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Highdown School

HISTORY

Key term Definition

Battle of Stamford Bridge Battle on 25th September 1066 where Harold Godwinson defeated Harald Hardrada

Battle of Hastings Battle on 14th October 1066 where the Normans conquered England, fought between William of Normandy and Harold Godwinson
This battle is shown in the Bayeux Tapestry which you can see in Reading Museum

Monarchy Form of government led by a monarch, such as a king or queen

Heir to the throne The person who will inherit the throne (the next in line when the king or queen dies)

Feudal system A way of sorting the population of England in order of importance during the Middle Ages

Motte and bailey castles Medieval castle featuring a large, raised earth mound (the motte) topped with a wooden or stone tower (the keep), positioned next to an 
enclosed courtyard (the bailey) where people, soldiers, and livestock lived

Nobility The highest social class in the feudal system, including lords and barons. They got land from the King in return for services like fighting

Peasants/villeins The lowest social class in the feudal system who worked on the land. About 90% of people in medieval England were peasants

Taxation When a government collects money from the population

Domesday Book A detailed survey and valuation of landed property in England in 1086, ordered by William I

Harrying of the North The brutal slaughter and pillaging of Northumbria in 1069-1070 by the army of William the Conqueror

Peasants’ Revolt The rebellion of peasants in England in 1381 led by Wat Tyler 

Magna Carta Document signed by King John in 1215 which gave certain rights to the people of England and limited the monarch’s power

The Anarchy A civil war over the English throne between Matilda and Stephen 1135-1153

Catholic Church The only Christian Church in the medieval period

The Pope Head of the Catholic Church

Archbishop of 
Canterbury

The most important position in the Catholic Church in England. Thomas Beckett was murdered in Canterbury Cathedral after Henry II gave 
him this job and they fell out

Excommunication When someone is officially removed or suspended from being a member of the Church and therefore cannot go to Heaven

Terms 1-2: Who had the power in medieval England?
Battle of 
Hastings 1066 
Domesday 
Book 1086

William I 
1066-1087

William II 
1087-1100

Matilda’s dad!
Henry I 

1100-1135

The Anarchy  
1135-1153

Stephen 
1135-1154

Murder of 
Thomas Becket 
1170

Henry II 
1154-1189

Richard I 
1189-1199

Magna Carta 
1215

John 
1199-1216

Henry III 
1216-1272

Edward I 
1272-1307

Edward II 
1307-1327

Edward III 
1327-1377

Peasants’ 
Revolt 1381

Richard II 
1377-1399

Henry IV 
1399-1413

Henry V 
1413-1422

Start of the  
Wars of the 
Roses 1455-
1487

Henry VI 
1422-1461

Edward IV 
1461-1483

Edward V 
1483

The Princes 
in the Tower 
1483

Richard III 
1483-1485

Key term Definition

Primary source
Account or object produced by 
someone who experienced the event 
or era being studied

Interpretations Different ways in which history has 
been understood and presented 

Significance The evaluation of the importance of 
events and people in history

Chronology The order in which events took place

Inference ‘Reading between the lines’ of 
evidence to draw a conclusion

Historical skills terminology
Read Watch Listen Do 

The Seeing Stone by Celia Rees

Eliza Rose/Lady Mary by Lucy Worsley

My Name is Victoria by Lucy Worsley

Chains by Laurie Halse Anderson

Ruby in the Smoke by Philip Pullman

Things a Bright Girl Can Do by Sally Nichols

Until We Win by Linda Newbery

Make More Noise stories

Horrible Histories 
TV show

Dan Snow, 1066

Tony Robinson’s 
History of Britain

Peterloo movie 
(12A)

You’re Dead to Me 
podcast (Radio Edit)

Homeschool History 
podcast

History Hit podcast

Join History Club

Visit Reading 
Museum

Visit the Milestones 
Museum

Do the Caversham 
History trail

Visit a castle

Take it further

Rule Makers and Rule Breakers: Power and the People, 1066 - present
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HISTORY

