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The Musculoskeletal System
1. The musculoskeletal system is made up of 

bones, muscles and other connective 
tissue. 

2. The skeleton is made up of bones. It has 4 
important functions:

• to support the body and give it 
shape

• to protect the internal organs
• to allow body movements
• to produce blood cells  

3. Red and white blood cells are produced 
in the bone marrow of flat bones such as 
the pelvis.

4. The skeleton and muscles interact to allow 
movement. 

5. The function of muscles is to allow 
movement by contracting

6. Antagonistic muscles work in pairs.
7. An example of antagonistic muscles is the 

biceps and triceps.
8. Joints occur where two or more bones join 

together.

9. Cartilage in joints prevents bones rubbing 
together.

10. An organ is made up of different tissues 
that work together to perform a certain 
function.

11. We can use the force applied as a 
measurement of muscle strength.

12. A Newtonmeter can be used to measure 
the force exerted by a muscle.

Gas Exchange and Breathing

13. The respiratory system is made of the 
organs involved in gas exchange.

14. Breathing occurs through the action of 
muscles in the ribcage and diaphragm.

15. The lungs are surrounded by the ribcage. 
16. The ribs have intercostal muscles between 

them. These can contract and relax to 
move the ribcage, changing the size of 
the chest cavity. 

17. Below the lungs sits a layer of muscle 
called the diaphragm. 

18. The diaphragm can contract and relax to 
change the size of the chest cavity where 
the lungs are. 

19. Our respiratory system allows air to move 
into and out of the lungs through the nose 
and mouth.

20. Air enters the body through the nose and 
mouth. It then travels down the windpipe
(trachea), through a bronchus then a 
bronchiole into an alveolus. Oxygen
diffuses into the blood at the alveoli.

21. The trachea is the rigid tube that connects 
the mouth and nose to the lungs. 

22. The bronchi (singular: bronchus) are rigid 
tubes that allow air to pass into each of 
the two lungs. These divide into smaller 
branches called bronchioles.

23. The alveoli are microscopic air pockets in 
the lungs lined with cells that form a very 
thin membrane. These surround the ends 
of bronchioles.
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24. The alveoli provide an efficient exchange 
surface because: 
- The walls are thin, made of just one 

layer of epithelial cells 
- They have a large surface area: There 

are lots of them and they are spherical 
in shape  

- They have a good blood supply: There 
are lots of blood capillaries wrapped 
around them. 

- They are moist, which helps gases to 
diffuse across more easily. 

25. Gas exchange is the transfer of gases 
between an organism and its 
environment 

26. In gas exchange, oxygen and carbon 
dioxide move between alveoli and the 
blood.  

27. The amount of oxygen required by body 
cells determines the rate of breathing. 

28. Exercise, smoking and asthma can all 
affect the gas exchange system 

29. Parts of the gas exchange system are 
adapted to their function. 

30. The bell jar can be used to model the 
lungs. There are limitations to the bell jar 
model. 

31. Changes in volume and pressure inside 
the chest move gases in and out of the 
lungs. 

32. Asthma is a common condition where the 
airways (bronchi and bronchioles) 
become narrower.  

33. Asthma can be treated by inhaling a 
drug (Ventolin) that widens the airways to 
allow more air to move in and out of the 
lungs.  
 

 
 
 
 
 
 
 
 
 
 

Drugs 
34. A drug is any substance that has an effect 

on the body 
35. A drug taken to treat an illness is called a 

medicine.  
36. Recreational drugs are taken by people 

for enjoyment. They can often be 
addictive 

37. Drugs are classified as illegal if they cause 
serious harm to the body.   

38. Stimulants increase alertness and activity. 
39. Depressants relax the nervous system and 

slow down reflexes. 
40. Opium-related painkillers cause feelings of 

pleasure and trance state. 
41. Hallucinogens cause ‘out of body’ 

experiences and mood swings 
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The pH Scale 
 

1. Substances can be classified into acidic, 

alkaline and neutral solutions 

 

2.  The pH scale, from 0 to 14, is a measure 

of the acidity or alkalinity of a solution 

 

3. The pH scale can be measured using 

litmus, universal indicator or a pH probe. 

