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Asking Questions 

1. Science is about 

a. observing the world (watching and 

listening) 

b. asking questions about nature and how 

the world works 

c. coming up with ideas and explanations 

that explain what we see 

d. testing our ideas to see if they are true 

e. using our knowledge and skills to solve 

problems and improve lives 

2. A scientific question is one that  

a. Can be answered 

b. Can be tested or measured 

 

Staying Safe 

3. A hazard is something that can cause 

harm 

4. A risk is the harm that might happen to 

you or someone else 

5. A precaution is what you do to prevent 

a hazard from causing harm 

 

Cells

 
6. Living things are called organisms 

7. All organisms carry out the 7 life 

processes: movement, respiration, 

sensitivity, growth, reproduction, 

excretion and nutrition 

8. All living things are made of cells 

9. Unicellular organisms are made of only 

one cell e.g. bacteria 

10. Multicellular organisms are made of 

many cells e.g. humans 

11. Animal and plant cells contain a 

nucleus, cell membrane, mitochondria 

and cytoplasm 

 

12. Only plant cells contain a cell wall, 

vacuole, and chloroplasts 

 

 

13. The nucleus controls the cells activities 

because it contains DNA 

14. The cell membrane controls what enters 

and leaves the cell 

15. The cytoplasm is a jelly-like substance 

where reactions happen 

16. The cell wall surrounds plant cells and 

provides strength and support 

17. The chloroplasts are where 

photosynthesis take place to make food 

(glucose) for the plant and contain 

chlorophyll to absorb sunlight 

18. The vacuole contains a liquid that stores 

substances for the cell and keeps it rigid 

 

Specialised Cells

 
19. Specialised cells have different 

structures that let them carry out their 

function 

20. Sperm cells: Their function is to swim to 

the egg cell for fertilisation. The structure 
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that helps them to do this is a tail for 

swimming 

 

 

 

21. Neurons (nerve cells): Their function is to 

send messages to control the body. The 

structure that helps them to do this is a 

long axon and connections at the ends 

 

 

 

 

22. Leaf cells: Their function is to take in lots 

of sunlight (for photosynthesis to make 

food). Their structure helps them to do 

this as they have lots of chloroplasts 

 

 

 

 

 

 

23. Root hair cells: Their function is to take in 

lots of water. To help them to do this, 

their structure consists of a large surface 

area to take water in 

 

 

 

 

 

 

Microscopes 

24. A microscope is used to make 

something small appear much larger 

25. The parts of a microscope are: eye 

piece lens, stage, objective lenses, 

handle/arm, light/mirror, coarse focusing 

wheel, fine focusing wheel 

 

26. To calculate the magnification of an 

image seen under the microscope, this 

equation can be used:  

Magnification = eyepiece magnification 

x objective lens magnification 

27. The following method should be used to 

observe something under the light 

microscope:  

a. Place the specimen under the clips on 

the stage 

b. Move the objective lenses so that the 

lowest magnification is facing the 

specimen 

c. Move the stage up towards objective 

lens using the coarse focus wheel 

ensuring that is does not touch it 

d. Place your hand on coarse focus wheel 

and look through the eyepiece lens  

e. Move the coarse focus wheel slowly 

away from you so that the stage moves 

down 

f. When the image becomes clearer, use 

the fine focus wheel instead and focus 

the image to make it clear 
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Cell Organisation 

28. A group of the same cells working 

together is called a tissue 

29. A group of tissues working together for 

the same function is called an organ 

30. A group of organs working together for 

the same function is called an organ 

system 

31. There are many organ systems in the 

human body including: respiratory, 

excretory, nervous, muscular, circulatory, 

skeletal and digestive 

 

32. Multicellular organisms require organ 

systems to carry out life processes 
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The Three States of Matter 
 

1. The three states of matter are solids, 

liquids and gases 
 

2. Solids, liquids and gases have different 

physical properties: 
 

 
 

The Particle Model 
 

3. All matter is made from tiny particles 
 

4. The arrangement of particles affects the 

properties of the substance 
 

5. The three states of matter can be 

represented by a simple model, in which 

the particles are represented by small 

circles 

 

 

 

 

         Solid            liquid            gas 

 

6. Particles in a solid are arranged in a 

regular pattern, touch each other and 

vibrate on the spot 
 

7. Particles in a liquid are arranged 

randomly, are touching and move freely 
 

8. Particles in a gas are arranged randomly, 

do not touch and move freely 

 

9. Some substances expand when heated. 

This is because when heated, particles 

have more energy. They vibrate more. The 

space between particles is bigger. 

 

 

 

 

Changing State 
 

10. Changes of state involve the rearrangement 

of particles. The particles themselves do not 

change. 