Key term Definition

Reformation The reform of the Church during the Tudor period

Protestant Group of Christians that protested against the Catholic Church

Break with Rome Henry VIII’s decision to establish the Church of England and break from the Roman Catholic Church

Puritan Extreme Protestants who wanted to “purify,” or simplify, the Church of England

Religious settlement Elizabeth I’s compromise on religion passed in 1559

Parliament Assembly of people responsible for passing laws

Divine right The belief that monarchs were chosen by God and answerable only to God

Civil war A war between groups in the same country

Treason The crime of betraying one’s own country

Republic A country with no monarch

Lord Protector A ruler who acts as the head of state but is not a monarch, such as Cromwell

Declaration of Breda Agreement signed by Charles II in 1660 to ensure his peaceful return to the throne

Restoration The return of the monarchy in 1660

Glorious Revolution The overthrow of James II in 1688, leading to Parliament becoming the true power in England rather than the monarchy

Key term Definition

Revolution A sudden, often violent overthrow of an existing government or ruler by the people

Reform Changes made by government to improve people’s rights or conditions

Suffrage The right to vote

Industrial revolution Period of huge change in technological advances 1750-1900

Democracy A government where the people have a say in how it is run

Chartists British working-class movement aimed at parliamentary reform

Empire A group of countries ruled by a single government or ruler, e.g. the British Empire

Suffragettes Group of women in the early 20th century demanding the right to vote through direct action

Suffragists Group of women in the early 20th century campaigning the right to vote through peaceful campaigning

World War One Global war taking place between 1914-1918

Tsar The Russian Emperor before the Russian Revolution of 1917

Communism Political system where everything is owned and controlled by the government

Bolsheviks Communist revolutionary party led by Lenin

Lenin Leader of the Bolsheviks

Dictatorship Form of government where all the power is held by a single person or small group of people

Terms 3-4: How did the monarchs lose control?

Terms 5-6: Where did power lie in the 19th and 20th centuries?

Henry VII 
1485-1509

Henry VIII 
1509-1547

The Break with Rome 
1534

Edward VI 
1547-1553

Mary I 
1553-1558

Elizabeth I 
1558-1603

The Religious 
Settlement 1559

James I 
1603-1625

The Gunpowder Plot 
1605

Charles I 
1625-1649

English Civil War 
1642-1649

Interregnum 
1649-1660

Oliver Cromwell 
1653-1658

Charles II 
1660-1685

The Restoration 1660 
Declaration of Breda 
1660

James II 
1685-1688

The Glorious 
Revolution 1688

William & Mary 
1689-1702

The Bill of Rights 
1689

Anne 
1702-1714

Act of Settlement 
1701

George I 
1714-1727

First Prime Minister 
Robert Walpole 
appointed 1725

George II 
1727-1760

Start of the Industrial 
Revolution c.1750

George III 
1760-1820

Peterloo Massacre 
1819

George IV 
1820-1830

William IV 
1830-1837

Great Reform Act 
1832

Victoria 
1837-1901

Chartist movement 
1838-184

Edward VII 
1901-1910

George V 
1910-1936

Russian Revolution 
1917  
Some women get the 
vote in Britain 1918
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MATHS

Decimal Number Systems

Ke
y 

Te
rm

s

Integer A whole number that can be positive, negative, or zero
Infinite Something that goes on forever and never ends
Digit A single symbol from 0 to 9 used to write numbers
Decimal A number that includes a fractional part separated by a dot
Decimal places The number of digits that appear to the right of a decimal point
Operations The four basic mathematical actions addition, subtraction, multiplication, and division

Sk
ill

s Comparing and ordering decimals
Add, Subtract, Multiply and Divide decimals
Solving problems with base 10 and other number systems

Properties of Arithmetic

Ke
y 

te
rm

s

Expression An algebraic or numerical phrase containing numbers, variables, and operators without an equals sign
Inverse operations Actions that undo each other, such as addition and subtraction
Fact families A group of related maths facts using the same set of numbers
Commutative An operation where changing the order of the numbers does not change the result
Decomposition The process of breaking a number down into smaller parts, like splitting a tens column during subtraction
Associative An operation where grouping numbers differently gives the same result
Distributivity The rule where multiplying a number by a group of numbers added together is the same as multiplying them individually.
A<B A is less than B
A>B A is greater than B
A≤B A is less than or equal to B
A≥B A is greater than or equal to B
A≠B A is NOT equal to B