 

4. A solution with pH 7 is neutral.  

 

5. Aqueous solutions of acids have pH 

values of less than 7  

 

6. Aqueous solutions of alkalis have pH 

values greater than 7 

 

7. An aqueous solution is any solution in 

which the solvent is water 
 

 

 
 

8. Strong acids have a pH from 0 to 3. 

 

9. Weak acids have a pH of 4 to 6. 

 

10. Strong alkalis have a pH from 11 to 14. 

 

11. Weak alkalis have a pH from 8 to 10. 

 

12. Strong acids and strong alkalis are both 

corrosive. 

 

13. Weak acids and alkalis are less corrosive. 

 

14. Many substances we use every day are 

acidic or alkaline. 

 

15. Lemon juice is acidic. 

 

16. Bleach (and many other cleaning 

agents) are alkaline. 

27. Acids will turn universal indicator red or 

orange. 

 

28. Neutral solutions will turn universal indicator 

green. 

 

29. Alkaline solutions will turn universal indicator 

blue or purple. 

 

 
 

Neutralisation 

 

30. In neutralisation reactions an acid reacts 

with an alkali to form a salt and water. 

 

31. Neutralisation forms a neutral (pH7) 

solution. 

 

32. A salt is a metal compound made from 

acid. 

 

33. A salt is formed when the hydrogen in an 

acid is replaced by a metal. 
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Indicators 
 

17. Indicators will show the pH of the 

substance by a colour change. 

 

18. Litmus indicator can show if a solution is 

acidic or alkaline. 

 

 

 

 

 

 

 

 

 

19. Litmus indicator is red in an acidic 

solution. 

 

20. Litmus indicator is blue in an alkaline 

solution. 

 

21. Litmus indicator remains the same colour 

in a neutral solution. 

 

22. If using litmus paper, blue litmus paper 

turns red in an acidic solution. 

 

23. Red litmus paper turns blue in an alkaline 

solution. 

 

24. To remember this, it might be helpful to 

memorise the rhyme 

Blue to red, acid is said 

Red to blue, acid untrue 

 
Acid                     Alkali 

25. Universal indicator is sometimes called UI 

 

26. Universal indicator can be used as a 

liquid solution or as paper strips to dip into 

a solution. 

 

 

Metal Carbonates 

 

34. Metal carbonates react with acids in 

neutralisation reactions to form a salt, water 

and carbon dioxide 

 

 

35. In an open system these products can 

escape, and the system is neutral 

 

36. In a closed system carbon dioxide reacts with 

water to form carbonic acid, which makes 

the system acidic 

 

 









































 



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



Characters

Sherlock Holmes – a fictional consulting detective 

created by Arthur Conan Doyle. He is known for his 

intelligence, introspection and dual nature. He is 
described as an ‘observing machine’ because of 

his ability to capture the essence of people with 
seemingly very little evidence. 

Dr Watson – Holmes’ former flatmate, a doctor and 

his closest companion. The stories are told from his 

perspective, working as Holmes’ assistant.

Irene Adler – a famous American opera singer who 

had a relationship with the future King of Bohemia. 

To Holmes, she is ‘the woman’ who outsmarted 
him. 

King of Bohemia – in the Victorian era, Bohemia 

was an area of central Europe; today it is a region 

of the Czech Republic. The King is engaged to a 
Scandinavian princess but five years previously was 

madly in love with Irene Adler. Because of his status, 
he was unable to marry her at the time, which he 

regrets. The King still respects Adler. 

James Ryder – head attendant of the hotel where 

the Blue Carbuncle goes missing. He works with his 

accomplice Catherine Cusack (the countess’ 
maid) to steal the jewel and frame John Horner for 

the crime. He is racked with guilt and confesses 
when Holmes questions him. 

Jabez Wilson – a London pawnbroker who has 

distinctively red hair. His business is struggling so he 

takes the job working for The Red-Headed League. 
Wilson was tricked by his assistant Vincent 

Spaulding who worked alongside another criminal 
to use his shop to rob the bank next door. 