 

11. A substance melts when it changes from a 

solid to a liquid 

 

12. When a solid melts, the particles gain energy 

from the surroundings, so they begin to 

vibrate faster. The particles move away from 

their places in the arrangement and start to 

move around more.  
 

13. A substance freezes when it changes from a 

liquid to a solid 

 

14. When a liquid starts to freeze, its particles 

move more slowly as they lose energy to the 

surroundings. The particles form a regular 

arrangement and vibrate on the spot. 
 

15. Melting and freezing of a substance happens 

at a certain temperature called the melting 

point 
 

16. A substance boils when it changes from a 

liquid to a gas 

 

17. During boiling, a liquid is heated. The particles 

gain energy. They move further apart. This 

forms a gas. 
 

18. A substance condenses when it changes 

from a gas to a liquid 

 

19. During condensation, a gas cools. The 

particles lose energy. They move closer 

together until they are touching. This forms a 

liquid. 
 

20. Boiling and condensing take place at the 

boiling point. 

 

21. The boiling point is the temperature at which 

a liquid changes into a gas. 
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22. When boiling occurs, Bubbles of the 

substance rise up to the surface and 

escape into the air.  

23.  
 

 
 

 

24. The particles in a solid can vibrate in a 

fixed position and cannot move from 

place to place because they do not have 

enough energy to overcome the forces 

that attract the particles towards each 

other 

 

25. The particles in a liquid are able to move 

around each other because they have 

more energy than particles in a solid but 

not enough to completely overcome the 

forces of attraction  

 

Heating substances 

 

26. A Bunsen burner, electric heater and 

water bath can all be used to heat 

substances. 

 

 

 

Diffusion 

 

27. Diffusion is the movement of particles from a 

high concentration to a low concentration. 

 

 
 

The particles of red gas diffuse over 2 minutes. The 

particles of the red gas move from a higher 

concentration to where the concentration is 

lower. 

 

28. Diffusion happens in liquids and gases 

because particles are free to move 
 

29. Diffusion cannot happen in solids because 

particles in a solid are not free to move 
 

30. Diffusion happens faster when the particles in 

a liquid or gas are moving faster after heating 

 

 

Variables 
 

31. A variable is anything that can change or be 

changed. 

 

32. The independent variable (IV) is the variable 

you change (the variable you want to 

investigate)  
 

33. The dependent variable (DV) is the variable 

you measure because it depends on the IV 
 

34. The control variables (CV) are the variables 

you keep the same because they could 

affect the dependent variable 

 

 

 

 

 

 

 

 

 

Gas Pressure 
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35. Gas pressure happens because of 

particles colliding with the walls of a 

container  

 

36. Increasing the size of the container 

decreases the gas pressure as there will 

be less collisions.  

 

37. Decreasing the size of the container 

increases the gas pressure as there will be 

more collisions. 

 

38. The deeper underwater you travel, the 

greater the pressure. 

 

39. The higher up you go into the 

atmosphere, the less the pressure. 

 

 

40. Greater pressure compresses gas particles 

so they are closer together and have a 

smaller volume 

 

Density and volume 

 

41. Density is defined as the mass per unit 

volume of a substance. 

 

42. Density = mass ÷ volume 

 

 

 

 

 

 

 

 

 

43. If an object has an irregular shape, the 

volume can be measured using a 

displacement can, or Eureka can. 

 

44. The displaced water in the cylinder 

occupies the same amount of space as the 

irregular object. The volume of water in the 

graduated cylinder is equal to the volume of 

the object. 

 

 
 

 

 

 

 

 

volume = length x width x height 
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The Rules
Starting the game: A game starts with a tip-off. The
referee throws the ball into the air in the centre circle
and two opposing players jump up and try to tap it away
to gain possession.
Method of scoring: Points are scored when the ball
goes through the basketball hoop. If a successful shot is
taken inside of the 3 point line, then 2 points will be
awarded. If a successful shot is taken from outside of
the 3 point line, then 3 points will be awarded. 1 point
can also be scored from each successful free throw
taken.
Fouls: A foul has been committed if a player hits,
pushes, holds or charges at an opponent. If a foul is
made during game play, there will be a turnover taken
from the side line or baseline. If a foul is made whilst a
shot is being taken, then a free throw will be awarded.
Violations: 
Double dribbling: A player must not dribble with 2
hands 
or pick up the ball after dribbling and start dribbling
again.
Travelling: A player can only take 2 steps after catching
the ball.
Back court violation: Once an attacking player has
dribbled the ball forward past the half way line, they
must not take it back across whilst it is in their
possession.
Time restrictions: The team in possession has 24
seconds on the shot clock, to make a shot.
If a violation is made, a turnover will occur and the
ball will be given to the opposing team.
 