Sk
ill

s

Use distributivity to make multiplication easier
Connect multiplication with grids and arrays
Use decomposition for addition and multiplication
Solve problems using the above
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MATHS

Factors and Multiples
Ke

y 
te

rm
s

Multiple The result of multiplying a number by an integer
Product The result of multiplying two or more numbers together
Common multiple A number that is a multiple of two or more numbers 

Venn diagram A diagram that uses circles to show the relationships between different 
sets of things

Intersection The area where two or more circles in a Venn diagram overlap
Divisible Able to be divided by a number without a remainder
Remainder The number left over after dividing one number by another
Divisibility The ability of a number to be divided by another without a remainder
Digit sum  The sum of all the digits in a number
Factor A number that divides another number exactly
Common factor A number that is a factor of two or more numbers
Square number A number that is the product of an integer multiplied by itself
Squared The result of multiplying a number by itself
Square root A value that, when multiplied by itself, gives the original number
Prime number A whole number greater than 1 that has exactly two factors: 1 and itself
Composite integer A whole number that is the product of 2 or more prime numbers
Prime factor A factor of a number that is also a prime number
Prime factor decomposition The process of writing a number as a product of its prime factors
Highest common factor (HCF) The largest factor that is common to two or more numbers 
Lowest common multiple (LCM) The smallest multiple that is common to two or more numbers

Fa
ct

s 1 is not a prime number
2 is the only even prime number
Square numbers have an odd number of factors

Sk
ill

s

Find multiples and factors
Find common multiples and factors of 2 or more numbers
Use divisibility rules
Use factors to simplify division problems
Decompose a number into its prime factors
Represent prime factor decomposition in a Venn Diagram
Find HCF and LCM

Order of Operations

Ke
y 

te
rm

s

Equal Priority
Operations that have the same 
level of importance and are solved 
from left to right

Higher Priority

Operations that must be 
completed before lower priority 
ones, like multiplication before 
addition

Index/Indices
The power that tells you how 
many times to multiply a number 
by itself

Fa
ct

s

× and ÷ Are equal priority to one another 
and higher priority than + and - 

+ and - Are equal priority to one another
Brackets Are highest priority

Indices Are higher priority to × and ÷ and 
+ and - 

Sk
ill

s

Apply the order of operations to complex 
calculations
Use a calculator effectively
Use brackets in calculations effectively
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MATHS

Negative Numbers
Ke

y 
te

rm
s

Magnitude The size of a number ignoring whether it is 
positive or negative

Positive A number greater than 0
Negative A number less than 0
Base A number that is raised to a power

Zero Pair A pair of numbers with equal magnitude but 
opposite signs that add to 0

Minus The operation of subtracting 

Fa
ct

s Negative x negative positive
Positive x negative negative 
Negative x positive negative

Sk
ill

s

Understand negative numbers as a directed number
Order and compare directed numbers
Add and subtract negative numbers
Multiply and divide negative numbers
Use the words negative and minus appropriately
Solve problems involving directed numbers

Expressions

Ke
y 

Te
rm

s

Variable A letter or symbol that stands for a unknown number or one that 
can change

Expression An algebraic or numerical phrase containing numbers, variables, and 
operators without an equals sign

Conventions The agreed rules or standard ways of writing mathematical symbols 
and terms

Coefficient The number written in front of a variable that multiplies it

Simplest form An expression written in its most basic way with no like terms left to 
combine

Simplify To make an expression shorter and easier to understand by 
combining like terms

Substitution Replacing a variable or letter with a specific number
Evaluate To calculate the final numerical answer of an expression or equation

Term A single number, variable, or numbers and variables multiplied 
together separated by plus or minus signs

Like terms Terms that have the exact same variables and powers

Constants Numbers that stay the same because they do not have a variable 
attached to them

Expand To remove brackets from an expression by multiplying everything 
inside by the term outside