Vincent Spaulding/John Clay – Jabez Wilson’s 

assistant. This is actually a disguise for John Clay 

who attempts a bank robbery using Wilson’s shop 
as an easy passage. 

Background information

Sir Arthur Conan Doyle was the author of the 

Sherlock Holmes stories. 

Sherlock Holmes’ fictional home was 221B 

Baker Street, which is now a museum of 

Doyle’s life and work.

Doyle’s short stories were published 

individually in The Strand Magazine 

periodical and then collected to form The 
Adventures of Sherlock Holmes short story 

collection in 1892. 

Before he became a writer, Doyle studied 

medicine.

Key words

deduction – the process of reaching a 

decision by looking at the facts that are 

known. Holmes is able to use his skills of 
deduction to solve crimes. 

scandal – a scandal is something that shocks 

people because they think it is morally 

wrong. The King of Bohemia fears that 
scandal of his relationship with Irene Adler 

being exposed. 

periodical/serial – books, magazines or other 

entertainment that are released on a regular 

basis. The Strand Magazine was a periodical 
that published the Sherlock Holmes stores.

introspective – when you examine your own 

thoughts, ideas, and feelings. Sherlock 

Holmes can be introspective. This makes him 
a better detective.

dual nature – Holmes has a dual nature: his 

quiet introspective side, and his manic 

detecting side. 

Fallible – someone who is fallible makes 

mistakes. Someone infallible is always right. 

Holmes seems infallible but Irene Adler 
proves that he is, in fact, fallible.

‘The Adventures of Sherlock Holmes’: 
Knowledge Organiser

Scandal in Bohemia – plot overview

• The King of Bohemia plans to marry a 

Norwegian princess.  However, he 

previously had a relationship with a woman 
called Irene Adler.  Adler is threatening to 

ruin his engagement with a picture she has 
of herself and the king together.

• Holmes tricks Adler into revealing where she 

keeps the photograph, but she outsmarts 
Holmes and escapes with it.  Adler decides 

not to use the picture against the king.  She 
leaves a picture of herself in its place, 

which Holmes keeps as a reminder of her.

The Read-Headed League – plot overview

• Jabez Wilson gets a job with the mysterious 

‘Red- Headed League’ because of his 

‘flame’ coloured hair.
• One day, he is mysteriously told that he is 

no longer needed by the league so visits 
Holmes to ask him to investigate. 

• Holmes discovers that his story reveals a 

plot to steal from a bank vault which is 
successfully prevented. 

The Blue Carbuncle – plot overview

• A policeman named Peterson is left with a 

man’s hat and Christmas goose.

• He takes the goose home to eat and 
discovers a blue carbuncle (a rare, and 

very valuable jewel) inside the goose!
• Holmes recognises the jewel as the one 

that was stolen from The Countess of 

Morcar. Using the hat as a clue, Holmes 
and Watson set off to discover how the 

blue carbuncle was stolen and how it 
ended up in a goose.



• Hindu Dharma is the preferred term for 
Hinduism. 'Hinduism' is a western term coined by 
Europeans during the 19th century, when India was 
colonised.

Knowledge Organiser – Hindu Dharma



How does water shape the land? 

 



 



Physical Skills

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

Orientation The direction you stand facing

Vocal Skills

Pace How fast or slow you speak

Pitch How high or low you speak

Volume How loud or quiet you speak

Projection Speaking clearly so everyone 

can hear you without shouting 

Pause The breaks you take when 

speaking

Emphasis Highlighting a particular phrase 

or part of a sentence or word

Accent Changing your voice to show 

where a character is from

Tone The emotion within your voice.