Basketball
Passing - Sending the ball
Receiving - Catching the ball
Dribbling - Running whilst bouncing the ball in an attempt to
beat an opponent
Man marking - Guarding a specific player to prevent them
from having success on the ball
Zonal marking - Guarding a specific player to prevent your
opponents from gaining success
Tackling - To dispossess an opponent of the ball
Interception - Preventing a pass between players
Attacking - Making an attempt to score by passing or driving
forward with the ball
Layup - A shot taken close to the hoop whilst a player is
moving
Free throw - A shot given to a player after a foul, taken from
the free throw line
Rebound - Gaining possession of the ball after a shot
Turnover - When an offensive team loses possession of the
ball
Travelling - Moving without dribbling the ball
 

Point guard (PG) - They are quick and lead their team to assists
and can create opportunities for themselves.
Shooting guard (SG) - Score 3 pointers with ease, create space
and are strong defenders.
Small forward (SF) - Responsible for scoring, defending and
often rebounds.
Power forward (PF) - Score close to the basket and mid-range
jump shots. 
Centre (C) - Usually plays near the baseline or close to the
basket, they gather rebounds and contest shots.

KS3Key Terminology

Positions

Dribbling
Passing and receiving
Defending
Shooting
Lay up and rebounding
Game play
Assessment

Lesson Overview
1.
2.
3.
4.
5.
6.
7.



Knowledge Organiser- British Values and the Golden Rule 



Formations 
Shapes or patterns
created in space by

dancers. 

Choreography 
The art of creating

dance. 
Extension 

Lengthening one or more
muscles or limbs. 

Dance KS3

Key Terminology

Levels 
Distance from the ground:

low, medium or high. 

Motif 
A movement phrase

encapsulating an idea that
is repeated and developed

throughout the dance. 

Timing 
The use of time or counts

when matching movements
to sound and/or other

dancers. 

Unison 
Two or more dancers
performing the same

movement at the same time. 

Canon 
When the same movements

overlap in time. 



Plyometric Training
Involves high-impact exercises that teach the muscles to perform

their maximum contractions faster; to be more powerful. E.G
jumping, hopping and bounding.

The Muscles

Agility - The ability to move and change direction quickly, at speed,
whilst maintaining control.
Balance - The ability to keep the body stable by maintaining the centre
of mass over the base of support. There are two types of balance:
Static: A balance is performed with little or no movement. E.G a
handstand.
Dynamic: A baalnce is performed when movement takes place. E.G a
cartwheel.
Cardiovascular endurance - The ability of the heart and lungs to supply
oxygen to the working muscles.
Flexibility - The range of movement possible at a joint.
Muscular endurance - The ability of a muscle or muscle group to
undergo repeated contractions, avoiding fatigue.
Power - Strength X Speed
Reaction time - The time taken to start responding to a stimulus.
Speed - Distance ÷ time.
Strength - The ability to overcome resistance
Coordination - The ability to use two or more different parts of the body
together, smoothly and efficiently.
 
 
 

Fitness

Types of Training

KS3Components of Fitness

Maximum heart rate =
220-age

Circuit Training
Involves completing a series of
exercise, called stations, which

are completed one after another,
with a brief period of rest

inbetween.
Continuous Training

Involves working for a sustained
period of time without rest.

Interval Training
Involves alternating between

periods of work and periods of
rest.

Fartlek Training
Fartlek is a Swedish word meaning
'speed play'. It involves periods of

fast work with intermittent periods
of slower work.

Static Stretching
Involves holding a stretch for up

to 30 seconds.

Weight Training
Weight training involves the use of

weights or resistance to cause
adaptations to the muscles. 

Repetitions 
The number of times an

individual activity is
performed.

Sets
 A group of
repetitions.

Aerobic Anaerobic



Key terminology
Passing - Sending the ball to another player
Receiving - Getting the ball from another player
Dribbling - Running with the ball in an attempt to
beat an opponent
Jockeying - Is the defender's skill of keeping
between the attacker and their intended target
(usually the goal)
Tackling - To dispossess an opponent of the ball
Marking - A way to prevent your opponent from
receiving or passing the ball, or taking a shot
Attacking - Making an attempt to score
Crossing - A cross is a medium to long range pass
from a wide area of the field towards the
opposition's goal
Shot - Attempting to score a goal
Offside - Moving into an area where you're not
permitted
Interception - Preventing a pass between players
 

FootballThe Football Pitch Player
Positions

KS3

Goalkeeper - To prevent the opposing team from
scoring.
Defenders - A defender is an outfield player whose
primary role is to prevent the opposing team from
scoring goals.
Midfielders - Midfielders are generally positioned on
the field between their team's defenders and forwards.
Strikers - Strikers are the players on a football team
who play nearest the opposing team's goal, and are
therefore the most responsible for scoring goals.
 

Passing and receiving
Dribbling and turns
Shooting
Heading
Attacking
Defending
Assessment

Lesson Overview 
1.
2.
3.
4.
5.
6.
7.