Factorising The process of putting brackets back into an expression by finding 
common factors

Fully factorising Finding and removing every single common factor from an 
expression to put it into brackets

Sk
ill

s

Simplify by collecting like terms
Substitute into expressions
Expand single brackets
Factorise expressions into a single bracket

Equations

Ke
y 

Te
rm

s

Equation A mathematical statement showing that two 
expressions are equal by using an equals sign

Balance
The idea that both sides of an equation must always 
have the same value (eg if you add 3 to the left hand 
side you must also add 3 to the right hand side)

Function 
Machine

A diagram that shows how an input number is changed 
by a rule or rules to make an output number

Sk
ill

s

Solve one step equations
Solve two step equations
Solve equations involving brackets
Solve problems using equations
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MATHS

Coordinates

Ke
y 

te
rm

s

Coordinate A pair of numbers that shows the exact position of a 
point on a grid

Line segment A straight path connecting two specific points that has 
a fixed length

Endpoint A point marking the start or finish of a line segment

Midpoint The exact centre point of a line segment that sits 
perfectly halfway between both endpoints

Horizontal A line running straight across from left to right
Vertical A straight line running directly up and down
Gradient A measure of how steep a line is

Parallel Two or more lines that stay the exact same distance 
apart and never meet

Intersect To cross over or meet at a single shared point

Fa
ct

s

Gradient Change in y / change in x
Positive gradient Rises from left to right
Negative gradient Goes down from left to right
Parallel lines Have the same gradient

Sk
ill

s

Find midpoints of line segments
Find equations of and plot horizontal and vertical lines
Recognise and plot the lines y=x and y=-x
Recognise and plot coordinates

Angles

Ke
y 

te
rm

s

Angle The amount of turn between two lines that meet at 
a shared point

Arc A curved part of the outside edge of a circle

Vertex The corner point where two or more straight lines 
or edges meet

Degrees The units used to measure the size of an angle or 
turn

Acute An angle that is greater than 0 degrees but less 
than 90 degrees

Obtuse An angle that is greater than 90 degrees but less 
than 180 degrees

Reflex An angle that is greater than 180 degrees but less 
than 360 degrees

Perpendicular Two lines that meet or cross at an exact 90-degree 
right angle

Transversal A straight line that cuts straight across two or more 
other lines

Fa
ct

s

Corresponding angles Are equal
Alternate angles Are equal
Co-interior angles Sum to 180o
Vertically opposite angles Are equal
Angles on a straight line Sum to 180o 
Angles around a point Sum to 360o

Sk
ill

s
Use a protractor to measure and draw angles
Solve problems involving corresponding, alternate, co-interior and vertically 
opposite angles
Use mathematical notation to describe line segments
Explain reasoning using mathematical notation
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MATHS

Fractions
Ke

y 
te

rm
s

Fraction A part of a whole number, written as one integer on top of another separated by a line
Denominator The bottom number in a fraction that shows how many equal parts the whole has been divided into
Numerator The top number in a fraction that shows how many of the equal parts are being counted
Unit fraction A fraction where the numerator is exactly 1
Proper fraction A fraction where the numerator is smaller than the denominator, making its value less than 1
Improper fraction A fraction where the numerator is larger than or equal to the denominator, making its value 1 or more
Mixed number A value made up of a whole number and a proper fraction combined
Equivalent Having the exact same value or size, even if written in a different way
Equivalent fraction Fractions that have different numerators and denominators but represent the same value
Common denominator A shared multiple used as the denominator for two or more different fractions
Simplify To divide the numerator and denominator by the same factor
Simplest form A fraction written using the smallest possible integers so that the numerator and denominator share no common factors
Recurring A decimal where one or more digits repeat forever in a regular pattern
Reciprocal The result of flipping a fraction upside down, or dividing 1 by the number

Fa
ct

s

Dividing by a fraction Is the same as multiplying by its reciprocal

 K
ey

 S
ki

lls

Find equivalent fractions
Compare and order fractions
Convert between improper fractions and mixed numbers
Convert between fractions and decimals
Simplify fractions
Add and subtract fractions
Multiply and divide with fractions
Find fractions of amounts
Understand the connection between fractions and division
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MATHS

