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AT TENDANCE

MATTERS

EVERY DAY COUNTS

Missing just 1day every 2 weeks
is the same as missing 10%
of the school year.

LEARNING

Being in school allows you the
best opportunity to learn.

WELLBEING

Attending school supports your
mental and emotional health.

FUTURE SUCCESS

Regular attendonce at school
is vitol for building the key skills
needed for future employment

EQUIPMENT

— -

School Bag Knowledge Black and Pencil case
Organiser Green Pens

L Y2

Calculator Pencil Rubber

_ Whiteboard
= and whiteboard
uler
Highlighters ~ P€"

SCHOOL DAY

9:00-9:05 AM Reg
9:05-10:20 Lesson 1
10:20-11:35 Lesson 2
11:35-12:05 Break 1
12:05-13:20 Lesson 3
13:20-13:50 Break 2
13:50-15:05 Lesson 4

15:05-15:30  PM Reg -assembly or
guided reading



Multiplication Grid

2 4 6 8 10 12 14 16 18 20 22 24
3 6 9 12 15 18 21 24 27 30 33 36
B 8 12 16 20 24 28 32 36 40 44 48
5 10 15 20 25 30 35 40 45 50 55 60
6 12 18 24 30 36 42 48 54 60 66 72
7 14 21 28 35 42 49 56 63 70 77 84
8 16 24 32 40 48 56 64 72 80 88 96
9 18 27 36 45 54 63 72 81 90 99 108
10 20 30 40 50 60 70 80 90 100 110 120
11 22 33 44 55 66 77 88 99 110 121 132
12 24 36 48 60 /2 84 96 108 120 132 144
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1  1.0080

H

Hydrogen
Nonmetal

3 7.0

=
Li

Lithium

Alkali Metal

11 22.989...

Sodium
Alkali Metal

19 39.0983

K

Potassium
Alkali Metal

37 85468

Rb

Rubidium
Alkali Metal

55 132.90...

Cs

Cesium
Alkali Metal

87 223.01...

Fr

Francium
Alkali Metal

2

4 9.012183

Be

Beryllium

Alkaline Earth Me...

12 24305

Magnesium

Alkaline Earth Me....

20  40.08

Ca

Calcium

Alkaline Earth Me...

38 87162

Sr

Strontium

Alkaline Earth Me...

56 137.33

Barium

Alkaline Earth Me...

88 226.02...

Radium

Alkaline Earth Me...

3
21 44.95591

Sc

Scandium
Transition Metal

39 88.90584

Y

Yttrium
Transition Metal

PERIODIC TABLE OF ELEMENTS
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08 Verbs

ACTION: HELPING
to run, to nise, LINKING: (= AUXILIARY):
to read, to think... o Wm . can, I'I'IHy
:-Tru::itiw to man;, to smell... ,rﬂ"dm
> Intransitive to hﬂ“"-

07 Pronouns

DEMOMSTRATIVE:
this, these,
that, those

PERSOMAL
(subject):
I, you, he, she, it,
we,
you, they

how, where,
when, which...?

PERSOMNAL
(object):
me, you, him, her,
it, us, you, them

INDEFINITE:
somebody,
anyone...

PERSONAL
(reflexive):
myself, yourself,
himself, herself,
itself, ourselves,
yourselves,
themselves

POSSESSIVE:
mineg, yours, his,
hers, its, ours,
yours, theirs

RELATIVE:
that, which,

06 Prepositions

TIME:
in, at, on,
over, until, about,

PLACE / DIRECTION:
in, at, on,
under, above,
across,
among,
between...

OTHER (agent,
phrase...):

during, before,
after, while,
through...

to, up, within,
beyond, for...

PROPER NOUNS:

(Soptesy
.lame:l"\'nllnm,

INTERROGATIVE:

whose, whom...

by, with, on, over,

01 Adjectives

02 Adverbs

TIME:
ago, before, since,
yet, for, still,
afterwards...

MANNER:
just, quite,
quickly, hardly,
well, carefully,
barely, almost,
scarcely,
beautifully...

PLACE:
here, there,
outside, everywhere,
upstairs, nowhere,
somewhere.... FREQUENCY:
often, never,

sometimes, always

ML

» Word 4

vC asses'
4V

03 Conjunctions

04 Determiners

TELLS US WHOSE:

TELLS US WHICH: ot
my, your, her, his, its,

each, every,
some, NoNe,

our, your, their (= possessive
all... adjectives or determiners)

05 Nouns

COMMON NOUNS: house, dog, laptop...

>VERBAL:  >COLLECTIVE: > COMPOUND:
swimming... chaoir, jury... mother-in-law...

> COUNTABLE: > UNCOUNTABLE: = ABSTRACT V.



World Map

o
Arctic Ocean

. n “TROPIC OF CANCER
e Atlantic Ocean e
sstc e v W a7 kg EQUATOR

el )

¥ e
.

South America ‘ ') Indianocean  oTUh
' TROPIC OF CAPRICO

North
A ol ; ’.
Oceania

North West North East) | 5

West East

South West Suth East Southern Ocean

PRIME MERIDIAN




Year 7 Colour Theory

Art

Term 1

1.Colour Theory {Colour wheel)
Focus: Primary, Secondary,
Tertiary/Colours; Colour Wheel
Vocabulary: Hue,
Primary/Complementary,
Monochrome

Key Knowledge:
Warm vs cool colours, mixing
techniques ;

Tk

Practical Task: Paint a
colourwheeland create a colour

mixingchart
Brush control, painting techniques

* Vocabulary:

*  Primary (Red, Blue, Yellow),
Secondary, Tertiary, Brush
control,

Knowledge:

+ Types of line (e.g. contour, cross-
hatching)

+ Basic composition principles

* Brush control techniques

Use the acronym ROYGBIV for the
visible spectrum.

Opposites attract! Complementary
colours create high contrast.

Think of emotions: Warm =
happy/energetic, Cool = calm/sad.
Try mixing paints at home or use
digital tools like Adobe Color Wheel.

a0 &350 0 350 Lol 630 n L)
{ulira) Vioke Bur Cyan Green Felow  Oranga L] Hagenia (il

Understand the purpose of colour theory and
how artists use colour.

*Primary & Secondary Colours

*|dentify and mix primary colours to create
secondary colours.

*Tertiary Colours

*Mix primary and secondary colours to create
tertiary colours.

*The Colour Wheel

*Construct and label a full colour wheel;
understand its function.

Key Vocabulary: Hue Saturation

Value Primary, Secondary, Tertiary

Warm/Cool Complementary/AnalogTint/T

one/Shade Monochromatic Colour

Psychology

* Warm vs Cool Colours

. Distinguish between warm and cool
colour and their emotional impact.