 

Starting the game - The game begins with the toss of a coin, and the winning captain
decides which goal to defend or to take the first kick off.
Method of scoring - A goal is scored when the ball has completely crossed the goal
line, provided that no other infringements have taken place.
Fouls - A foul has been committed if a player trips, kicks, pushes, charges another
player recklessly, striking of any king, makes a tackle but connects with the player
before the ball, deliberately handles the ball, obstructs an opponent or prevents them
from releasing the ball.
Freekicks - Used to restart play after a foul or infringement has taken place. They are
usually taken from the place from which the offence was committed. Free kicks can be
direct (where the free kick taker may score directly) or indirect (where the free kick
taker and a second player must touch the ball before a goal can be scored.
Penalty kick - A penalty kick is awarded for a foul committed by a defending player in
their own penalty area. The kick is taken from the penalty spot and all other players
except for the goal keeper and penalty taker must be at least 9.15m from the spot.

Rules of the Game



The Rules Handball
Throw and catch the
ball using hands and
arms.
Pass the ball to a
team mate.
Bounce the ball with
one hand and catch
it again.
Take a maximum of 3
steps with the ball.
Move outside the
goal area.
Touch the ball in the
air above the goal
area.
Break through the
defence.
Pass the ball in order
to create a scoring
chance.
 
Use the hands and
arms to block the
ball.
Make a frontal body
contact with the
attacking player.
Stay outside of the
goal area.
Stay 3m away from
an opposing player
when restarting the
game.

Free throw to the
defending team.
 
Free throw to the
defending team.
Free throw to the
defending team.
 
Free throw to the
defending team.
Goalkeeper throw.
 
Goalkeeper throw.
 
 
Free throw to the
defending team.
Free throw to the
defending team.
 
 
Free throw to the
attacking team.
 
Free
throw/progressive
punishment.
7 metre throw.
 
Progressive
punishment.
 
 
 

Goalkeeper — the player who defends the
goal with just about every part of the body! The goalkeeper is the
only player who can touch the ball with their feet.
Centre — a creative handball player who directs play in both
defence and attack. Also known as the ‘playmaker’ and
sets up the tactics and the players in shooting positions.
Left and right backs — usually the largest players on
the handball team. When defending, they try to block shots, and in
attack they are the long-range handball shooters.
Circle runner — the creative force in attack
and disruption to opponents when defending. The circle runner is
quick and gets in among opposing defenders to either create
openings for teammates or to get into a good scoring position
themselves.
Left and right wingers — the fast players who patrol the sides of
the court. They counter opposing wingers and in attack look to
create openings for others, or shoot from the more difficult angles.
Substitutes — substitution is allowed at any moment, without limit
and without time stoppage. There are seven substitutes on the side
lines for each handball side. But a substitute can’t play until the
player they are swapping for is off the court.
The officials — there are four handball officials: a scorekeeper; a
timekeeper, and two referees who control the play at close quarters.

KS3
Playing Positions and Officials

Allowed Not Allowed Consequences
Block or kick the ball
using your feet.
 
Hold the ball for more
than 3 seconds.
Bounce the ball, catch
it and bounce it again -
dribble fault.
Take more than 3 steps
with the ball.,
Enter the goal area.
 
Touch the ball lying in
the goal area.
 
Charge the opponent.
 
Keeping the ball in
possession without
creating a scoring
chance - passive play.
Pull or hit the ball out
of the hands of the
attacking player.
Hold the attacking
players shirt/body,
push/run into them.
Use the goal area as a
defence position.
Interfere with a player
attempting to restart
the game.

Passing
Dribbling
Shooting
Blocking
Defensive play
Attacking play
Assessment

Lesson Overview
1.
2.
3.
4.
5.
6.
7.



 

How can we use atlases to explore places around the world? What is the geography of the UK? How do we use an OS Map?  

 



 

 

 

 

 



 

 

 

 

 

 

 



INTRODUCTION TO ARITHMETIC
Arithmetic - The study of numbers and the operations applied to them

The pillars of maths

Mathematics  - The problem-solving world

Accuracy  - How close something is to being true.

Efficiency  - How much time or energy is saved.

Clarity  - How easy something is to understand.

Comparing numbers

Value – How much a number is worth

Size – How far a number is from 0

Scale – used to measure something

Ordering numbers

ascending
From least to greatest

descending
From greatest to least

Example: Fractions

Arrange 
3

4
,
1

6
,
5

8
in ascending 

order

1. Find LCM

2. Scale

LCM(4,6,8)=24

3

4
=
18

𝟐𝟒

1

6
=

4

𝟐𝟒

5

8
=
15

𝟐𝟒

3. Order 18

24
,
4

24
,
15

24

4

24
,

15

24
,

18

24

L G

Answer:  
1

6
,

5

8
,

3

4

Example: Negatives

Arrange 0, -3, 2, -1, 4 in 
ascending order

L G

0 1

The number line has 
reflectional symmetry 

at 0. 

