
Science Long Term Plan
(2023-24: Class 1-Nursery Reception Year 1, Class 2-year 2, Class 3-year 5)

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

In Class 1 (Nursery/ Reception/ Year 1) we have adopted the Enquiry Based Learning
approach to our curriculum. Children will take part in class enquiries to find out answers to
questions and share their process with others. Year 1 will cover objectives from the national
curriculum and to do this will have extra sessions to provide the information they need. Our
enquiries will start with a theme and then work towards an enquiry question (these questions
may be subject to change depending on the children's interests).
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