
                                    Maths 
 

We will continue to follow the Herts Essentials 

framework for maths. We will be continuing to develop 

our understanding of fractions, before moving on to 

explore measures. We will learn to calculate perimeter, 

area and volume, to compare metric and imperial units 

(miles, pints etc) and to estimate quantities using both 

systems. Drawing all of our understanding together, we 

will then learn to solve a wide variety of problems 

involving measures of mass, capacity, length, area and 

time. As always, we will also continue to practice our 

arithmetic skills every day. Year 6 will also continue with 

their Monday Booster sessions, as they prepare for 

their SATs tests in May. 

Computing 
 

As we continue to develop our understanding of coding 

in Python, we will be learning to create simple graphics, 

so that our games can move from text-based to visual. 

There are loads of opportunities to try this out at 

home, too - start at python.org.  



                                    Maths 
 

 Convert between different units of metric measure (kilometre and         
metre, gram and kilogram, litre and millilitre etc). 

 Use approximate equivalences between metric units and common imperial 

units (inches, miles, pints etc). 

 Estimate volume and capacity. 

 Solve problems involving converting between units of time. 

 Use all four operations to solve problems involving measure. 

 Calculate the area of rectangles, triangles and parallelograms.  

 Recognise that shapes with the same area can have different perimeters 

and vice-versa. 

 Recognise acute, obtuse and reflex angles. 

 Measure and plot angles to the nearest degree. 

 Solve algebraic equations. 

 Add, subtract, multiply and divide fractions. 

 Plot points, lines and shapes on a coordinate grid. 

 Know how to translate a shape on a coordinate grid. 

Computing 
 

 Learn and use simple programming terms. 

 Sequence instructions to achieve a specific outcome. 

 Predict what might happen in a game when given specific             

commands. 

 Modify instructions using repeated commands. 

 Evaluate our own work and that of others. 