-1-2-3-4 2 3 4

Answer: -3, -1, 0, 2, 4x 6

x 6 x 4

x 4

x 3

x 3

Converting numbers

= 0.75

3

4
=  3 ÷ 4

Captive Zero

(The zeros between 

non-zero digits)

Example: Terminating decimals to fractions

Example: Fractions to 

terminating decimals

= 0. ሶ1 ሶ8

Matches the place- value 

of the last non-zero digit

Non-zero digits (include 

captive zeros)

Example: Fractions to 

recurring decimals
2

11
=  2 ÷ 11

Convert - To change from one form into 

another equivalent form.

0.403 =
403

1000

Example: Decimals

1. Line up equivalent 
place-values

2. Compare biggest 
place-values first 

3. Order

10 1
. ൗ1 10 ൗ1 100

6 7 . 8 9

6 . 7 8

0 . 6 7

Arrange 67.89, 6.78 and 
0.67 in ascending order

L G

67.896.78,0.67,

Answer: 0.67, 6.78, 67.89

Non-example: Negatives

Arrange 0, -3, 2, -1, 4 
in ascending order

Answer: 0, -1, 2, -3, 4

Sets of numbers

Decimal number system 

The decimal number system is base 10. 

10 connects all the place-values. 

Place-value – how much 

a digit is worth

× 10 ÷ 10

1

100
× 2 =

2

100

7   5 8 2 3

7   5 8 2 3

.

.

x10

÷10

Non-example: x10

758.23 × 10 ≠ 758.230

Multiplying a decimal by ten moves each 

digit one place-value higher.  

Fraction bar

ሶ𝑅epeten ሶ𝑑 -

A sequence 

of digits that 

repeats 

infinitely 

Equivalent fractions

3

4
=

18

24
=

9

12
≠

10

13
≠

30

26

x 6

x 6 ÷ 2

÷ 2 + 1

+ 1

x 3

x 2

Scaling any numerator and its denominator 

creates an equivalent fraction.

Scaling – multiplying or dividing by the same 

number. 

Conventions

11 = 11+ We do not write the plus sign for 
negatives.

12. = 12

1.230 = 1.23

We do not write the decimal point 
for integers.

We do not write unnecessary 
zeros.

Commonly accepted ways through the world 

of maths.

Denominator

Numerator



Physical Skills Definition  

Movement How you move 

 

 

Gait How you walk 

 

 

Posture How you stand 

 

 

Body Language How you use your body 

 

 

Gestures The movement with part of your 

body 

 

Facial Expression How you use your face 

 

 

Things to remember! 

Face the audience  

Confidence  

Teamwork 

Use your characterisation 

skills 

Questions to think about: 

What do your physical skills tell you about the 

character you are creating? 

How can you create a realistic character for the 

audience? 



KS3 Computer 
Science

Key 
Words
(highlighted)

Extended 
reading

Example 
Questions
/Tasks

Video 
links

Revision 
techniques

LINK

LINK

LINK

LINK

LINK

LINK

Topic Name: E-Safety

1. What is E-safety 2. What is Social Media 3. Privacy Settings

E-safety is often defined as the safe and 
responsible use of technology. 

This includes the use of the internet and also other 
means of communication using electronic media 
(eg text messages, gaming devices, email etc).

Social media is the use of websites and 
applications that enable users to create and 
share content or to participate in social 
networking.

Social media is still okay to use, you just need to be 
careful what you post!
To help with this all social media websites or apps have 
something called privacy settings.
You get to choose who can see your information, you 
are usually given the following choices:

Public
Anyone can see your profile and anything you post, they do not have 
to be your friend.
Friends only
Only friends that you have accepted or have accepted you will be able 
to see your profile.
Friends of Friends
Again your friends will be able to see your profile however any of their 
friends will also be able to see this.
Only Me
No one else but yourself will be able to see your profile or anything 
you post.

4. Cyberbullying 5. Grooming

Cyberbullying is the use of electronic 
communication to bully a person.  Typically by 
sending messages of an intimidating or threatening 
nature.

Grooming is when an adult pretends to be 
someone else and talks to a child.

They usually say they are about the same age, have similar 
interests and live in a similar location.  They usually pretend 
to be a friend and say nice things to get on the good side of 
the child.6. Sexting

The term ‘sexting’ means the use of technology to 
share personal sexual content.

When you are under 18 it is illegal for anyone to 
take or have a sexual photo of you, even a selfie.

