YEAR 1 ARAMAZU OVERVIEW 

BOOK 1 - The Land That Ran Out of Time


The concept of time.

Days of the week.

What goes wrong without knowing the time.

Starting to count the hours on the Straight Line Time Clock.

BOOK 2 - Aramazu Finds the Hours


How time moves around the clock.

The hour hand.

o’clock and half past.

TOPIC PLANS

with lesson plans, worksheets, homework, games & quizzes

STORIES

 supported by the 

Graded Reading Series linked to Letters and Sounds

Herman the Stupid Giant 

Tempora the Princess of Wasted Time

Coming shortly:


Saffron

President Pickles

	NC / NNS / NLS

P.o.S.

Skills, Knowledge & Understanding
	TASK
	ARAMAZU RESOURCES

Lesson Plans (LP), Worksheets (W), Homework (H), Board Games (BG), Computer Games(CG), Quizzes (Q)

Books, Stories, 
	ECM

1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


NUMERACY 

Block D

	A clock face has  numbers 1-12
	
	Board game Y1-NUM-BG01
	

	Why we need to tell and measure the time.


	Children take a sentence to complete:

“If I couldn’t tell the time & I had to meet a friend..”
	Lesson Plan Y1-NUM-LP6

Worksheet Y1-NUM-W6

Homework Y1-NUM-D-H6
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being

	Unit 1

I know the days of the week and can say them in order


	Games where children stand in line with names of days of the week on A4 card.

Explore idea of standing in circle rather than line.
	Lesson Plan Y1-NUM-D-U1-LP4

Worksheet Y1-NUM-D-U1-W4

Homework Y1-NUM-D-U1-H4


	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being

	Unit 1

I can remember the order of a favourite story


	Re-read an Aramazu story & order events.
	Lesson Plan Y1-NUM-D-U1-LP5

Worksheet Y1-NUM-D-U1-W5

Homework Y1-NUM-D-U1-H5

Stories: Herman, Tempora etc
	3.Enjoy and achieve



	Unit 2

I know that it is 3 o’clock when the big hand points to the 12 and the small hand points to the 3
	Children stand in line & then in circle as numbers on clock & move round hands & feet
	Lesson Plan Y1-NUM-D-U2-LP1

Worksheet Y1-NUM-D-U2-W1

Homework Y1-NUM-D-U2-H1

Stories: “Herman”,  “Tempora”
	3.Enjoy and achieve



	Unit 3

I know that the big hand points to the six when it is half past the hour
	Children stand in line & then in circle as nos on clock & move round hands & feet
	Lesson Plan Y1-NUM-D-U3-LP2

Worksheet Y1-NUM-D-U3-W3?

Homework Y1-NUM-D-U2-H2

Stories: “Herman”,  “Tempora”
	3.Enjoy and achieve



	Unit 3

I can say the months of the year in order
	Children stand in line – match pics with month names & then move into circle as months (numbered) with pictures
	Lesson Plan Y1-NUM-D-U3-LP7

Worksheet Y1-NUM-D-U3-W7a

                      Y1-NUM-D-U3-W7b

Homework Y1-NUM-D-U3-H7

Stories: “Herman”,  “Tempora”
	3.Enjoy and achieve




LITERACY

	Narrative Unit 1

Stories with familiar settings
	Implies using setting familiar to children – home/school etc. Could be adapted to use the land of Aramazu
	Stories: “Herman”,  “Tempora”
	

	Narrative Unit 2

Stories form a Range of Cultures
	N/a
	
	

	Narrative Unit 3

Traditional & Fairy Tales
	Use Aramazu story, differentiated for4 levels, for  phases 1,2,5,6 order using pictures

Match elements from other stories which include giants, spells etc
	Stories: “Herman”,  “Tempora”
	3.Enjoy and achieve



	Narrative Unit 4

Stories about Fantasy Worlds
	Use Aramazu story,  differentiated for4 levels, for phases 1,2,3
	Stories: “Herman”,  “Tempora”
	3.Enjoy and achieve



	Non Fiction Unit 1

Labels, Lists & Captions
	Make labels for map of Aramazu


	Stories: “Herman”,  “Tempora”

A4 & floor maps
	3.Enjoy and achieve



	Non Fiction Unit 2

Instructions
	Use Aramazu map to support work in phases 1,2,3


	Stories: “Herman”,  “Tempora”

A4 & floor maps
	3.Enjoy and achieve



	Non Fiction Units 3, 4 & 5

Recounts, Information Texts, Recount
	
	
	

	Poetry Unit 1

Using the Senses
	
	
	