Ratio and Proportion

Ke
y 

te
rm

s

Ratio
A way to compare the sizes of two or more 
quantities showing how many times larger 
one value is than another

Proportionality
The relationship between two variables where 
they change at a constant rate relative to each 
other

Equivalent ratio
Ratios that look different but express 
the exact same relationship between the 
quantities

Unit ratio A ratio written in the form 1 to n or n to 1 
where one of the values is exactly 1

Prefix(es) A letter or group of letters added to the front 
of a unit to change its size like kilo or milli

Scale diagram
A drawing that represents a real object with 
all its measurements reduced or enlarged by a 
constant scale factor

Ke
y 

Sk
ill

s

Understand and use ratio notation
Convert between ratios and fractions
Simplify ratios
Find equivalent ratios
Write a ratio as a unit ratio
Solve best buy problems
Convert between standard metric measures
Use ratio tables to solve problems
Understand and use scale diagrams and maps
Share amounts in a ratio
Solve problems involving ratios

Representing data

Ke
y 

te
rm

s

Data A collection of facts, numbers, or information 

Qualitative Information that describes qualities or characteristics using words 
rather than numbers

Quantitative Information that can be measured or counted and is written down 
using numbers

Tally chart A quick table that uses vertical marks in groups of five to record how 
often something happens

Frequency The total number of times a particular value or event occurs in a 
data set

Frequency table A table that displays a list of items alongside the exact count of how 
often each one appears

Interpret To look closely at information to explain what it means or to find a 
story within it

Grouped 
frequency table

A table where individual numbers are gathered into groups or 
ranges to make data easier to read

Classes The separate groups or intervals used to sort data in a grouped table

Class width The distance between the start and the end of a single class

Bar chart A diagram with rectangular blocks where the height of each block 
shows the frequency

Dual bar chart A graph that places pairs of bars side by side to compare two 
different groups easily

Pictogram A chart that uses small pictures or symbols to represent frequency

Pie chart A circular graph split into slices to show how different parts make up 
a whole amount

Sectors The individual slices of a pie chart that represent a specific category 
of data

 K
ey

 S
ki

lls Create the charts listed above from a set of data
Read values from the charts listed above
Compare sets of data represented in charts
Read and calculate from timetables
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MFL - FRENCH

Avoir = to have
J’ai = I have
Tu as = you have
Il a = he has
Elle a = she has
Nous avons = we have
Vous avez = you have 
(plural/formal)
Ils/elles ont = they have

Être = to be
Je suis = I am
Tu es = you are
Il est = he is
Elle est = she is
Nous sommes = we are
Vous êtes = you are 
(plural/formal)
Ils/elles sont = they are

Possessive pronouns - my
Mon (masculine noun)
Ma (feminine noun)
Mes (plural noun)

Opinions
J’aime = I like
J’adore = I love
Je n’aime pas = I don’t like
Je déteste = I hate
Je pense que = I think that
Je crois que = I believe that
A mon avis = in my opinion

Negatives:
ne…pas = not/don’t
ne…jamais = never
The verb goes in the middle

Present tense -er regular verbs e.g étudier/ 
habiter/jouer
J’habite
Tu habites
Il/elle habite
Nous habitons
Ils/elles habitent

Near future tense
Je vais
Il/elle va + infinitive verb
Nous allons
Ils vont 

Connectives and intensifiers:
et = and	 mais = but
cependant = however
très = very 
 assez =quite
un peu = a little bit
vraiment = really
avec = with 
trop = too
parce que/ car = because
donc = so

Modal verbs : 
Je peux = I can
On peut = we can
Je dois = I must
On doit = we must
They are followed by an infinitive 
verb e.g. aller/ jouer/faire

Time/frequency phrases:
D’abord = firstly
Normalement = normally 
Puis = then 
Ensuite = next
Souvent = often 
Le matin = in the morning
Le soir = in the evening
Plus tard = later
Le week-end = at the 
weekend
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MFL - FRENCH