8. Password. 

A strong Password should have 
● Capital Letter
● Lower Case Letter
● Number
● Symbol 
● Be more than 8 characters long

9. Where to go for support

9. Digital Footprint

10. Copyright

Copyright is a law created to protect people’s work from other 
people stealing it. The law states that if you do not 
have permission from the owner you are not 
allowed to:

● Copy the work
● Rent, lend or issue copies of the work
● Perform, broadcast or show the work in 

public
● Adapt or change the work

11. Viruses

A computer virus is a program made on a 
computer to change, edit or delete files on a 
computer system.

Worms can make hundreds of copies of themselves to cause 
harm to your device.

A Trojan Horse virus is a virus that pretends to be something 
safe and useful.

Spyware is a type of virus that is designed to steal personal 
information from your computer.

Malware stands for malicious software. The main purpose of 
malware is to cause harm to your computer, to try and make it 
crash, reboot or slow down.

https://drive.google.com/file/d/1tgdBfnAMeZ41Ksqnu6jHANYKM4tUHsjw/view?usp=sharing
https://docs.google.com/document/d/1hQfhpnOCfTvnNkLz0MxZ4sJXtiIJiAMMf69CSAepidQ/edit
https://docs.google.com/document/d/1oIgv6icKzbo0tHGeSk4Mx6gpIoWFg9Ys_oKlbQJz0V8/edit
https://www.bbc.co.uk/bitesize/guides/zrtrd2p/test
https://drive.google.com/file/d/16h28skeGZNU2vB6_eBCnUU_w0ui9s8XP/view?usp=sharing
https://www.bbc.co.uk/bitesize/subjects/zvc9q6f


Passing - sending the ball
Receiving - catching the ball
Footwork - how you land when in control of the ball 
Dodging - a way to change direction quickly
Defending - preventing the other team from gaining possession of the ball and
scoring
Attacking - making an attempt to score
Marking - a way to prevent your opponent from receiving or passing the ball or
shooting
Shoot - attempt to score a goal
Offside - moving into an area where you’re not permitted
Interception - preventing a pass between players
Throw in - a free pass taken off court
Centre Pass - taken to start or restart the game
Free Pass - awarded when there is an infringement of the rules by a player
Penalty Pass - as above, when two players are involved
Goal Third & Centre Third - areas of the court

Goal Shooter (GS) - To score goals and to work in and around the circle with the GA.
Goal Attack (GA) - To feed and work with the GS and to score goals.
Wing Attack (WA) - To support the circle players, giving them shooting opportunities.
Centre (C) - To take the centre pass and to link the defence and the attack.
Wing Defence (WA) - To look for interceptions and prevent the WA from feeding the
circle.
Goal Defence (GD) - To win the ball and reduce the effectiveness of the GA.
Goal Keeper (GK) - To work with the GD and to prevent the GA/GS from scoring goals.
 

Footwork
Passing and receiving
Timing of pass
Attacking play
Shooting
Defensive play
Assessment

Lesson Overview 
1.
2.
3.
4.
5.
6.
7.

 
 

Rules of the Game
Held ball - A player is only allowed to hold the ball for 3 seconds. A free pass is
awarded to the opposing team if the ball is held for longer than 3 seconds.
Obstruction - A player attempting to intercept the ball must be at least 3ft away
from the player with the ball. The distance is measured from the landing foot of
the player with the ball. If you are closer than 3ft, a penalty pass will be
awarded.
Contact - This occurs when a players actions interfere with an opponent's play,
this can be accidental or deliberate. This includes; physical contact, using any
part of the body to limit an opponent's ability to move freely (pushing, tripping
or holding), placing a hand on the ball held by an opponent, removing it from an
opponent's possession or pushing the ball in to an opponent when holding it.
Over a third - The ball cannot be thrown over a complete third without being
touched or caught by a player. A free pass shall be taken from where the ball
crossed the second line (i.e where the ball shouldn't have been)
Replayed ball - A player can not; toss the ball in to the air and catch it again
without it being touched by another player, catch a rebound from a shot on goal
if it has not touched the post or another player, or pick it up again after losing
control if it has not been touched by another player.
Offside - A player with or without the ball cannot move into an area of the court
that is not designated for their position. This will result in a free pass to the
other team.
 

NetballThe Netball Court Player
Positions

KS3

Footwork
With both feet grounded or jump to catch the ball and land
with both feet at the same time. The player can then choose
one foot to move (not both).
Landing on one foot then the other. The first foot is the landing
foot and this foot cannot be moved, other than to pivot on the
spot. The second foot can move.

A player can receive the ball...
1.

2.

If you break the footwork rule, a free pass will be awarded to the
other team.

Key Vocabulary



Plot breakdown

Oliver is born in the workhouse. When he is a bit 
older he is nominated to ask for more food 

because the boys are starving.

He is kicked out of the workhouse and given away 
to the Sowerberry family to be an undertaker’s 

apprentice. He’s bullied by Noah, they fight and he 
is locked up.