* Complementary & Analogous Colours

. |dentify these relationships and apply
them in a design task.

e

e I

. Tints, Shades & Tones
. Mix and use tints, shades and tones
effectively.

. Colour in Art History
. Explore how colour is used by artists like
Van Gogh, Matisse, Rothko.

. Practical Task: Colour Composition
. Create a piece using colour theory
knowledge(e.g., abstract or landscape).

. Assessment & Review
. Reflect on knowledge gained and
evaluate final artwork.




Year 7 Book lllustration

Art

Term 1

Fantastic and Strange
Theme: Creating a Fantasy

creature Through Art

Drawing, composition, colour, texture,
and imagination

Artist: Mateo Dinean, Maurice Sendak,

Wayne Anderson

Introduction to Fantasy Art

Learning Objective: Understand the
characteristics and themes of fantasy art.
Activities:

Explore famous fantasy artists (e.g., Brian
Froud, John Howe, Alan Lee).

Discuss common elements: mythical
creatures, invented landscapes, magical
items.

Fantasy Creatures - Design & Sketching

Learning Objective: Develop creature
design skills using reference and
imagination.

Activities:

Look at examples of dragons, elves,
goblins, hybrids, etc.

Practice combining animals to create
new creatures.

Sketch 2-3 creature ideas with
annotations.

Skills: Shape, line, proportion.

Lesson 4: Bringing it Together -
Composition Planning

Learning Objective: Plan a final
fantasy artwork using previous ideas.
Activities:

Thumbnail sketches exploring different
layouts.

Choose one and draw out a final
composition in pencil.

Peer critique and improve.

Lesson 5: Adding Detail -Colour, Texture,
and Atmosphere

Learning Objective: Develop detail in
final piece using colour and texture.
Activities:

Explore colour schemes: mystical,
eerie, bright, etc.

Practice techniques in chosen media
(coloured pencil, paint, ink).

Begin adding colour to final piece.
Focus: Use of tone, blending, and
surface texture.

Skills: Layout, storytelling through
imagery.

Lesson 6: Final Touches & Evaluation

Learning Objective: Complete
artwork and evaluate the creative

process.
Activities:
Finish detailing and backgrounds.
Class gallery walk and peer
feedback.
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E-safety
E-safety refers to staying safe online, this
includes the use of the internet, social media
sites and gaming.
Top tips for staying safe online:

1. Do nottalk to strangers

2. Do not give out personal information

3. Make sure all social media accounts are
set to private.

4, Do not meet anyone online,

Cyberbullying

Cyberbullying is “bullying for the 21st century,
using email, text messages and the internet."”
(Richard Aedy, ABC Radio National)

[aming

Flaming is the online act of posting insults,
often laced with profanity or other offensive
language on social networking sites.

Cyber Stalking

Cyberstalking is the use of the Internet or other
electronic means to stalk or harass an
individual, group, or erganization.

Masquerading

Masquerading is an elaborate form of
cyberbullying where the bully pretends to be
someone who they are not. They might create
fake email addresses or instant messaging
names, or they might use someone else’s email
or mobile phone to bully someone.

Malware is software that is specifically designed to disrupt, damage, or
gain unauthorized access to a computer system. There are several
different types of malware,

Viruses

A virus can be defined a piece of code which is capable of copying itself
and typically has a detrimental effect, such as corrupting the system or
destroying data.

Worms
A worm can be defined as a self-replicating program able to propagate
itself across a network, typically having a detrimental effect.

A Trojan horse, or trojan, can be defined, as any malware which misleads
users of its true intent. The term is derived from the Ancient Greek story
of the deceptive Trojan Horse that led to the fall of the city of Troy.

Spyware

Spyware can be delined as a piece of soltware that is installed in a
computer without the user's knowledge and transmits information about
the user's computer activities over the Internet.

10 Malware Protection Tips

I

Wrile down three things you will do Lo stay safe online
1.

3

Keep your operating system up to date.
Always use the latest software version
available. Qut-dated programs often
suffer from severe security
vulnerabilities, which hackers take
advantage of.

Install a firewall to ward off threats.
Use a virus scanner program to detect
and reject possible security threats.
Create passwords that are at least 12
characters long. Longer passwords are
harder to crack. In fact, the length of
the password is more important than
the use of special characters.

Choose a unique password for each of
your digital accounts.

Only open emails from trusted senders.
If you open a dubious looking email, do
not click any links, and delete it straight
away.

Never pass on personal data such as
account or cradit card data using email.
Use a trusted email provider and
always send sensitive data encrypted.

Do not use public WLAN routers
(unencrypted wireless networks).

. Only install programs from trustworthy

sources,



Term 1

Drama Techniques

Freeze Frame —the actors are frozen like a photograph
Thought-tracking — Saying what a character is thinking
aloud during a still image.

Teacher in role — teacher becomes a character

Hot seating - interview actors in character

Mime — acting without words

Narration - telling the story directly to the audience

Proxemics - the distance between performers
Body language — communication through physical
actions

Suspense - a feeling of uncertainty about what will

Upstage Right Upstage Left happen

Stage Positions

Lighting Design Terminology

Stage Right Centre Stage Stage Left Light positions:
Front Light Gel — changes light colour

Back Light Cyclorama — white backdrop

Side Light Blackout — no light at all
Crossfade — move from one
lighting state to another

Downstage Right Downstage Downstage Left

Darkwood Manor: An Introduction to Drama Skills



Ye 1 Drama _‘ -~ erm 1

A Christmas Carol was wr:itten by Charles Dickens in
1843.

The story follows Ebenezer Scrooge, a greedy old man
who changes after being visited by three ghosts: Past,
Present, and Yet to Come.

Poverty in Victorian England was widespread and
severe. The gap between the wealthy and the poor was
vast, with many working families struggling to survive
on meagre wages, facing unemployment, illness, and
the threat of the workhouse.

Scrooge — Miserly, selfish, later regretful and generous.

Bob Cratchit — Kind, hardworking clerk; shows family
and moral values.

Tiny Tim - Innocent symbol of hardship and hope.
Jacob Marley — the ghost of Scrooge’s business
partner.

The Ghosts — Christmas Past, Christmas Present and
Christmas Yet to Come

Narration — Telling the story directly to the audience.
Freeze Frame - Creating still images to show
important moments.

Thought-tracking — Saying what a character is
thinking aloud during a still image.

Redemption - Scrooge becomes a better person.
Poverty and Social Injustice — through the Cratchit
family

Kindness and Generosity — The Spirit of Christmas
Isolation vs. Community — Scrooge starts alone but
reconnects with others.

) g‘?l_‘; H

[ e i ". {7l
ocal and physical skills
Pitch — Use a higher or lower voice to suit age or

emotion.

Pace — Speed up for panic or slow down for
seriousness.

Posture — Hunched for old age, upright for
confidence.