Steps of Rehearsal

Read the Script

Set the Stage

Blocking

Add Physical Skills

Add Vocal Skills

Perform for feedback

Improve

Set

Flat

Rostra

Flyspace

Truck

Drama Techniques

Freeze Frame

Thought Tracking

Slow Motion

Synchronised Movement

Physical Theatre—Chair Duet

Physical Theatre—Mime

Physical Theatre—Body As Props

Choral Speaking

Stage Types

Procenium Arch

End-On Staging

Thrust Staging

Theatre In The Round

Traverse

Promenade



The Rules
Starting the game: A game starts with a tipΎ off. The
referee throws the ball into the air in the centre circle
and two opposing players ô ump up and try to tap it away
to gain possession.
M ethoÏ oä scoring: Points are scored when the ball
goes through the basketball hoop. If a successful shot is
taken inside of the ̀ point line, then ̿ points will be
awarded. If a successful shot is taken from outside of
the ̀ point line, then ̀ points will be awarded. 1 point
can also be scored from each successful free throw
taken.
5 ouls: 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.
� iolations:
 ouble Ï ribbling: A player must not dribble with ̿
hands
or pick up the ball after dribbling and start dribbling
again.
Travelling: A player can only take ̿ steps after catching
the ball.
Bacö court violation: S nce 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 ̿ ́
seconds on the shot clock, to make a shot.
: ä a violation is maÏ e͸ a turnover Ľ ill occur anÏ the
ball Ľ ill be given to the opposing teamͽ

y

%asNeWball
j assing Ύ Sending the ball
Receiving Ύ � atching the ball
 ribbling Ύ Running whilst bouncing the ball in an attempt to
beat an opponent
M an marö ing Ύ 6 uarding a specific player to prevent them
from having success on the ball
� onal marö ing Ύ 6 uarding a specific player to prevent your
opponents from gaining success
Tacö ling Ύ To dispossess an opponent of the ball
Interception Ύ Preventing a pass between players
� ttacö ing Ύ M aking an attempt to score by passing or driving
forward with the ball
H ayup Ύ A shot taken close to the hoop whilst a player is
moving
5 ree throĽ Ύ A shot given to a player after a foul, taken from
the free throw line
RebounÏ Ύ 6 aining possession of the ball after a shot
Turnover Ύ When an offensive team loses possession of the
ball
Travelling Ύ M oving without dribbling the ball

j oint guarÏ Ή j GΊ Ύ They are Ĝ uick and lead their team to assists
and can create opportunities for themselves.
Shooting guarÏ Ή SGΊ Ύ Score ̀ pointers with ease, create space
and are strong defenders.
Small ä orĽ arÏ Ή S5 Ί Ύ Responsible for scoring, defending and
often rebounds.
j oĽ er ä orĽ arÏ Ή j 5 Ί Ύ Score close to the basket and midΎ range
ô ump shots.
� entre Ή � Ί Ύ y sually plays near the baseline or close to the
basket, they gather rebounds and contest shots.

a

KS3Key Terminology

j ositions

 ribbling
Passing and receiving
 efending
Shooting
Hay up and rebounding
6 ame play
Assessment

H esson S vervieĽ
1.
̿ .
̀ .
́ .
͂ .
6.
̈́ .



j lyometric Training
Involves highΎ impact eľ ercises that teach the muscles to perform

their maľ imum contractions faster΂ to be more powerful. $ .6
ô umping, hopping and bounding.

The M uscles

� gility Ύ The ability to move and change direction Ĝ uickly, at speed,
whilst maintaining control.
Balance Ύ 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. $ .6 a
handstand.
 ynamic: A baalnce is performed when movement takes place. $ .6 a
cartwheel.
� arÏ iovascular enÏ urance Ύ The ability of the heart and lungs to supply
oľ ygen to the working muscles.
5 leľ ibility Ύ The range of movement possible at a ô oint.
M uscular enÏ urance Ύ The ability of a muscle or muscle group to
undergo repeated contractions, avoiding fatigue.
j oĽ er Ύ Strength � Speed
Reaction time Ύ The time taken to start responding to a stimulus.
SpeeÏ Ύ  istance η time.
Strength Ύ The ability to overcome resistance
� oorÏ ination Ύ The ability to use two or more different parts of the body
together, smoothly and efficiently.

)iWness

Types oä Training

KS3� omponents oä 5 itness

M aľ imum heart rate θ
̿ ̿ ̽ Ύ age

� ircuit Training
Involves completing a series of
eľ ercise, called stations, which

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

inbetween.
� ontinuous Training

Involves working for a sustained
period of time without rest.

