDLE 

Master basic movements including running, jumping, throwing and catching and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending.
	GYMNASTICS 

Develop flexibility, strength, technique, control and balance [e.g. through gymnastics].

SWIMMING
Swim competently, confidently and proficiently over a distance of at least 25 metres.

Use a range of strokes effectively [for example, front crawl, backstroke and breaststroke].

Perform safe self-rescue in different water-based situations.
	GYMNASTICS 


Develop flexibility, strength, technique, control and balance [e.g. through gymnastics].
	GYMNASTICS 

Develop flexibility, strength, technique, control and balance [e.g. through gymnastics].
	GYMNASTICS 


Develop flexibility, strength, technique, control and balance [e.g. through gymnastics].

Use jumping in isolation and in combination. 



	SPRING
	TOPIC
	NURSERY -HUNGRY
CATERPILLAR (FMS)

RECEPTION -
RUMBLE IN THE JUNGLE (FMS)

	DANCE – ROBOTS

ROLLING A BALL (FMS)
	DANCE – EXPLORERS

GYMNASTICS
	DANCE –IRONMAN

SWIMMING
	DANCE -
SUPERHEROES

INVASION GAMES - RUGBY
	INVASION GAMES - RUGBY

DANCE - EARTHLINGS


	INVASION GAMES - HOCKEY

DANCE-  FOOD GLORIOUS FOOD



	
	NC/DM
REFERNCE
	NURSERY –
HUNGRY
CATERPILLAR (FMS)

Continue to develop their movement, balancing and ball skills.

Climb up apparatus, using alternate feet.

Skip, hop, stand on one leg.

Use large-muscle movements.
 
Match their developing physical skills to tasks and activities in the setting, eg. they decide whether to crawl, walk or run across a plank, depending on its length and width.

Collaborate with others to manage large items, such as moving a long plank safely.

Show a preference for a dominant hand.

RECEPTION-
RUMBLE IN THE JUNGLE (FMS)

Revise and refine the fundamental movement skills they have already acquired : rolling, crawling, walking, jumping, running, hopping, skipping, climbing.

Progress towards a more fluent style of moving, with developing control and grace.

Develop overall body-strength, balance, co-ordination and agility needed to engage successfully with future PE sessions and other physical disciplines, including dance, gymnastics, sport and swimming.

Combine different movements with ease and fluency.

Confidently and safely use a range of large and small apparatus.

	DANCE – ROBOTS

Perform dances using simple movement patterns.

ROLLING A BALL (FMS)

Master basic movements including jumping, throwing and catching, as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending.

	DANCE – EXPLORERS

Perform dances using simple movement patterns.

GYMNASTICS

Master basic movements including jumping, throwing and catching, as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.
	DANCE –IRONMAN

Perform dances using a range of movement patterns.

SWIMMING: 

Swim competently, confidently and proficiently over a distance of at least 25 metres.

Use a range of strokes effectively [for example, front crawl, backstroke and breaststroke].
	DANCE -
SUPERHEROES

Perform dances using a range of movement patterns.

INVASION GAMES - RUGBY

Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. rugby) and apply basic principles suitable for attacking and defending.

	INVASION GAMES - RUGBY


Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. rugby) and apply basic principles suitable for attacking and defending.

DANCE - EARTHLINGS

Perform dances using a range of movement patterns.
	INVASION GAMES - HOCKEY

Play competitive games, modified where appropriate ( e.g. hockey) and apply basic principles suitable for attacking and defending.

DANCE-  FOOD GLORIOUS FOOD

Perform dances using a range of movement patterns.

	
	TOPIC
	NURSERY -
JACK AND THE BEANSTALK (FMS)

RECEPTION –
FUNDAMENTAL MOVEMENT SKILLS

	DANCE - TOY STORY

KICKING(FMS)
	OAA – THE GREAT OUTDOORS

GAMES – NET AND WALL

	NET AND WALL

SWIMMING
	NET AND WALL

TARGET GAMES -
DODGEBALL
	NET AND WALL -BADMINTON

CREATIVE GAMES

	NET AND WALL -TENNIS

FOOTBALL

	
	NC/DM
REFERNCE
	NURSERY –
JACK AND THE BEANSTALK (FMS)

Continue to develop their movement, balancing and ball skills.