	Poetry Unit 2

Pattern & Rhyme
	Using rhymes by Aramazu characters


	
	3.Enjoy and achieve



	Poetry Unit 3

Poems on a Theme
	Listen to variety of poems about giants, princesses,

Use Herman, Tempora for subject of poetry writing


	
	3.Enjoy and achieve




SPEAKING & LISTENING

	To interpret a text by reading aloud with some variety in pace and emphasis to explain their views to others in a small group, and decide how to report the group’s views to the class


	Read favourite part of story using book at appropriate level

Report on answers to questions
	Stories; “Herman”,  “Tempora”
	3.Enjoy and achieve



	to retell stories, ordering events using story language

to describe incidents or tell stories from their own experience, in an audible voice

to listen with sustained concentration

to ask and answer questions, make relevant contributions, offer suggestions and take turns
	Retell story after reading an Aramazu story at their level

Make questions & ask class.


	Stories; “Herman”,  “Tempora”
	3.Enjoy and achieve

	to explore familiar themes and characters through improvisation and role-play

to act out own and well-known stories, using different voices for characters

to discuss why they like a performance


	Act out part of story
	Stories; “Herman”,  “Tempora”
	3.Enjoy and achieve


SCIENCE

	· Scientific Enquiry

Ideas & Evidence

Investigating

· Materials & their Properties

· Grouping

· Changing
	Herman is stupid. He needs appropriate materials. Help him make the best choice for his clothes, roof etc

-fabric, wood, glass, metal, plastic, stone, pottery


	Story: “Herman”
	3.Enjoy and achieve


DESIGN & TECHNOLOGY

	5c Design & Make assignments using textiles

	Make giant gloves/ shoes/belts/hat for Herman or Hermia


	Story: “Herman
	3.Enjoy and achieve


ART & DESIGN

	4a/b/c Knowledge & understanding
  Difference & similarities in the work of artists, craftspeople & designers in different times &  cultures
	Giant pictures: Gulliver, Polythemus, Goliath etc


	Story: “Herman”
	3.Enjoy and achieve

	5a Explore a range of starting points including stories

5b Work on their own/collaborate at a variety of scales, 2 & 3 dimensions

5c Use a range of materials/processes

5d Investigate different kinds of art


2a/b/c Investigating3a/b Evaluation

1a/b/ Exploring & Developing Ideas
	Make group collage pictures of :

Herman using wrong materials for his clothes (see science) or ugly things

Hermia (his sister) with a different outfits on each picture:  pretty/ waterproof/ warm or pretty etc materials


	Story: “Herman”
	3.Enjoy and achieve


ICT

	3a Share ideas by presenting information in variety of forms

3b Present their work effectively

5b Explore a variety of ICT tool

2c Plan and give instructions to make things happen [for example, programming a floor turtle, placing instructions in the right order]
	Art Package for cross curricular tasks

Move a programmable robot around Aramazu.
	Aramazu floor map
	3.Enjoy and achieve




P.E.

	Dance activities

Pupils should be taught to:

· use movement imaginatively, responding to stimuli, including music, and performing basic skills [for example, travelling, being still, making a shape, jumping, turning and gesturing]

· change the rhythm, speed, level and direction of their movements

· create and perform dances using simple movement patterns, including those from different times and cultures

· express and communicate ideas and feelings
	Use clumsy, careless words to create movements for Herman, graceful words for Hermia.

Create dance 


	Stories: “Herman”, “Tempora”
	3.Enjoy and achieve


GEOGRAPHY

	2a Skills: Geographical Vocabulary

2c Use maps


	Play & Use vocabulary to talk about/answer questions about the  story & map: hills, river, street, road, bridge, forest, wood, near, far, nearer, further,


	Stories: “Herman”, “Tempora”

A4 & floor map:


	3.Enjoy and achieve

	2e Make Maps/Plans
	Groups put features on map of Aramazu 

& other ‘lands’ (extension)


	
	3.Enjoy and achieve


HISTORY

	1a Place events in chronological order:

1b Use common words relating to passing of time


	Professor Stone finds artefacts and needs to order them for museum rooms

before, after, a long time ago, earlier, later, (see NC maths vocab)
	
	3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being

	6d Use past events from history of Britain  & wider world
	Professor Stone meets people on his adventures
	
	3.Enjoy and achieve


MUSIC

	Creating and developing musical ideas - composing skills

2. Pupils should be taught how to:

· create musical patterns

· explore, choose and organise sounds and musical ideas.

Responding and reviewing - appraising skills

3. Pupils should be taught how to:

· explore and express their ideas and feelings about music using movement, dance and expressive and musical language

· make improvements to their own work.