: nterval Training
Involves alternating between

periods of work and periods of
rest.

5 artleö Training
5 artlek is a Swedish word meaning
'speed play'. It involves periods of

fast work with intermittent periods
of slower workͽ

Static Stretching
Involves holding a stretch for up

to ̀ ̽ seconds.

� eight 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.
� erobic � naerobic



j assing Ύ sending the ball
Receiving Ύ catching the ball
5 ootĽ orö Ύ how you land when in control of the ball
 oÏ ging Ύ a way to change direction Ĝ uickly
 eä enÏ ing Ύ preventing the other team from gaining possession of the ball and
scoring
� ttacö ing Ύ making an attempt to score
M arö ing Ύ a way to prevent your opponent from receiving or passing the ball or
shooting
Shoot Ύ attempt to score a goal
S ä ä siÏ e Ύ moving into an area where youΙ re not permitted
: nterception Ύ preventing a pass between players
ThroĽ in Ύ a free pass taken off court
� entre j ass Ύ taken to start or restart the game
5 ree j ass Ύ awarded when there is an infringement of the rules by a player
j enalty j ass Ύ as above, when two players are involved
Goal ThirÏ ω � entre ThirÏ Ύ areas of the court

Goal Shooter Ή GSΊ Ύ To score goals and to work in and around the circle with the 6 A.
Goal � ttacö Ή G� Ί Ύ To feed and work with the 6 S and to score goals.
� ing � ttacö Ή � � Ί Ύ To support the circle players, giving them shooting opportunities.
� entre Ή � Ί Ύ To take the centre pass and to link the defence and the attack.
� ing  eä ence Ή � � Ί Ύ To look for interceptions and prevent the WA from feeding the
circle.
Goal  eä ence Ή G Ί Ύ To win the ball and reduce the effectiveness of the 6 A.
Goal Keeper Ή GKΊ Ύ To work with the 6  and to prevent the 6 A΃6 S from scoring goals.

5 ootwork
Passing and receiving
Timing of pass
Attacking play
Shooting
 efensive play
Assessment

H esson S vervieĽ
1.
̿ .
̀ .
́ .
͂ .
6.
̈́ .

Rules oä the Game
HelÏ ball Ύ A player is only allowed to hold the ball for ̀ seconds. A free pass is
awarded to the opposing team if the ball is held for longer than ̀ seconds.
S bstruction Ύ A player attempting to intercept the ball must be at least ̀ ft 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 ̀ ft, a penalty pass will be
awarded.
� ontact Ύ 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 Ή pushing, tripping
or holdingΊ , 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.
S ver a thirÏ Ύ 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 Ή i.e where the ball shouldn't have beenΊ
ReplayeÏ ball Ύ 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.
S ä ä siÏ e Ύ 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.

1eWballThe N etball � ourt j layer
j ositions
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5 ootĽ orö
With both feet grounded or ô ump to catch the ball and land
with both feet at the same time. The player can then choose
one foot to move Ή not bothΊ .
Handing 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.

̿ .

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

Key � ocabulary



5 ormations
Shapes or patterns
created in space by

dancers.

� horeography
The art of creating

dance.
$ ľ tension

Hengthening one or more
muscles or limbs.

'anFe KS3

Key Terminology

H evels
 istance from the ground:

low, medium or high.

M otiä
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.

y nison
Two or more dancers
performing the same

movement at the same time.

� anon
When the same movements

overlap in time.



Key terminology
j assing Ύ Sending the ball to another player
Receiving Ύ 6 etting the ball from another player
 ribbling Ύ Running with the ball in an attempt to
beat an opponent
E ocö eying Ύ Is the defender's skill of keeping
between the attacker and their intended target
Ή usually the goalΊ
Tacö ling Ύ To dispossess an opponent of the ball
M arö ing Ύ A way to prevent your opponent from
receiving or passing the ball, or taking a shot
� ttacö ing Ύ M aking an attempt to score
� rossing Ύ A cross is a medium to long range pass
from a wide area of the field towards the
opposition's goal
Shot Ύ Attempting to score a goal
S ä ä siÏ e Ύ M oving into an area where you're not
permitted
: nterception Ύ Preventing a pass between players