Oliver runs away to London, meets Dodger and is 
introduced to Fagin’s gang.

Oliver is taken out with the gang and is horrified to 
see Dodger steal a gentleman’s 

handkerchief. Oliver is wrongly arrested for the 
theft.

The gentleman, Mr. Brownlow, takes pity on Oliver 
and takes him in. The gang plot to get him back in 

case he reveals information about them.

Oliver is abducted by the gang whilst running an 
errand for Mr. Brownlow.

Oliver is used by Sikes in a burglary. They fail and 
Sikes runs away. Oliver is left behind but the people 

who live there feel sorry for him and look after 
him. They are called Fred and Rose Maylie.

When Bill and Fagin realise what has happened, 
they plot to catch Oliver again. Nancy overhears 

and visits Mr. Brownlow to warn him.

Fagin tells Bill about Nancy’s betrayal and Bill 
murders her. Fagin is discovered and sent to prison 

and Bill dies trying to run away.

Oliver discovers who his parents were and joins Mr. 
Brownlow and the Maylies to live happily ever after.

Characters

Oliver
He is a ‘pale, thin’ orphan who is treated badly by almost 

everyone he meets. He tries his best to be a good person and 
experiences ‘horror and alarm’ whenever he sees crimes 
being committed.

Mr. Bumble
The man who runs the workhouse and gives Oliver his 

name. He is ‘a fat man’ who enjoys power and doesn’t care 
about the people beneath him.

Noah Claypole
A ‘malicious and ill-conditioned’ boy who bullies Oliver at the 

undertakers. He eventually runs away to London and joins the 
same gang as Oliver.

Fagin
An old man who runs the gang of pickpockets. He seems kind 

but his ‘villainous-looking and repulsive face’ reflects his selfish 
nature as he gets young boys to do his dirty work for him.

Jack Dawkins (The Artful Dodger)
A young boy who introduces Oliver to Fagin’s gang who has 

‘all the airs and manners of a man’. He’s confident and 
cunning.

Bill Sikes
A ’rough man’ who has been a criminal for many years. He 

beats his dog viciously and brutally kills his girlfriend, Nancy.

Nancy
Bill’s girlfriend who risks her life to help Oliver escape from the 

gang. She loves Bill even though he treats her abusively and 
she feels guilty about the life of crime she has led.

Mr. Brownlow
A wealthy older gentleman who takes Oliver in and looks after 

him. He believes in Oliver’s goodness even when it looks like 
Oliver has stolen from him and eventually finds out the truth 
about Oliver’s parents.

Background information

‘Oliver Twist’ was written in 1837-39.

It was written by Charles Dickens.

In was published chapter by chapter in a periodical 
(magazine).

Charles Dickens had to work in harsh conditions as a child 
when his father was sent to prison.

Dickens wanted to criticise a new change to The Poor Law 
which happened in 1834 and created more workhouses 

and show how hard life was for poor people.

Key words

morality – a code of right and wrong. People who try to 
be good can be called moral and people who do bad 

things can be called immoral.

vulnerable – in a situation in which you could be easily 
harmed. People living on the streets are vulnerable.

brutal – very violent or cruel.

corrupt – a word used to describe a person who uses 
their power in a dishonest or illegal way in order to make 

life better for themselves.

villain – a ‘baddie’ who harms other people or breaks 
the law to get what they want.

malicious – meant to hurt or upset someone.

victim – someone who has been harmed, often by other 
people.

naïve – If someone is naïve if they don’t have experience 
of how complicated life can be and therefore trust 

people too much.

society – the people who live in a certain area. This 
could be a country, town or small group.

workhouse – a place where people who couldn’t 
support themselves were sent to live and work.

‘Oliver Twist’: Knowledge Organiser



1 - Gathers and catches kicks from the opposition, tackles any player breaking
through the line of defence and supports players 2,3,4,5 and 6 when attacking.
Generally the smallest and fastest player on the pitch.
2,3,4,5 and 6 - Their main role is to score tries and defend the wide channels.
6 - The most creative player. Their main role is to create gaps and spaces to set
up opportunities for 2,3,4 and 5 to score.
7 - Collects the ball from all restarts and links up with player 6 to create
opportunities for attacking players
8,9,10,11,12 and 13 - These are the biggest players who form the scrum. They
are responsible for defending the centre of the pitch, trying to break through
the defensive wall of the opposition and set up opportunities for others to
score.
 
 

The Game
You have 6 attempts  to score a try. The defending team must
stop the opposition from scoring by tackling the player with the
ball. Once 6 tackles have been completed by the defending team
the ball is turned over for the other team to try and score with 6
attempts.