Facial Expression — Show fear, joy, or surprise as
Scrooge reacts to each ghost.

A Christmas Carol . 4
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WILLIAM SHAKESPEARE

IMAGERY OF SEA AND SKY

IMAGERY OF POWER

IMAGERY OF GODS AND MONSTERS



MAGIC & FANTASY Rlale] [y

S hakes p ¢ha Ffeenpest

" On board the ship ...

Alonso Antonio Prospero
King of Naples Prospero’s brother the rightful
and the usurping Duke of Milan
. Duke of Milan
Ferdinand
his son .
Gonzalo Caliban
a councillor a savage and
Sebastian former slave
his brother Trinculo
a jester O,
Spirits in
Adrian, the service
Francisco Stephano of Prospero
lords a drunken butler
- , .
Master of the Ship Who's who in
Boatswain
i The Tempest

On the island ...

Miranda

his daughter

Ariel

an airy spirit

Iris
Ceres
Juno

Nymphs
Reapers
characters in
a masque

Alonso — King of Naples

Sebastian — Alonso's brother

Ferdinand - Alonso’s son

Antonio — Prospero’s brother.
Antonio stole Prospero’s title as
Duke of Milan.

Gonzalo — the old counsellor to the
King of Naples

Trinculo — a jester

Stephano — a drunken butler

Prospero — the rightful Duke of Milan

Miranda - Prospero's daughter

Ariel — an airy spirit; a slave of
Prospero’s who earns his freedom

Cdaliban — a savage and deformed
slave of Prospero’s; a native of the
island




S hakes p ¢ha Teepest

Plot summary

The shipwrecked passengers

are scattered across the island
Prospero causes a storm

to shipwreck his enemies

Alonso fears his son Ferdinand
has died in the shipwreck

Miranda meets and falls
in love with Ferdinand

Antonio and Sebastian | Prospero forgives his

plot to kill Alonso enemies, gives up magic

Caliban and Stephano
I P and sets Ariel free

plot to kill Prospero

Key Concepts:

The Supernatural:

magic is at the heart of the Tempest and is the tool
Prospero uses to cause the shipwreck. Magic is used for
both good (Prospero) and evil (Prospero and Sycorax) and
is shown to be a craft, much like writing a play.

Freedom and confinement:

Prospero is exiled and confined to the island. Here he
enslaves Caliban and Ariel. Shakespeare raises important
questions about slavery, power and freedom.

The Quest for Knowledge:

Shakespeare was writing at the height of the Renaissance
movement, and Prospero’s ceaseless quest for
knowledge in The Tempest personifies the ideals of the
quintessential ‘Renaissance Man’

Men and Monsters:

Caliban is referred to both as a monster and as a man.
Interestingly, the men in the play often behave in a more
monstrous way than Caliban.

Justice, Forgiveness, and Repentance:

Prospero is usurped and attempts to seek justice by
regaining power. However, his view of justice is
somewhat subjective, as he sees no issue with enslaving
Ariel in Caliban in order to achieve his goals. Regardless,
he speaks of the need for and power of forgiveness.



MAGIC & FANTASY Rlale] [y

Word Definition
- Aggrieved Feeling resentment at having been unfairly treated.
S hakes p ¢ha Ffeenpest
Avenge To harm or punish someone who has harmed you.
. Civilised Bring (a place or people) to a stage of social
|_| nkS to explore SOm UCh more: development considered to be more advanced.

The Tem peS-'[ KSB Enq ||S-hBBC BiteSize Colonise Taking full or partial political control by settling in

another country.

The Tempest | Royal Shakespeare Company

Bigotry unreasonable attachment to a belief or opinion in
particular prejudice

www.sparknotes.com/nofear/shakespeare/tempest

Distorted Giving a misleading or false account or impression;
misrepresented

Hierarchy a ranking system according to importance/status
Context
Imperious Arrogant and domineering
The play The Tempest was written between 1610-1611.
The The Renaissance (French word for rebirth) is a cultural period Manipulate Control or influence (a person or situation) cleverly
Renaissance in history that represented the search for knowledge and
power. Prospero can be seen to be a ‘Renaissance man' Tempestuous Characterized by strong and turbulent or conflicting
because he devotes himself to his books and explores a new emotion.
land.
Colonisation Shakespeare's audiences would have been very interested in Usurp To take a position of power or importance illegally or by
England's effort to colonise distant lands. England was fast force.
becoming a world power and Shakespeare explores the Wretched In a very unhappy state.
problematic relationship between coloniser and native - - -
. Reconciliation The restoration of friendly relations
people through Prospero and Caliban.
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Module 1- Larentrée

As-tu des freres
ou des soeurs?

As-tu des fréres ou des

Oui,j b6.a i
Yes | have..

un (demi) -frere

a (half) brother
une (demi) - soeur
a (half) sister

Point de départ soeurs? Non je n G pas de freres ou de soeurs
. I dondt have any brothers
Cava(tres) Do you have brothers or
b|e~n sisters? Je suis fils /fille unique
om (ve I dm an only child
. well Au revoir!
Bonjour Goodbve
Hello c . > | e | y Tu es comment?
f—i omment) 92 vas as mal, A plus! amusant (e) 6 funny
Salut! ow are you: :;Ter%' d S plus: arrogant (e) 0 arrogant
Hi! ot bad, eeyou . bavard (e) & chatty
thank you later Je suis 81am fort () & stron
. ~ g
Jene suispasdl 8 m not .
| grand (e) 0 big/all
Gane va pasl . intelligent (e) 0 intelligent
Not good ! Il est dheis méchant (e) & nast
Elle est dshe is . Sty
patient (e) - patient
petit (€) &small/short
. . timide - shy
Voici masalle de classe
un tableau (noir/blanc) a (black/white) .
sympa - nice
board
Sur la photo un poster & poster génial - great
In the photo
~ . . un/une prof( esseur) & a teacher
Qudecegu§asdurla ilya . moderne - modern
un écran 0 screen ~
photo? Au fond - at the front . cdoest
. un ordinateur &a computer - .
Au centre - in the there itis triste - sad
. . une porte da door
What is on the photo? centre is/are ~ .
A une fenétre 0 a window .
A gauche- on the left nul d rubbish
A . ) une tablette & a tablet
A droite - on the right
des tables & some tables . . .
) ; démodé & old fashioned
des chaises & some chairs
des éleves - some pupils
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Module 1-Larentrée