Climb up apparatus, using alternate feet.

Skip, hop, stand on one leg.

Use large-muscle movements.
 
Match their developing physical skills to tasks and activities in the setting, eg. they decide whether to crawl, walk or run across a plank, depending on its length and width.

Collaborate with others to manage large items, such as moving a long plank safely.

Show a preference for a dominant hand.

RECEPTION-
FUNDAMENTAL MOVEMENT SKILLS

Revise and refine the fundamental movement skills they have already acquired : rolling, crawling, walking, jumping, running, hopping, skipping, climbing.

Progress towards a more fluent style of moving, with developing control and grace.

Develop overall body-strength, balance, co-ordination and agility needed to engage successfully with future PE sessions and other physical disciplines, including dance, gymnastics, sport and swimming.

Combine different movements with ease and fluency.

Confidently and safely use a range of large and small apparatus.

	DANCE - TOY STORY

Perform dances using simple movement patterns.

KICKING(FMS)

Master basic movements as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending.
	OAA – THE GREAT OUTDOORS


Participate in team games.

GAMES – NET AND WALL

Master basic movements as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending.
	NET AND WALL

Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. handball) and apply basic principles suitable for attacking and defending.

SWIMMING
Swim competently, confidently and proficiently over a distance of at least 25 metres.

Use a range of strokes effectively [for example, front crawl, backstroke and breaststroke].

Perform safe self-rescue in different water-based situations.
	NET AND WALL

Play competitive games, modified where appropriate and apply basic principles suitable for attacking and defending.

TARGET GAMES -
DODGEBALL
Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. dodgeball) and apply basic principles suitable for attacking and defending.
	NET AND WALL -BADMINTON

Play competitive games, modified where appropriate ( e.g. badminton) and apply basic principles suitable for attacking and defending.

CREATIVE GAMES

Play competitive games, modified where appropriate and apply basic principles suitable for attacking and defending.

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

	NET AND WALL -TENNIS

Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. tennis) and apply basic principles suitable for attacking and defending.

FOOTBALL 

Play competitive games, modified where appropriate ( e.g. football) and apply basic principles suitable for attacking and defending.


	SUMMER
	TOPIC
	NURSERY -
MINIBEASTS (FMS)

RECEPTION -
TRANSPORT (FMS)
	ZOG (FMS)


GYMNASTICS 2
	DANCE - SEASIDE

GAMES – STRIKING AND FIELDING

	STRIKING AND FIELDING - CRICKET

SWIMMING
	STRIKING AND FIELDING -ROUNDERS

OAA- TEAM WORK AND PROBLEM SOLVING
	STRIKING AND FIELDING - CRICKET

OAA- ORIENTEERING
	STRIKING AND FIELDING -ROUNDERS

OAA

	
	NC/DM
REFERNCE
	NURSERY –
MINIBEASTS (FMS)


Continue to develop their movement, balancing and ball skills.

Use large-muscle movements.
 
Match their developing physical skills to tasks and activities in the setting, eg. they decide whether to crawl, walk or run across a equipment depending on its length and width.

Show a preference for a dominant hand.

RECEPTION-
TRANSPORT (FMS)
Revise and refine the fundamental movement skills they have already acquired : rolling, crawling, walking, jumping, running, hopping, skipping, climbing.

Progress towards a more fluent style of moving, with developing control and grace.

Develop overall body-strength, balance, co-ordination and agility needed to engage successfully with future PE sessions and other physical disciplines, including dance, gymnastics, sport and swimming.

Combine different movements with ease and fluency.

Confidently and safely use a range of large and small apparatus.
	ZOG (FMS)

Master basic movements including running, jumping, throwing and catching, as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

GYMNASTICS 2

Master basic movements including jumping, as well as developing balance, agility and co- ordination, and begin to apply these in a range of activities.


	DANCE - SEASIDE

Perform dances using simple movement patterns.

GAMES – STRIKING AND FIELDING

Master basic 
movements as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

Participate in team games, developing simple tactics for attacking and defending.
	STRIKING AND FIELDING - CRICKET


Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. cricket) and apply basic principles suitable for attacking and defending.