Rules of the Game
The game starts with a 'kick off' and this must be a drop kick.
There are 13 on field players per team.
The ball must be passed (out of hand) backwards only.
After 6 completed tackles the 'hand over' rule applies and the ball is given to the
other team.
No tackle should be above the shoulders and shoulder barging is penalised.
No 'stripping' the ball carrier of the ball.
No rucks or mauls can be formed.
Offside is when a player is in front of the ball and interferes with play or the ball
is passed to them.
If the ball is kicked off the field of play this is called 'out of play' and the game
restarts with a 'tap kick' and they pass in field to a designated player.
A scrum is awarded for a knock on or a forward pass.
Players 8,9,10,11,12 and 13 form the scrum.
Player 9 is called the 'hooker' and is responsible for striking the ball back with his
foot to player 13.
Player 7 is responsible for putting the ball in the scrum.
Penalty kicks are awarded for infringements of the rules, dangerous play,
gamesmanship and dissent.
The referee can sin bin a player if they decide the offending player was unsafe in
a tackle, dissent, carried out a dangerous act on the field and not playing to the
laws of the game. If a player is sin binned they must leave the field of play for 10
minutes. More than 1 player can be sin binned at a time.
Red cards are awarded for serious offences and the player can not return to the
game or be replaced.
Play the ball - After every completed tackle the player must stand up and play the
ball.
Kicking the ball is allowed at any time but generally performed after the 4th or
5th tackle for tactical reasons. 
 

Rugby Player
Positions

KS3

Positions at Kick Off The Pitch

5. Attacking play
6. Develop
attacking/kicking out of
hand
7. Assessment

Ball familiarisation
Passing and receiving
Use of width
Tackling technique

Lesson Overview
1.
2.
3.
4.

 

Scoring
Try = 4 points

Conversion = 2 points
Penalty = 2 points
Drop goal = 1 point

 



The Rules Table Tennis
Starting a game: Service is decided by a coin toss.
Service:
The player serving must stand with the ball held behind the
endline of the table.
The ball must be held over the height of the table in the
palm of the free hand.
The server must toss the ball without spin, upwards, at
least 16cm
The server cannot obstruct the sight of the ball, the
opponent and umpire must have a clear view of the ball at
all times.
When serving, the ball must bounce once on the servers
side and then bounce at least once on the opponent's side.
If the ball strikes the net but does not strike the
opponent's half of the table, then a point is awarded to the
opponent.
However, if the ball hits the net, but goes over and
bounces on the other side, it is called a let. Play stops and
the ball must be served again. A player commit any number
of lets without a penalty.
Returning service: 
To make a good return of service the ball must be returned
before it bounces twice on your side of the table.
Hitting the ball: 
The ball must be hit so that it passes over or around the
net.
If a player cannot return a hit over or around the net so
that the ball bounces on the opposite side of the table, the
player loses the point.
 

KS3Gripping the Bat

Backhand: A shot done with the racket to the left of the
elbow for a right hander, the reverse for a left hander.
Backspin: Backward spin placed on the ball. 
Closed: Holding the racket such that he racket's hitting
surface is aimed downward, with the top edge leaning away
from you.
Cross-table: A ball that is hit diagonally from corner to
corner.
Dead: A ball without any spin.

Drive: The basic topspin shot or smash executed close to the table.Forehand: Any
shot done with the racket to the right of the elbow for a right hander, the reverse for a
left hander.
Game: Set. Each game is played to 11 points unless a deuce occurs.
Game Point: Last point of a game.
Let: Service ball hitting the net or a distraction that causes the point played over.
Open: Holding the racket such that he racket's hitting surface is aimed outward, 
with the top edge leaning towards you.
Push: A push is an underspin shot executed over the table, and usually close to the
net. This is a passive shot that is used when it is impossible to attack a ball.
Rally: The period in which the ball is in play.
Shake hand: The most popular grip. It gives the best balance of forehand and
backhand.
Spin: The rotation of a ball. 
Topspin: Spin placed on a ball to allow it to curve down onto the table.
Stroke: Any shot used in the game, including the serve.
Topspin: Spin placed on a ball to allow it to curve down onto the table.

Key Terminology



WHAT IS HISTORY? KNOWLEDGE ORGANISER

KEY WORDS Examples of Sources
Paintings
Photographs
Diaries
Newspapers
Films
Official documents
Books
Cartoons
Verbal accounts

The Moon Landing 1969

On July 20, 1969, millions of people gathered around 
their televisions to watch two U.S. astronauts do 
something no one had ever done before. Wearing bulky 
space suits and backpacks of oxygen to breathe, Neil 
Armstrong and Edwin “Buzz” Aldrin became the first 
human beings to walk on the moon.
After the two stepped onto the lunar surface, 
Armstrong proclaimed these famous words: “That's one 
small step for a man, one giant leap for mankind."

https://kids.nationalgeographic.com/space/article/mission-to-the-moon
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