chanter &to sing Mon interview par vidéo Les numéros
danser dto danse
Mavie, c 6 &€s t | retrouver mesamis §to 1un/une
My | if e i | meetup withfriends 3 o o 2 deux
bloguer 3to blog C 6 equdnd, mon janvier juillet 3 trois
Pour moi, la surfer &to surf ton _ anniversaire pre;:mer février aout 4 quatre
rentrée c & é@s t | tchatter &the chat 2nn|versa|re coelsae |01 mars septembre 5cing
For me, going rigoler dto have a laugh : , my birthday 2,3.4,5 avril octobre 6 six
back to school étudier to study When isyour | . o etc mal novembre 7sept
i sé. nager &to sim birthday? juin décembre 8 huit
jouer &to play 9 neuf
gagner 8to win 10 dix
High F Word 1lonze
. | requenc oras
le sport - sport Tu aimes ¢a? J h y ié ?rcérzzee
le foot - football . | 14 quatorze
J 6 a idhike le vélo - cycling ‘te 15 q o
le college - school Iu %ou 16 quinze
le poisson - fish : € selze
elle she 17 dix-sept (10+7)
18 dix-huit (10+8)
T_u . Jendaipané la danse 0 dance un/une a 19 dix- neuf
aimese 2 I dondét la musique 0 music des some
Do you q 20 vingt
ike?
likes les serpents & snakes et , and 30 trente
les pizzas 8 pizza mais but 40 qparante
les glaces & ice-creams aussi also 50 cmguante
Je préfere o1l les jeux vidéo dvideo games ) 60 so!xante )
prefer les vacances 3 holidays assez quite 70 soixante -dix (60+10)
les BD & comics tres very 71 soixante et onze (60+11)
les mangas® manga trop too much 80 quatre vingts (4 x 20)
les araignées - spiders un peu a bit 90 quatre -vingts-dix (4x20)+10
100 cent
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GRAMMAIRE
Regqular present tense verbs

ER VERBSe.g. Pasgr = to spend
(time)

Je pas® !/ spend

Tu passes You spend
II/Elle/On passe | He/She/One spends
Nous passons We spend

Vous passez You spend (form/pl)
lls/ Elles passent They spend

IR VERBS e.g. Finir = finish

Jefinis / finish
Tu finis You finish
[I/Elle/On finit He/She/One finishes
Nous finissons We finish
Vous finissez You finish (form/pl)
lls/Elles They finish
finissent

RE VERBSe.g.vendre = to sell
Je vends / sell
Tu vends You sell
[I/Elle/On vend He/She/One sells
Nous vendons We sell
Vous vendez You sell (formv/pl)
lls/Ellesvendent | Theysell

Grammar
GRAMMAIRE Irreqular present tense verbs
Auj our| 7oday
Faire = to do / to make Aller =togo Demain (soir) | Tomorrow (night)
Jefais / do Jevais /go Ce matin / ce soir | This morning/evening
Tu fais You do Tu vas You go Cet aprésmidi | 7#is afternoon
[I/Elle/On fait He/She/One does | 1I/Elle/On va He/She/One goes La semaine| Nextweek
Nous faisons We do Nous allons We go prochaine
Vous faites You do (form/pl) Vous allez You go (form/pl)
Soi | failt beau
They a. Th
lls/ Ellesfont ey do lls/ Ellesvont ey go Fihe we at tnie B s
. . ¢ta va °treé
SO.II faift | tgdisg to be
Vet . . mauvais
ouloir =to wan s -
Ifthe we at hbad ¢ s | g0l / génial / sympa
Jeveux | want . oL cool/ great / nice
Si ] 60al asdsez
Tu veux You want doar gremave
38 II/Elle/On veut He/She/One wants enough money
(]
>
9 Nous voulons We want Qu 0 eced u 0 warfaire? Whatare we going to do?
§ Vous voulez You want (formv/pl) —— :
L Near Future Tense = Aller + infintive (going to do)
o lls/Ellesveulent They want
<§’: Je vais aller au parc to go to the park
<§( Pouvoir = to be able to I am going visite r le musée to visit the museum
04
o Jepeux [ can Onva/ manger au resto to eat at a restaurant
Nous allons )
Tu peux You can We are going | @cheter un jeu vidéo | 0 buy a videogame
[I/Elle/On peut He/She/One can voir un spectacle to see a show
Use the present
Nous pouvons We can tense of the verb | faire les magasins to go shopping
ALLERrom
Vous pouvez You can (for/p)) above prendre le bus to take the bus
lIs/Elles peuvent They can P




Qu 6 ecedue tu as faitle

week-end dernier? What
did you do last weekend?

J O /aNous avonsé
We é

!/

és

pent

(the w

épass® f(ehdg We éparticipé aune competition
b ekedtipok part

i n a

fait du vélo

cowprett i ay colni ng

€joué au tennis

é fété (mon anniv)

éregardé un match / film

fait de la natation

épl ayed tehni cel ebrated my| biréwadaghed a match / @&whinkmswi mmjy
3 The Past: The Perfect Tense with Avoir
Hier Yesteraay \ 3 We use the perfect tense to say whatwe did or have done in the past. To form it you need 2 parts:
T;\VZ”"ZEV PART 1 Avoir (the verb to have) + PART 2: Past participle (e.g. visied/done/eaten)
e day before - "
yesterday PART 1: Avoir = 7o have PART 2: The Past participle
Le weekend Jab / have ER verbs +é IR verbs +i RE verbs +u Irregulars
La(sjfmr/gf/:en 4 Tuas You have visité | visited fini |finishea | perdu |/ost fait |did
La semaine II/Elle/On a He/sShe has | 4= | regardé | watched vomi |vomited | attendu |waited | pris |wok
derniere Nous avons  We have écouté | /istened dormi |s/ept vendu |sold bu |drank
Last week
Vousavez  You all have mangeé | ate /eaten vu |saw
Il'y a deux
semaines lIs/Ellesont  7hrey have acheté | bought lu [read
Two weeks ago
Ddabord / Enfin The Past: The Perfect Tense with Etre
Firstly / Finally — i Some specific oEmp@acbe)anstéadof Awitts t ake
Ensuite / puis Jesuisalle( e) | €|y yerps agree with the subject! |1 f it ds femli.ninelf aidtd an o
Next/ then /| wente &6
Aprés  After Nous sommes e . -
S alé(e) & PART 1: Etre = 7o be PART 2: The Past patrticiple (+e) (+s)
r 5 i 4 i
st ater I wenté Jesuis lam allée)(s) went sorti(e)(s) |wentout
Aprés avoir A .
0 E o A au parc / au stade Tues Ve it resté(e)(s) stayed parti(e)(s) |/en
(mange) Afer éto the parfc |/ FE84diY ™ nessheis
having (eaten) 3 la piscine S + arrivé(e)(s) arrived venu(e)(s) |came
i ) ous sommes  Weare )
Avant de (partlr) éto the pgod N retourné(e)(s) | returned revenu(e)(s)|came back
Before (leaving) - \Vous étes You lot are
aux magasins 2 tback |devenu(e)(s
éto gt he s|ndls/Ellessont Theyare rentré(e)(s) ;/V?e;/:ne)ac ) @) became

ewwels

ng



1. Tier 3 words that describe key concepts related to geography 3. Tier 3 words to describe Amazing Places

Physical Geography | about what our planet s like. a nation or group of nations with significant influence

Human Geography | about how and where people live. Superpower | and power on a global scale in terms of politics,
economics and military capability.

a land mass area that divides the world into 7

Continent sections: Asia, Africa, North America, South America, the process by which a country or group of people
Europe, Oceania, Antarctica. Colonisation establlsh contrc_)l over aforeign territory often Iea_dlng to
— : : economic, political and cultural influence on foreign
Country an area within a continent that has a defined countries.

political boundary e.g. France.