SWIMMING:
Swim competently, confidently and proficiently over a distance of at least 25 metres.

Use a range of strokes effectively [for example, front crawl, backstroke and breaststroke].
	STRIKING AND FIELDING -ROUNDERS


Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. rounders) and apply basic principles suitable for attacking and defending.

OAA- TEAM WORK AND PROBLEM SOLVING

Take part in outdoor and adventurous activity challenges both individually and within a team.

	STRIKING AND FIELDING - CRICKET


Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. cricket) and apply basic principles suitable for attacking and defending.





OAA- ORIENTEERING

Take part in outdoor and adventurous activity challenges both individually and within a team.



	STRIKING AND FIELDING -ROUNDERS


Use running, jumping, throwing and catching in isolation and in combination. 

Play competitive games, modified where appropriate ( e.g. rounders) and apply basic principles suitable for attacking and defending.
Compare their performances with previous ones and demonstrate improvement to achieve their personal best.


OAA
[bookmark: _GoBack]
Take part in outdoor and adventurous activity challenges both individually and within a team.


	
	TOPIC
	NURSERY -
SEASIDE (FMS)

RECEPTION -
SUPERWORM (FMS)

	ATHLETICS

TRI-THROLF (FMS)
	SUPERTATO
(FMS – BASELINE ASSESSMENT)

ATHLETICS


	ATHLETICS 

SWIMMING
	ATHLETICS

OAA – TRUST
AND TRAILS
	ATHLETICS

OAA
	ATHLETICS


CREATIVE GAMES

	
	NC/DM
REFERNCE
	NURSERY –
SEASIDE (FMS)

Continue to develop their movement, balancing and ball skills.


Use large-muscle movements.
 
Match their developing physical skills to tasks and activities in the setting, eg. they decide whether to crawl, walk or run across a equipment depending on its length and width.

Show a preference for a dominant hand.

RECEPTION-
SUPERWORM (FMS)

Revise and refine the fundamental movement skills they have already acquired : rolling, crawling, walking, jumping, running, hopping, skipping, climbing.

Progress towards a more fluent style of moving, with developing control and grace.

Develop overall body-strength, balance, co-ordination and agility needed to engage successfully with future PE sessions and other physical disciplines, including dance, gymnastics, sport and swimming.

Combine different movements with ease and fluency.

Confidently and safely use a range of large and small apparatus.
	ATHLETICS

Master basic movements including running, jumping, throwing and catching, as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities. 

Participate in team games, developing simple tactics for attacking and defending.

TRI-THROLF (FMS)
Master basic movements including running, jumping, throwing and catching, as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities. 

Participate in team games, developing simple tactics for attacking and defending.
	SUPERTATO
(FMS – BASELINE ASSESSMENT)

Master basic movements as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

ATHLETICS

Master basic movements as well as developing balance, agility and co-ordination, and begin to apply these in a range of activities.

Participate in team games.
	ATHLETICS 

Use running, jumping, throwing and catching in isolation and in combination. 

Develop flexibility, strength, technique, control and balance [e.g. through athletics].

Compare their performances with previous ones and demonstrate improvement to achieve their personal best.
SWIMMING
Swim competently, confidently and proficiently over a distance of at least 25 metres.

Use a range of strokes effectively [for example, front crawl, backstroke and breaststroke].

Perform safe self-rescue in different water-based situations.
	ATHLETICS

Use running, jumping, throwing and catching in isolation and in combination. 

Develop flexibility, strength, technique, control and balance [e.g. through athletics].

Compare their performances with previous ones and demonstrate improvement to achieve their personal best.
OAA – TRUST
AND TRAILS

Take part in outdoor and adventurous activity challenges both individually and within a team.

	ATHLETICS

Use running, jumping, throwing and catching in isolation and in combination. 

Develop flexibility, strength, technique, control and balance [e.g. through athletics].

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

Take part in outdoor and adventurous activity challenges both individually and within a team.

	ATHLETICS

Use running, jumping, throwing and catching in isolation and in combination. 

Develop flexibility, strength, technique, control and balance [e.g. through athletics].

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

Play competitive games, modified where appropriate and apply basic principles suitable for attacking and defending.

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