)RRWballThe 5 ootball j itch j layer
j ositions
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Goalö eeper Ύ To prevent the opposing team from
scoring.
 eä enÏ ers Ύ A defender is an outfield player whose
primary role is to prevent the opposing team from
scoring goals.
M iÏ ä ielÏ ers Ύ M idfielders are generally positioned on
the field between their team's defenders and forwards.
Striö ers Ύ 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
 ribbling and turns
Shooting
Heading
Attacking
 efending
Assessment

H esson S vervieĽ
1.
̿ .
̀ .
́ .
͂ .
6.
̈́ .

Starting the game Ύ 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.
M ethoÏ oä scoring Ύ A goal is scored when the ball has completely crossed the goal
line, provided that no other infringements have taken place.
5 ouls Ύ 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.
5 reeö icö s Ύ y sed to restart play after a foul or infringement has taken place. They are
usually taken from the place from which the offence was committed. 5 ree kicks can be
direct Ή where the free kick taker may score directlyΊ or indirect Ή where the free kick
taker and a second player must touch the ball before a goal can be scored.
j enalty ö icö Ύ 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
eľ cept for the goal keeper and penalty taker must be at least ͆ .1͂ m from the spot.

Rules oä the Game



The Rules +anGball+anGball
Throw and catch the
ball using hands and
arms.
Pass the ball to a
team mate.
� ounce the ball with
one hand and catch
it again.
Take a maľ imum of ̀
steps with the ball.
M ove outside the
goal area.
Touch the ball in the
air above the goal
area.
� reak through the
defence.
Pass the ball in order
to create a scoring
chance.

y se the hands and
arms to block the
ball.
M ake a frontal body
contact with the
attacking player.
Stay outside of the
goal area.
Stay ̀ m away from
an opposing player
when restarting the
game.

5 ree throw to the
defending team.

5 ree throw to the
defending team.
5 ree throw to the
defending team.

5 ree throw to the
defending team.
6 oalkeeper throw.

6 oalkeeper throw.

5 ree throw to the
defending team.
5 ree throw to the
defending team.

5 ree throw to the
attacking team.

5 ree
throw΃progressive
punishment.
̈́ metre throw.

Progressive
punishment.

Goalö eeper ΋ the player Ľ ho Ï eä enÏ s the
goal with ô ust about every part of the bodyͺ The goalkeeper is the
only player who can touch the ball with their feet.
� entre ΋ a creative handball player who directs play in both
defence and attack. Also known as the Θ playmakerΙ and
sets up the tactics and the players in shooting positions.
H eä t anÏ right bacö s ΋ usually the largest players on
the handball team. When defending, they try to block shots, and in
attack they are the longΎ range handball shooters.
� ircle runner ΋ the creative force in attack
and disruption to opponents when defending. The circle runner is
Ĝ uick and gets in among opposing defenders to either create
openings for teammates or to get into a good scoring position
themselves.
H eä t anÏ right Ľ ingers ΋ 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. � ut a substitute canΙ t play until the
player they are swapping for is off the court.
The oä ä icials ΋ there are four handball officials: a scorekeeper΂ a
timekeeper, and two referees who control the play at close Ĝ uarters.

KS3
j laying j ositions anÏ S ä ä icials

Allowed N ot Allowed � onseĜ uences
� lock or kick the ball
using your feet.

Hold the ball for more
than ̀ seconds.
� ounce the ball, catch
it and bounce it again Ύ
dribble fault.
Take more than ̀ steps
with the ball.,
$ nter the goal area.

Touch the ball lying in
the goal area.

� harge the opponent.

F eeping the ball in
possession without
creating a scoring
chance Ύ 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.
y se the goal area as a
defence position.
Interfere with a player
attempting to restart
the game.

Passing
 ribbling
Shooting
� locking
 efensive play
Attacking play
Assessment

H esson S vervieĽ
1.
̿ .
̀ .
́ .
͂ .
6.
̈́ .