Sovereignty |the legal right to govern a physical territory.

Settlement a place where people live e.g. village, town, city.
— : - an agreement under international law between different
2. Describing places geographically North America Treaty countries or organisations e.g. Antarctic Treaty.
Continent z state the continent it is in ) .
Line of Latitude z which one is nearby Antarctica +——__ Amazing PlaceSM South America 4. Place specific facts:
Ocean/Seaz which is nearby — /
Countries nearby z 2 to 3 which border Asia . . Europe South America: Amazon Rainforest has the
Compass direction z North, East, South, West or Central Africa Oceania highest biodiversity in the world. The
climate is hot (average temperatures of 26 -
paaies NOTLN POl 30*C) and wet (between 1500mm -
of latitude av 3000mm)
X B Europe: The EU (European Union) informs the government of most of
e ; : Tropic of Cancer the countries in Europe. It has a strong economy (GDP of nearly
Hemisphere : $20trillion), has political power globally, and a strong military (300
Equator warheads).
. g _ | : : Africa: Has mostly developing countries. They sometimes have poor
Southern amw 4 J/  TropicofCapricorn areas called squatter settlements. In Lagos, there is a large squatter
Hemisphere \ § i settlement called Makoko.
A CTetcGirtle Asia: The Himalayas, a range of fold mountains, are located on a tectonic
Meridians S plate boundary. Due to the Indian and Eurasian Plates moving towards

of longitude

each other, rocks are pushed upwards forming the mountain range.
SouthPole Earthquakes are frequent in the Himalayas.




1. Historical Terms needed throughout the subject

4. Tier vocabulary that describe key historical concepts

Tier 3 Definition Tier 2 Definition
source Evidence created at the time of the event being studied oath A special promise made before God
interpretation An opinion based on evidence written after the event coronation The ceremony when someone becomes a king/queen
being studied
J conquer Taking over an area or country, often by force. To win.
inference To make a guess from a source (of evidence) —— - -
illegitimate Born outside of marriage.
provenance Information of who wrote a source and when
- - Tier 3 Definition
2. Key people in topic
@ Edward the Confessor - Anglo-Saxon King of England, died Jan 1066 fyrd Anglo-Saxon word for army
Edith Godwinson - Wife of King Edward and sister of Harold Godwinson | 8rchers Soldiers with bows and arrows
Harold Godwinson - Claimant to the throne, King of England in cavalry Soldiers on horseback

1066, died at the Battle of Hastings

Edgar Aethling - Claimant to the throne, nephew of King Edward

Tostig Godwinson - Brother of Harold Godwinson, fought with
Harold Hardrada, died at Stamford Bridge

William - Duke of Normandy, claimant to the throne, King of
England from Dec 1066

. Odo of Bayeux - Brother of William, bishop and tenant -in-chief
Harold Hardrada - Claimant to the throne, King of Norway, invaded
England, died at the Battle of Stamford Bridge

The Pope - Head of the Church, supported William

Jan 1066 King Edward died & Harold becomes king

25t Sept.
1066

The Battle of Stamford Bridge: Anglo-Saxons V.
Danes/Vikings. AngloSaxons win

14% Oct 1066 | The Battle of Hastings: Anglo-Saxons V. Normans.

Normans win

251 Dec 1066 | William became king of England

feigned Retreat

A group of soldiers pretending to run away

shield Wall

Battle tactics, where soldiers form a line of shields

burh

Anglo-Saxon word for a town

cunning woman

Woman who is a priest and doctor

Earl/ lord Important person who holds a lot of land

Knight Someor_1e Who fights on horseback / holds land from
tenant-in-chief/lord

peasant A poor person who works on the land

pagan A person that believes in lots of Gods or spirits.

claimant Someone who wants to be king

heir / aethling

Next in line to the throne

witan

Council that advised Anglo-Saxon kings




I to do? 1] Sequence: teme or rurbers puf

: :?the end of this unit you shoukd be able.
: | 3 Y

: «  Deserbe and continve bath inear and || Rt retructiors thel redke b

| non-inede seglences

| * Explan fzrm to term ades for near

| sequence

: «  Find missng teame n 4 near sequence

In & pre-decided orcer

1| Tesm a snge nuber or ot
11 Posttion: the. plce. scmething s kbeated

varigbles

I Linear: the dfference befween terme incresees or decresses by the same vabe each time

1 Noringar: the difference between terms noredses or decresses n dfferent amounts

|| Difference: the ap belwzen tuo Teane

11 Ortthmetic: o sequence where the dfference belween the ferms & constant

11 Geomelris: a sequence wiere. each tem is fourd by multiplyng the previos ane. by 4 fixed non zero number

L e 1
| Desorbe ond conte a sequence dogrommotealy | Predct and oheck tems [pogars ||
[ ] @ 30 908 wiar 17 7\ IV | crnts b
i ::ck:.y | 3 ; Eﬁmxﬁn :: 5\1_.-"5“»-_-"? ;:I-m mary Ires n pattem
[ —— = ——————————————— I VAVAVAVAVAVANVAVAVAY IR it

| Sequence in a tabke and graphicall

| Pastion e poce n tre sequence

Becare the tears ncresse by the same addilion esch tme the

= Inear — o5 seen n the gropn
S S S

1 a3
| 5 Hh HH
| 305 T
Terms thi rumber o wanotle
: fthe rusber of squares in each imoge) froptedy
mw
: hatabe [ poon [ 1 |2 | 3 ;': '
| Tem | 3|5 |7 58 !
' =T o
| e . S 1 2 3
| position
|

| there wl be. 6 move Ines

-~

Il 15

|
: — rereoes by addlion o subtraction and the same amourt, ecch tine
| 1 Sequences — o ol verecee by o coretant amourl — quadrale, aeometrc

| o F_-j:n:r:u

1" bo -'-c‘.”, ol as straghi ines when nme'.r‘.d araphcally

| *  The diferences between terme can be found by addtion, subtraction, mubpleation or
| omm

|

|

|

|

|

|

Fibonacci Sequence — look out for this upe of sequerce

ol 12 35 %8..
\

Each tean & the sum of the. presovs two terms

7, 1,15, ...

|

|

|

| How do | know this s a Inear sequence?

| Riicreoses by addrg 4 to each fem

: Hew marny terms do | need to make this conlsion?
|

|

|

|

(0 et 4 terms — two terms only shows one difference not § the dfference &

corstont. {a common diference)
Howi do | contirue the sequence?
Yo corrie (o repea the same difference Thoush the red postlions n the

SE4LENCE

I EXPbl'l tem]‘to"term ﬂk Howi you get From term to term
: Try to explain this in ful sentences nol just with methematical notation

|
[

To expln a whoke s2quence you need 1o nchde a tem 1o begn al.. .

r

Use: key maths bnguage. — cootles, hoves, mul ply oy Ten, add foue To the. prevos tem ele

|44.816...

