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Our Learning Together: How We Learn in Each Subject

The skills and /earvnmg ver-bs we use in Year 2.

This booklet is about what we do to be scientists, historians, geogr*apher*s, artists and de-
si.gn.er*s

Our big question is:

“What do we need to do to be scientists, historians, 9eogrvo.pher~s, artists and deslgnervs?"

Inside this booklet you will find the key action words (verbs) children use in Year 2.
These verbs show how children observe, explorve, compare, d.es'LgrL, expla'Ln. and evaluate,

helpln.g them think and work like su.bject experts and supporting leannln.g at home.
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In Year 2, children learn blj d.oi.n.g, ’chi.n.lai.ng and expl.a.i.n.—

ing. Theg observe co.rvefu[lg, compare ideas, use evidence
and explo.’m their th'mla'mg cleahlg.

This booklet shows the action words we use to help chil-
dren learn in dlﬁer“ent subJects. These words expla'm what

children do when theg are bemg:

. scientists

. historians

. geographers
. artists

. designers

Us'mg these words he[ps children:

. understand their [eo.rvn'mg more deeplg
. explo.'m their ideas and give reasons
. use what theg know in dtﬁervent su.bjects

Families can support Leo.rvn'mg at home bt_.j:
. using the action words when to.lla'mg tcgetherv

. o.sla'mg questions like “How do you know?” ”W/L_(/ do
you think that?” or "What would you change next
time?”

Science

A Year 2 Scientist asks queszf[ons, tries zf/zmgs
out, and talks about what /za,o,oens. T/le_t/
group and measure t/u'ngs, test ideas, record

their ocbservations, notice /oattervns, and ex-

p/a[n what zf/zeyf[na’.

clas Si.]tg % features

group th'mgs based on their

measure

use s'LmP[e tools to check size,

Tﬂ weight, or amount
[T T

test % 2 try things out to see what

happens

I"’QCO'I"’CJ.

write, draw, or chart what

happens

Ld,en_tL](H po.ttervns notice what happens often

QXPI.G.LI'\ Eéggj say why something happens




History

A Year 2 Historian begins to compare, se-
quence and ask guestlans about the /oast. 7712_(/

use sources to [nfervlorvet [nfarmat[an and ex-

E 0 E Io/a[n W'/ly events /La/o/oened ar- W'/ly peap/e

acted as L‘/zey did.

ask 7

to think of and say questlons
about the past to f’md out

maonre

CO‘ITLPCLI’"Q ® @

g._.

to look at two or more th'mgs
and say how theg are the

same or dlﬂehent

sequence

o o
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to put events in the order

they happened

Lntehphet .
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to work ocut what a picture,
object, or source tells us

about the past

expla'm @
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to give reasons for why some-
thing happened or why some-
one acted as they did

justfy (D)

to give reasons to SU.PPO‘I’”{'.
your ideas about hi.StO'I'”lj

Geog Paphg A Year 2 Gea_gr*a,o/ler* beg[ns to comparee, exp/am
and ask questians about p/aces and environments.
7712_(/ use maps and aem’a//o/lofagrvalo/ls to inter-
/ofvezf 9eagfvap/z[ca/featurves and suggesf reasons
fovv /oazfzfefvns zf/zey notice.

ask 7

to think of and say questicms to
f’md out more about places or

featurves

CO'm.PO.r"Q @® ® [to look at two or more p[aces,
§HX featu,r“es, or environments and

describe how theg are the same

or dlﬂervent us'LrLg evidence

LntePpPet to look at maps or photographs
®®) land work out what they tell
O

SO'U,
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QXPLG.LI'\, to give reasons whg scmethmg

happens or why places are like

they are
5u99€$t to give ideas or answers based
on what you know or have
<"

found out
justify (0]

to give reasons to su.ppcr*t your

ideas about geography




Design &
Technology

N

A Year 2 Designer/Maker plans, makes, and evalu-
ates /orvaa’ucts with increasing [na’e/oena’ence. T/Ley
exlo/a[n their des[gn choices, test their ideas, and
suggest improvements based on how well their

Iorvaa' uct works.

A Year 2 Artist begms to make t/zo-ug/ztfu/ chaoices
in their artwork. T/zey use a’rvawlng and /oa[m.‘mg
zfec/ln[ques with 9r~eafefv control, cbserve details

and rvef/ect on their creative decisions to improve

and de Velolo ideas.

plo.n ﬁ%
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to think co.r*efullg about what

to make, anludlng steps

select _
9

to choose materials, ccmpcnents,
and tools that best suit the de-

s'LgrL purpose

to look clcse[g at cbjects, art-
works, or the environment to
notice details, shapes, and col-

ours

make /&
IS

to construct a pr”cdu,ct with in-
creasing accuracy
=

select m

Ggo

to choose materials, tools, or
technlqu.es that suit the purpose
of the artwork

Q@)

evaluate ® =

++

to think about how well a
product works and whether it

meets the design goal

'mervove 7
%k

to o.d.o.pt or change a dengn to
make it work better or be more
eﬁectlve

d.e\relcp/
)
'mervc\re éé

to build on ideas and skills
over time, trying new tech-
niques to make the artwork
more interesting

explam @

=

to give reasons for design
9 9

choices

Peflect

to think about their own or
others artwork and how it

could be improved

i

compar“e §4—PX

to look at dlﬁehent phoducts or
deslgns and explai.n what is

similar or different and why

expla'm @
<

to talk clearly about their art-
work, sho.rv'mg what theg made/
how they made it

compare {“’X
.

to look at two or more art-
works and talk about how theg

are similar or diﬁehent