Breadth of study

5. During the key stage, pupils should be taught the Knowledge, skills and understanding through:

· a range of musical activities that integrate performing, composing and appraising

· responding to a range of musical and non-musical starting points

· working on their own, in groups of different sizes and as a class
	Ostinato patterns based on the rhythm of the train

Invent rhythmic patterns using characters names

Fast/slow rhythms to represent different characters

Recognising pulse and rhythm. Use giant steps to create a pulse and feel time, add rhythmic patterns over the top.

Think about different types of clock and ticking speed. Create different speeds with a metronome, then imitate. 


	Stories: “Herman”, “Tempora”
	3.Enjoy and achieve


PSHCE

	1a Recognise what is fair & unfair, right & wrong

1b Share opinions on what matters to them & explain their views

2a Take part in discussions

2b Take part in a simple debate about topical issues

2d agree and follow rules for discussions

2c recognise choices & difference between right and wrong  

3a Make simple choices that improve health and well being

3b maintain personal hygiene 

4e Recognise there are different types of teasing and bullying, that bullying is wrong & how to get help

4a Recognise how their behaviour affects other people

4c Identify & respect differences & similarities between people

4d Understand family & friends should care for each other

4b Listen to other people and play and work cooperatively

3d Understand the process of growing old & how people’s needs change


	Use illustrations from stories for discussion based on choices, justifications etc

Herman’s treatment of others & by others

How the Time Wasters Gang behave to others

How many good/bad choices did Herman/Hermia make? 

Role play on how Tempora worked with others

Discussion on Herman’s wish to return now he is older.
	
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


YEAR 2 ARAMAZU OVERVIEW

BOOK 3 – Aramazu Finds the Minutes

How the minutes are the steps up and down each hour-the minute ladders.

The minute hand and counting the minutes.

The three questions to ask: Foot?  Foot?  Finger?

BOOK 4 - Aramazu : The Learn to Tell the Time Right Now Book

For older children: KS2 and above

TOPIC PLANS

with lesson plans, worksheets, homework, games & quizzes

STORIES

 supported by the 

Graded Reading Series linked to Letters and Sounds

4 stories coming shortly

	NC / NNS / NLS

P.o.S.

Skills, Knowledge & Understanding
	TASK


	ARAMAZU RESOURCES

Lesson Plans (LP), Worksheets (W), Homework (H), Board Games (BG), Computer Games(CG), Quizzes (Q)

Books, Stories,
	ECM

1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


NUMERACY  Block D

	Unit 1

I can estimate how long an activity might take, then check using a timer


	Estimate & measure time to make Tempora Time sticks, take giant steps, dress up etc
	Lesson Plan: Y2-D-U1-LP1

Worksheet: Y2-D-U1-W1 Homework Y2-NUM-D-U1-H1

Stories: “Herman”, “Tempora”
	3.Enjoy and achieve



	Unit 1

I can tell the time when it is something o’clock or half past


	12 children stand in circle with numbers 1 -12 written on mountains. They take turns to stand in centre and move foot. At 3 o’clock number 3 stands and says 3 o’clock.
	Lesson Plan: Y2-D-U1-LP2

Worksheet: Y2-D-U1-W2

Game: Y2-NUM-D-U1-BG2

Homework: Y2-NUM-D-H2
	3.Enjoy and achieve



	Unit 2

I know that one hour is the same as 60 minutes


	Children sit in circle and count around circle in 5s

(5 minutes, 10 minutes etc)

When it gets to 60,  all shout “1 hour”  Variations – see plans
	Lesson Plan: Y2-D-U2-LP3

Worksheet: Y2-D-U2-W3

Homework: Y2-NUM-D-U2-H3


	3.Enjoy and achieve



	Unit 2

I can tell the time when it is quarter past, half past or quarter to


	12 children stand in circle with numbers s 1 -12 on mountains

They take turns to stand in centre and hold hand/foot. Moves hand.  At quarter past 3 Child stands: says ‘quarter past’ 
	Lesson Plan: Y2-D-U2-LP4

Worksheet Y2-D-U2-W4

Homework: Y2-NUM-D-U1-H4
	3.Enjoy and achieve



	Unit 2

I know that quarter past three is 3.15
	
	
	3.Enjoy and achieve



	Unit 3

I know there are 24 hours in a day


	IWB picture of 24 windows & class discuss ideas of what happens during day and drag pictures & labels into appropriate windows.
	Lesson Plan Y2-D-U2-LP5 