How do | know this i a non-inear sequence?

I ncresses by mukipbing the: prevoss term by 2 — the & a geometne sequence becarse the
constank, & mulipl by 2

How mary terme: do | need to make this conclson?

O kst 4 ters — tuo terms only shows one difererce rot f the difererce & corstart (a
common dffesence)

How do | coritine the. sequence?

You cortirue (o repeat the same dffersnce theouh the nest postions n tre SEqUENCE

re next term &
found by trping
ke prevos term
The sequence:
pears ol 4

?ng,a, Q8...

Frst temm



YEAR 7 — ALGEBRAIC THINKING. ..
Olgebraic notation

@unihrsto_maths

1
What do I eed tobe abe to |} Feiords

do?
Buy the.end of this it you shouid be abl
tD'

“opesalion Tamibes”

|ﬁ.l“ﬁb1-aruulu'rsr|p hat mstncts how to get from an input to an oulput

m.l tie. mumber symbel pul, o o funclion
El.l.pllj,na nimber/ expression That comes oul of & firction

| Operation: & mathemal cal process

| ; .
|I Iwerse: the cperalion thal undees whal wee done by the prevous operalion (The opposte cperalion]

| Commutabie: (e ceder of the cperatiore do et matier

* Be bk to substiufe nilo snge and | Substtibe: replace. ore vanabe wih a number or rew wanse.

two step function mochines
+  Find funchions from expresaions
+  Form s2quences from expressions

|

|

|

|

|

| te

: o Bz bl to 1se inverse operalions and
|

|

|

|

I " r

|+ FKepreseni funclons graphicaly

The rurber thel goes M The rumter that comes aut
ey
The: box gues the caoukdion meteuclion

I
|
|
i b\_,/
I
|

To firvd the. input from the cutput.
s the INVEREE cpendlion

1 .
| : Substitution into expressions
: MANT LYV I | 4y —— 4idsoly
I wo—>| 7 o |: Fy = 7 this means the. expression i asking for 4
| | s of" 7
| Frrd the rebiborehe between the riput ard the odpt | | N o B
| i I | 4«7 QR To7-77 OR T
I Somelimes there con be a rumber of possible ‘antmsl I
| &9 *Txorx 2 coud bth be soldions to the dbove | I & -4
| function machrne I I -7=a-

|
| Evabiate: ok ool

| Linear: the diference between terms reregees or decreases by the some vale eoch time

_,Mm fems or rurbers pui n 4

pre-dacied order

' |

I N

| | 5 : yx

I I 4y
! "

| | Odcion e

| | mulpkdim can be f

| | doenayo 4 peof
I | Commutae cabibers

| Expressione s malhe sentence with a mrmum of two numbers and ol kast one math operation Ino egquat s

o &numhum

Ilm_éﬂ*f_m

II Take the furction and serevle aseqerce. Mo + 5)

EJ%@—_'E

~G1)

Powers ord fractons sererade

chaped grghs




r
What do | need to be abke to

do?

to:
*  Fom and sohe Inear equalions
*  Understard ke ond urike teme
«  Smpify deebrac expressons

2+ K-556
AT ER20T0

16 16

By the: end of this unit uou shoud be. able.

11 Sobe: to frd the sollion

11 werses the. operation thal undoes what wos done by the, prevoss operation (The cpposite. operdlion]

11 Team o srk rumber o vonde
11 Like: vorbies that are the same are ke’

:l Coefficient: o mutpleatve foctor n front of @ vansbe eg Sx (9 & the cosfficert, x & the vandbk)
Il Expritsgion: o maths senterce with a mnmum of two rumbers ond ol laet one math operalion Ino equak sion)

__________________ == === ssSo===

I Equolly two expressions thal hove The same. vae

1) Eauation: & mathemateal statemert. thal two thrgs dre equd
11 Equals: represented by = aymbol — means the same

I Sobbione the szt or vale that satifies the equation

| '

= Z ] | Fmt Fm U2 o b model o degpioy The. relioreies befmeen terms ond rumbers
B o e
S R A
EEAN . L =
- | <
gz | 3.
L . ——
B 2
=g

F

Solve one step equations (+/-)

4 5555

Dot forget youknow how
[ " fo tse. Furelion mechines

xrdd- f)q —t——— MWWW“

Lo e furction mechines

S—» x4 —»{

Lkt Terms gt Those whise wandbes are. he some

The. vk &
he some

| K\ 30 o ke lerme
A

The. varables are.
NOT the came

I

|

I

l Q wd 3Q o keleme
X

I

|

I

Exompks and non-exgergies

(Check. equvaerce. by substiution

y Ty y
2t 2 2P
ab, 10ba db, I0a

5,-a K 5-2

The = symbol mears equvdent 1o
I & used to dentify equuderi expressions

Cokectrg ke e
ity le terms can be comorzd

|

|

|

I 4y +5o —x +lb
| GEOME
VK
|

|

|

A+ Bb

Gormmon meoonceplions




YEAR 7 — PLACE VALUE AND PROPORTION

@vinisto_maths

What do | need to be able to do?