̾ Ύ 6 athers and catches kicks from the opposition, tackles any player breaking
through the line of defence and supports players ̿ ,̀ ,́ ,͂ and 6 when attacking.
6 enerally the smallest and fastest player on the pitch.
̿ ͸ 3͸ ́ ͸ ͂ anÏ ̓ Ύ Their main role is to score tries and defend the wide channels.
̓ Ύ The most creative player. Their main role is to create gaps and spaces to set
up opportunities for ̿ ,̀ ,́ and ͂ to score.
̈́ Ύ � ollects the ball from all restarts and links up with player 6 to create
opportunities for attacking players
ͅ ͸ ͆ ͸ ̾ ̽ ͸ ̾ ̾ ͸ ̾ ̿ anÏ ̾ 3 Ύ 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
� ou have 6 attempts to score a try. The defending team must
stop the opposition from scoring by tackling the player with the
ball. S nce 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 oä the Game
The game starts with a ΁ ö icö oä ä ' and this must be a drop kick.
There are 1̀ on field players per team.
The ball must be passed Ή out of handΊ backwards only.
After 6 completed tackles the ΁ hanÏ over΁ rule applies and the ball is given to the
other team.
N o tackle should be above the shoulders and shoulder barging is penalised.
N o ΁ stripping΁ the ball carrier of the ball.
N o rucö s or mauls can be formed.
S ä ä siÏ e 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 ö icö ΁ and they pass in field to a designated player.
A scrum is awarded for a knock on or a forward pass.
Players ͅ ,͆ ,1̽ ,11,1̿ and 1̀ form the scrum.
Player ͆ is called the 'hooker' and is responsible for striking the ball back with his
foot to player 1̀ .
Player ̈́ 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 1̽
minutes. M ore 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 Ύ After every completed tackle the player must stand up and play the
ball.
F icking the ball is allowed at any time but generally performed after the ́ th or
͂ th tackle for tactical reasons.

5XJb\ j layer
j ositions

KS3

j ositions at Kicö S ä ä The j itch

͂ . Attacking play
6.  evelop
attacking΃kicking out of
hand
̈́ . Assessment

� all familiarisation
Passing and receiving
y se of width
Tackling techniĜ ue

H esson S vervieĽ
1.
̿ .
̀ .
́ .

Scoring
Try θ ́ points

� onversion θ ̿ points
Penalty θ ̿ points
 rop goal θ 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



App Design Knowledge Organiser

!!What are we learning about app design? 
We are using apps for everything now; entertainment, shopping, education, socialising, banking and much more but before apps are made, they need to 
be designed. Mobile apps are designed differently to websites because they are often used on a smaller screens, such as mobile phones. The 
navigation (the way to move between the different pages) is often at the bottom of the screen and the icons are bigger because the user will touch them 
with their finger and not a mouse cursor. 

"" National Curriculum Content
Select, use and combine a variety of software on a range of digital devices to design and create a 
range of programs, systems and content that accomplish given goals.

##  Important Vocabulary 
Screen 

dimensions The size of the screen (width and height). Each device has a di"erent screen size.

Icons Small graphics (icons) are used in apps instead of text because they are easier to 
tap.

Navigation The way the user will move between the di"erent pages of the app. The 
navigation is often di"erent icons at the bottom of the screen.

Hyperlinks These are links added to icons or text which takes the user to another page in 
the app when they are tapped.

Duplicate Pages in your app can be duplicated (copied) to make it quicker to create similar 
looking pages.

$$  Key knowledge 
Know how to use the tools in di"erent presentation software (PowerPoint, Keynote, Google Slides) to 
design an app about your school with: 
- Slide size and background colour.
- Text and images (including transparent images) on di"erent pages.
- Icons and interactive hyperlinks between pages.

%%  Quick tips 
- Remember that the pages you are designing 

will be used on a smaller screen, such as 
mobile phone, so keep the icons and text big 
enough to see and use.

- Create one page (slide) with all the navigation 
icons on and then duplicate the slide to save 
time having to create the icons over and over 
again.

- Keep you app to 4-5 pages.
- Once you have added the hyperlinks to the 

navigation on the different pages, click the play 
icon to test it.
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