Worksheet Y2-D-U2-W5&5b 

IWB Aramazu windows

Homework  Y2-NUM-D-U3-H5
	1.Be healthy

3.Enjoy and achieve



	Unit 3

I can use a clock face to help me count in steps of five minutes
	Children sit in circle and count around circle in 5s (see U2)

(5 minutes, 10 minutes etc)

When it gets to 60,  all shout “1 hour” Variations – see plans
	Lesson Plan Y2-NUM-D-U3-LP6

Worksheet Y2-NUM-D-U3-W6

Homework: Y2-NUM-D-U3-H6
	3.Enjoy and achieve




LITERACY 
 NLS

	Narrative Unit 1

Stories with Familiar Settings
	Implies using setting familiar to children – home/school etc. Could be adapted to use the land of Aramazu
	
	

	Narrative Unit 2

Traditional Stories
	N/a: requires a well known traditional story but could be adapted to use Aramazu story & write from point of view of a character: Herman, Tempora etc
	
	

	Narrative Unit 3

Different Stories by the same Author
	n/a: requires famous author
	
	

	Narrative Unit 4

Extended stories/Significant Authors
	n/a: requires famous author


	
	

	Non Fiction Unit 1

Instructions
	Use Aramazu as inspiration: Instructions for making a giant breakfast, an Aramazu clock, etc
	Story: “Herman”
	1.Be healthy

3.Enjoy and achieve 

	Non Fiction Unit 2

Explanations
	Explain

-how you make a waterproof hat for Giant Herman

-how to spend a day or see the sights,  in Aramazu
	Story: “Herman”
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being

	Non Fiction Unit 3

Information Texts
	Create a class/group book about timing equipment.

Individual children create book about a wizard /Father Time/ Professor Stone who lives in/near Aramazu: 

Link to Art task
	
	3.Enjoy and achieve



	Non Fiction Unit 4

Non Chronological Reports
	Create a non chronological report on giants 

( e.g.Herman) and princesses (e.g. Tempora)
	Stories: “Herman”, “Tempora”
	3.Enjoy and achieve



	Poetry Unit 1

Patterns on the Page
	Use rhymes based on  Aramazu characters


	Stories: “Herman”, “Tempora
	3.Enjoy & Achieve

	Poetry Unit 2:  

Really Looking
	n/a: relies on children’s firsthand experience
	
	

	Poetry Unit 3

Silly Stuff
	Using characters of Aramazu as inspiration


	Stories: “Herman”, “Tempora
	3.Enjoy & Achieve


SPEAKING & LISTENING

	to interpret a text by reading aloud with some variety in pace and emphasis

to explain their views to others in a small group, and decide how to report the group’s views

to the class
	Children read to group favourite part of story using book at appropriate level.

Group asks the reader questions.

Report on answers to questionsto class.
	Stories: “Herman”, “Tempora
	3.Enjoy and achieve



	to retell stories, ordering events using story language

to describe incidents or tell stories from their own experience, in an audible voice

to listen with sustained concentration

to ask and answer questions, make relevant contributions, offer suggestions and take turns
	Retell story after reading an Aramazu story, at their level, around group.

Partners devise questions & ask group.


	Stories: “Herman”, “Tempora
	3.Enjoy and achieve



	to explore familiar themes and characters through improvisation and role-play

to act out own and well-known stories, using different voices for characters

to discuss why they like a performance
	Act out part of story
	Stories: “Herman”, “Tempora
	1.Be healthy

2.Stay safe

3.Enjoy and achieve




SCIENCE

	1.Scientific Enquiry

3c Materials & their Properties

· Grouping

· Changing

· .
	Herman is stupid. He needs appropriate materials. He has chosen the wrong materials for his house, clothes etc. 

Explain why and suggest better alternatives

-fabric, wood, glass, metal, plastic, stone, pottery

Investigate ice lollies made In D&T & suggest other foodstuffs which could make ‘time sticks’ in D&T


	Story: “Herman”

Story: “Tempora”
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

5.Achieve economic well-being


DESIGN & TECHNOLOGY

	5c Design & Make assignments including food
	Make ice lollies with different flavours (time sticks)to sell for school council funds


	Story: “Tempora”
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


ART & DESIGN

	4a/b/c Knowledge & understanding
  Difference & similarities in the work of artists, craftspeople & designers in different times &  cultures
	Stimuli for task:

1.Pictures by artists including illustrators of 

giants e.g. Polymethus, Gulliver

2.Portraits of princesses 

3.Wanted posters/photos
	
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being

	5a Explore a range of starting points including stories

5b Work on their own/collaborate at a variety of scales, 2 & 3 dimensions

5c Use a range of materials/processes

5d Investigate different kinds of art


2a/b/c Investigating3a/b Evaluation

1a/b/ Exploring & Developing Ideas
	Collage:    Make group collage of giant.