Bgtmer‘dofti'lwilgwsm.ldbed:hto

Understand place vale and the number
system incldng decimais

*  Understand and use place. vale for decmals,

ntegers and medsures of any size
* Order number and wse & number Ine for

pestve and reggtive integers, fractions and

decmal,

o wethesymbok =, #, <,

* \ork with termnating decmats and ther
correspondng fractions

*  Round numbers to an approprale accuracy

* Descrbe, riterpret and compare dala
dstrbutions usng the medion and ronge

X

:Thfee bihon, crie. hundred and forty ekt milon,
thity three thousand and twenty e

I bilon [ 000, 000, 000

1 millon | 000, 000

Ordering integers and decimak

r
|| Beywords
: | Opproximate: To estimate. a rumber, amount or total often using roundng of rumbers to make them easier to cacilate vith
6 whole number that is positve or negtive
| | teger: o
1l Interval betvieen fwo ports or vaes
| | Median: O megsure of central tendency (midde, averaze) found by putting dl the data udbes n order and finding the midde
| | vake of the st
| ive: Giry rumber less than zero, written with a minvs sis
| ry mn
| | Place hoder: \ne. =2 0 o5 @ place holder to show that there are nore of a particular place n @ number
| | Place vake: The e of a digh dependng on ts place in 6 number n our decimal rumber suystem, esch ploce & 10 tmes
|| bager than the place to s right
I Range: Tre diference between the braest and smalest numbers in a set
I : Signficant figore: 0 dat that aves meanng to a number. The most senficant it (faure) n an integer s the number on
IV the et The most snficant dgt in a decmel fraction & the first ron-zero number after the decimal point
| L o
|

o
:Ilnteruakmammberim

| e e — e

: [~ = : " 1‘ "‘ g Duide. the uf.ereru ty the runber o{ itervats lgops)
IR Eg 00+ 5
|:::::::::::::::::::::::::::::::::
Rounding to the nearest power of ten 1 tre nurber s halfucy betieen ve ‘roundup

5475 to the nearest 10

5470 1 6

1G>

eslpnipnipsipniontionipniontomipntvntiomiuni BV a N |
I m Spread of te vabies || Medan 77 e vate |
mMpare. WSUSIHGI< > = F . 5
(\fpﬁm’" i I Difference between the biagest and smalest I| Exampk | Medon: pttheinorder 3 4 8 9 12 |
>£p'mtﬁ;m Two and a half million C:)(scaoca H 39 § 1 || 4 39 § 1 find the midde rumber 3 4 @ﬂ 2]
=M°UOJ'G 300 000 000 l\a Three billian || W&mm — Smalest vabe || ‘ the i orter :
% ot equ o Sx thousand and sighty '(L<) 8000 I IR-3-9 | : A fedian: put the in e, SE 40 1
_—_—_—_—_—_—_—_—_—_—_—_—_—_J‘:R:mgég_—q::::::::l| 710158 There are 2 midde rumbers “ I
L Find the midpoit. B2 |
oes P terths furdreathe II_ |
'Y . _====================
b || Decimal irtervals on a rumber ne |
: | (One whoke sptt mto 10 parts makes tenths = 01 |
0 ones, 5 tenth and 2 hondredths | | One terith spit nto 10 parls makes hundredths = 001 |
O+0l+0l+=01+«0l+«01+001+ 001 I| r T , . T - - T - . - |
SO o0 Il O 010203040506070809 1 '
082 al |
T T T T T - |
decimak Wwhich the largest of 0.3 and 0.237 T VL AL B L.

%® 10 002 004 006 008 o1 |
| |
0.3>0.23 | | T T T T T T T |
Ones ¢ Tenlhs rundredihs “There are more counfers in the furthest | | O 02 04 06 08 1 12 14 16 18 2 |
cobmn to the kft” | L |
&Y (o1 |- ————————T———
[ I o |
& 030 et |1 Rond to | significant fiawre |

. LMPAG vaes with i
n Terths hundrediths 23 the same number of decimal | : 570 tO ‘ S‘I@nlﬂcﬂﬂl ﬂ@ure 5 4‘00 :
es @ Ten I 0 places s another way to : | 37 to | senfcant fiaure is 40 Eound to the first non |
a1 001 001 wmmﬁaﬁtﬂg tertrs | : 37 1o lsignifcart figure s 4 2ero rumber I

y
AR : I 037 to I signficant figure 5 04 :
J

LOOOOOOO37 to [snificant figure s 00000004



@nhisto_maths
_____________ o—m——————————————— e
What do | reedtobe abeto | Pesors
do? | Fraction: how many parts of a wioke we have
== Decimak a number with a decimal point. used to separate ones, tenths, hundredths etc
By the end of this unit you shouid be abe. ) Percentage: a proportion of g whoke represented as a number between 0 and 100
to: I Place valbe: the numerical value. that a diit has decided by fts postion n the number

* Convert fuently between fractions,

[
|
|
|
|
|
: || Placeholder: . vumber that occupes a postion to gve vale
|
|
|
|
|

decimak & percentages || Intervak a range. between two numbers

|| Tenth: one whole spit into 10 equal parts

I Hondredth: one vinoke st nto 100 equdl parts

|1 Sector: a vart of a cicle between two radis (often referred to as locking ke a piece of pie)

| Recurring a decimal that. repeats n a guen pattem
[N o ]
e e e e e e et e o e e o s i i e i s |
| Tenths and hundreaths S T | |} Onarumber e |
| Ore hundreath (ore P ° | | I
| ok spt o ® : | o> ek sl o 0 equa pats :

B [ ‘
| _OO elahlm-p(c]réle T | I One fenth 0T 0l |
l § E 100 0 ones, 5 tenth and 2 hndredths | I |
[ 0+01+01+01+01+01+001+ 001 | | 1> Onetenth — st nto 0 e pats |
| < -0+ 05 | ° o
=0+05+002 I, Onetundedth=_1 =00l |

| - 1 - 052 I | 100 I
LOre tenth (one whoke spit nto 10 equa parts) = 75 = 01 | L |

lem. T N T T T T T T T T T T T T T T T T
| Eift Therty hndredts :: Percentages on a hundred grid ot
I T One Mnb =1 I 1007 =@ whd&l: 100 hundredifs
: - " e tenth . 7 et G tenths and 3
4 Il 7 oot of 10 fondredtis
| § Iz fod o 65 hundredtfs
E = =E Y
Twio tenths = one fifth Il = =
| - I~
L Ore fifth (one whole spit o 5 equd parts) = 5 =02 I 3 hundredthe
e L e
_________________ gl ey e Ry Sy leg B g S yleg S tes e
Quarters .| Smpk pie charts
| Ore quarter lore vinok spit inlo 4 equdl parts) = i 025 I:
| [l Twenty fve hundredths I Spit o 10 parts
| - = I - 10/ = 360
| g Crewhol  One hat |:
| = , ——/ -5 Iy Spit into 2 parts
(] [ [ I = 50/ = 180°
' |
| 60
| One auarter - 035 O pie. chart has 360 .
L e 0D _!: 5o al FDP caloulations Sf";gf N J?a;s
| Fractions — on a diagram o o
| The denominator s repres E P T T T T T T T T T T T T T T T T T T T T T T
i preserted by EQUOLLY
: sized parts — this is spit nto quarters : : COnVEft FDP his db 700t o 100
& ako U - AR | 7
F S S| 70 g —— Suies —P Gt —w 10 tl;%"id“"s
}Fractm—onamrrbe,rine |: o 0-100 70Tt
g & -
\ EmmEmpanmmmmmmm } One whole spit info 18 : | lwm o7
} 0 1 E’%‘ﬁ E-’Jﬂi ' | : M Be careful of recurmg decimals
| The ports ot the 6 part 18 the denomindtor o —b Coniert to a decind eg | -03333333
‘ 6 the. rumerator 6 3 | || 3 -03
| s «— h 3 I | This wil give. you the. arswer N« 100 corverts 1o 6 The dot woﬂhe 5
|

i the smplest form 4
U percentage




Why create computer and
video game music?
It enhances gameplay, sets mood,

and gives live feedback about game
events that makes it feel real.

Students learn purposeful
composition for characters, story
arcs and scene setting.

7 Key Words to Know
Motif — a short, memorable theme for a
character — e.g. Mario.
8-bit / Chiptune - retro, beepy sound from
early consoles.
Arpeggio —notes of a chord played one
after another.
Layering — adding / removing parts to build
the dramatic intensity.
Tempo (BPM) - speed of the beat; must
sync to gameplay
Dynamics — changes in volume for drama
and mood
SFX (Sound-effects) — non-musical
sounds that enhance game action

Origins of computer game music
Computer game sounds started back in
1958 - but video game music themes
dates to the early 8-bit music in the 70s.

Early computers could only play a few
sounds at once, so composers used
simple waveforms and catchy tunes.

This helped create famous themes like

Mario

Motifs and Loops

Motifs announce the arrival of a game
character - students explore how to
compose melodies suiting the character.

Computer games use endlessly
repeating loops to set game scenes and
mood which overlap so that players never
notice the join as they move around.

Harmony & Arpeggios

The limitations of early computers meant
rather than play chords (lots of notes at
once), they would be broken up into
arpeggios (one note at a time) to create the
same effect without using all the channels.

Texture - layers and sound effects
Students add layers for drama and strip
them back for calm moments, to keep the
game player's emotion in sync.
Sound effects punctuate the game play.

Timing & Transitions

Music must hit gameplay cues - which are
events at a particular time.

Students compose live to a video of
gameplay, so that their music can react to
changes at it happens in the game.




The impact and value of music

-and its 10 core building blocks,
known as the
'Elements of music’.

Key words,
Tempo, Rhythm, Structure,

Melody, Harmony, Dynamics,
Timbre, Tonality and Texture.

VAN N

What will you do?

Train your ear to hear, recognise and
describe each element.

Experiment and practise different
aspects of the Elements of Music.
- g Appreciate the
historical, cultural
significance of music -
- and its positive
effects on the
brain and body.

The sonic elements of music

These elements affect the way
music sounds,

Key words and definitions:

¢ Instrumentation - The instruments
that create the music.
* Texture — How many layers of
musical parts.
* Timbre - the individual distinctive
sound of each instrument.
* Production - Changes made to the
sound during and after recording.

The compositional elements
These elements are used to 'write' the
story and flow of music.

Key words and definitions:

Melody: The main tune or theme—a
memorable sequence of notes.
Harmony: The combination of different
notes played together.

Rhythm: A mixture of notes and rests
Structure: Sections of music like verses,
choruses, intros etc.

Tempo: The speed or pulse of the music.
Tonality: Its mood and style — sad, happy,
heroic, folky, bluesy etc.

Timbre :

The distinctive
sound of each
of instrument.

Texture : Many or few instruments?
Thick (lots) Thin (a few)

s |

Instrumentation: What is playing?

& / by %

Rhythm:
A pattern of
notes and rests.

Melody:
A memorable

[
sequence of i_‘_,
notes. T
Harmony:
Several notes

played orsung at
the same time to
support the melody.




Physical Education

Term 1

1 Physical Health:

This means keeping your body fit and
free from illness. It includes doing
regular exercise to keep your heart
and muscles strong, eating a balanced
diet, and practicing good personal
hygiene like washing your hands.

For example, taking part in PE lessons
helps keep your body healthy and

2 Mental Health:
This is about how you feel and think.
Good mental health means being
able to manage emotions like stress,
sadness, or anger.

Sport and Exercise releases
chemicals like endorphins, which
can help improve your mood and

reduce feelings of anxiety. For
example, going for a walk or playing

Social Health:
This means being able to build
positive relationships with family,
friends, and classmates.

Team sports and group activities in
PE help you develop teamwork,
communication, and respect for
others. For example, playing netball
encourages cooperation and trust
between teammates.

strong.
sports can help you feel more
4 positive.
=
4 Benefits of Exercise: 5 Healthy Eating: 6 Hygiene:

Regular physical activity strengthens
your heart, muscles, and bones,
helps control your weight, and
reduces the risk of diseases like
type 2 diabetes and heart disease.

Exercise also improves your
confidence and self-esteem. For
example, participating in a PE class

or after-school sports club keeps
you fit and healthy.

b o

A balanced diet includes
carbohydrates for energy, proteins
for growth and repair, fats for energy
storage and vitamins for good health.

Eating a variety of fruits and
vegetables gives you important
vitamins and minerals. For example,
choosing water instead of sugary

Good hygiene helps prevent illness
and infection. This includes washing
your hands regularly, showering
after PE, brushing your teeth twice a
day, and wearing clean sports kit.

For example, washing your hands
before and after eating prevents the
spread of germs.

&Y = 5P

Health and Wellbeing
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Physical Education

Term 1

7 Sleep:
Getting 8-10 hours of sleep each
night helps your body and brain
recover and grow.

Poor sleep can lead to tiredness, poor
concentration in lessons, and lower
performance in PE. For example, a
good night's sleep helps you focus

8 Hydration:
Drinking enough water is important to
stay healthy, especially during exercise.

Dehydration can cause headaches,
dizziness, tiredness, and poor
performance. For example, drinking
water before, during, and after PE
lessons helps you stay alert and perform

9 Injury Prevention:
To avoid injuries, it's important to
warm up befare exercise, use the
correct equipment (e.g., shin pads),
and follow the rules of the game.
Stretching also helps prevent muscle
injuries. For example, warming up
before football helps prevent muscle
strains.

better and have more energy for well.
sports. &
P.q , )
e
X
10 Personal Safety: 11 Positive Mindset: 12 Healthy Lifestyle Choices:

Being aware of your surroundings
and using equipment safely reduces
accidents.

This includes checking the playing
area for hazards, wearing
appropriate footwear, and following
PE teacher instructions. For
example, always tie your shoelaces
to prevent tripping.

Trying your best, staying determined,

and encouraging yourself and others

helps you learn new skills and enjoy
physical activity.

For example, if you miss a goal, keep
trying and support your teammates
instead of giving up.

Making healthy decisions every day
helps you feel your best.

This includes not smoking, limiting
screen time, choosing healthy
foods, and being active for at least
60 minutes every day.

For example, choosing to walk to
school instead of getting a lift keeps
you active and healthy.

Health and Wellbeing