Painting:   Individuals paint portraits of previous presidents or princesses of Aramazu

ICT:            Pairs, (including involvement of KS2 pupils) create a wanted poster, using art package and imported photos  for Herman/Tempora / Hermia
	 Story: “Herman”

President Pickles Story to follow will refer to previous presidents
	3.Enjoy and achieve

4.Make a positive contribution


ICT

	3a Share ideas by presenting information in variety of forms

3b Present their work effectively

5b Explore a variety of ICT tools

2c Plan and give instructions to make things happen [for example, programming a floor turtle, placing instructions in the right order]
	See Art: Using photos, images, art package etc to produce wanted posters

See Literacy: Instructions NLS

Travelling around Aramazu 
	Stories: “Herman”,  “Tempora”
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


P.E.

	Dance activities

Pupils should be taught to:

· use movement imaginatively, responding to stimuli, including music, and performing basic skills [for example, travelling, being still, making a shape, jumping, turning and gesturing]

· change the rhythm, speed, level and direction of their movements

· create and perform dances using simple movement patterns, including those from different times and cultures

· express and communicate ideas and feelings
	Use clumsy, careless words to create movements for Herman.


	Stories: “Herman”,  “Tempora”
	1.Be healthy

2.Stay safe

3.Enjoy and achieve




GEOGRAPHY

	2a Skills: Geographical Vocabulary

2c Use maps

2e Make Maps/Plans
	Use vocabulary to talk about/answer ques about the  story & map

Identify places on map using coordinates (B1 etc) & compass. Give Herman directions.

Make map of new land using coordinates & compass
	Stories: “Herman”,  “Tempora”
	2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


HISTORY

	1a Place events in chronological order:

1b Use common words relating to passing of time:


	Professor Stone, time travelling archaeologist, brings back artefacts & they need to be put into right room in museum. 
	Professor Stones to follow soon.
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being

	6d Use past events from history of Britain  & wider world
	Professor Stone reports back with artefact from famous person or event.
	Professor Stones to follow soon.
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


MUSIC

	Creating and developing musical ideas - composing skills

2. Pupils should be taught how to:

· create musical patterns

· explore, choose and organise sounds and musical ideas.

Responding and reviewing - appraising skills

3. Pupils should be taught how to:

· explore and express their ideas and feelings about music using movement, dance and expressive and musical language

· make improvements to their own work.

Breadth of study

5. During the key stage, pupils should be taught the Knowledge, skills and understanding through:

· a range of musical activities that integrate performing, composing and appraising

· responding to a range of musical and non-musical starting points

· working on their own, in groups of different sizes and as a class
	Explore ostinato based on names of characters from Aramazu, different ticking sounds from clocks. 

How is time written in music? Look at formal notation and the concept of time. Link with ‘wait a second’ = a crotchet.

Theme tunes for each character based on pentatonic.

Build up layers of sound to show how pulse represents the passage of time, and rhythm is layered over pulse in different ways.

Explore how pitch can move up and down a ladder, but the sound changes, just as time moves up and down ladders.
	Stories: “Herman”,  “Tempora”
	3.Enjoy and achieve




PSHCE

	1a Recognise what is fair & unfair, right & wrong

1b Share opinions on what matters to them & explain their views

2a Take part in discussions

2b Take part in a simple debate about topical issues

2d agree and follow rules for discussions

2c recognise choices & difference between right and wrong  

3a Make simple choices that improve health an well being

3b maintain personal hygiene 

4e there are different types of teasing and bullying, that bullying is wrong & how to get help

4a recognise how their behaviour affects other people

4c identify & respect differences & similarities between people

4d family & friends should care for each other

4b listen to other people and play and work cooperatively

3d the process of growing old & how people’s needs change.
	Use A4 pictures showing different parts of stories & sort/discuss right/wrong, fair/unfair

Imagine a trial for Herman, Hermia, Tempora.

Role play key parts of stories e.g. where Herman makes (bad) choices, behaves antisocially etc

Freeze frame & ask children what people in story are thinking.

If Herman always makes bad choices what will his health be like & why

Hermia left because of what people were saying: 

Time wasters turn people upside down

sort & discuss comments from speech bubbles

Herman says he was unhappy at school-speech bubbles show what some of his class mates said to/about him. Sort & discuss

Herman needs to return and comments that it’s important as he’s getting old
	Stories: “Herman”,  “Tempora”
	1.Be healthy

2.Stay safe

3.Enjoy and achieve

4.Make a positive contribution

5.Achieve economic well-being