Adjectives and adjectival agreement:
amusant = fun
bavard = talkative
sympa = kind
ennuyeux = boring
drôle = funny
timide = shy
embêtant = annoying
paresseux = lazy
gentil = kind
intéressant = interesting
utile = useful
facile = easy
difficile = difficult
passionnant = exciting
moderne = modern
*grand = big
*petit = small
*joli = pretty
Adjectives normally go after the noun they are describing apart from the ones with a * which go 
before the noun.
Adjectives have to agree in gender and number with the noun they are describing.
Add an ‘e’ to the adjective to make it feminine.
Exceptions:
Adjectives that end in ‘eur’ or ‘eux’ change to ‘euse’ in the feminine form.
‘Gentil’ changes to ‘gentille’ in the feminine form.
Adjectives that already end in an ‘e’ do not change in the feminine form.
Add an ‘s’ to make the adjective plural (unless the adjective ends with an ‘x’) if you are describing a 
plural noun.

Bleu = blue 		  Vert = green
Noir = black 		  Jaune = yellow
Gris = grey 		  Rose = pink
Rouge = red 		  Blanc = white
Orange = orange	 Marron = brown	

Colours go after the noun they are describing.
Colours need to agree in gender and number 
with the noun. Add an ‘e’ to the colour to make it 
feminine, add an ‘s’ to make it plural.
Exceptions:
Blanc - blanche
Orange – doesn’t change
Marron – doesn’t change

Key verbs:

Étudier = to study

Habiter = to live

Travailler = to work

Aller = to go

Jouer = to play

Faire = to do

Écouter = to listen 

Manger = to eat

Il y a = there is		  Il n’y a pas de = there is not

C’est = it is		  Ce n’est pas = it is not

Je voudrais = I would like

J’aimerais = I would like

Reflexive verbs:

Je m’entends bien avec = I get on well with

Je ne m’entends pas bien avec = I don’t get on well with

Je me dispute avec = I argue with

Je me réveille = I wake up

Je me lève = I get up

Je me douche = I have a shower

Je me brosse les dents = I brush my teeth

Je m’habille = I get dressed

Je me couche = I go to bed
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MFL - MANDARIN

red

yellow

blue

white

black

green
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MFL - MANDARIN



Highdown School

38

MFL - SPANISH

Tener = to have
tengo = I have
tienes = you have
tiene = he has
tiene = she has
tenemos = we have
tenéis = you (plural) have
tienen = they have

Opinions:
Me gusta = I like
Me encanta = I love
No me gusta = I don’t like
Odio = I hate
Pienso que = I think that
Creo que = I believe that

Ser = to be
soy = I am
eres = you are
es = he is
es = she is
somos = we are
sois = you (plural) are
son = they are

Possessive pronouns - my
Mi (singular noun)
Mis (plural noun)

Present tense -ar regular 
verbs e.g estudiar
Estudio 
Estudias 
Estudia 
Estudiamos 
Estudian 
Present tense -ir regular 
verbs e.g. vivir
Vivo
Vives
Vive
Vivimos
Viven

Negatives:
No + verb = not/ don’t
Nunca + verb = never 

Near future tense
Voy a 
Va a	 + infinitive verb
Vamos a
Van a

Pronouns:
Yo = I
Tú = you 
Él/Ella = he/she
Nosotros = we
Vosotros = you plural
Ellos/Ellas = they (m/f)

Modal verbs:
Puedo = I can
Se puede/ podemos = we 
can
Debo = I must
Se debe/ debemos = we 
must

Connectives and intensifiers:
y = and 
pero = but
sin embargo = however
muy = very 
bastante = quite
un poco = a little bit
con = with 
porque = because
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MFL - SPANISH

Adjectives and adjectival agreement:

divertido = fun

hablador = talkative

simpático = kind

aburrido = boring

gracioso = funny

tímido = shy

egoísta = selfish

perezoso = lazy

interesante= interesting

útil = useful

facíl = easy

difícil = difficult

antipático = unfriendly

estricto = strict

grande = big

pequeño = small

paciente = patient

justo = fair

entusiasta = enthusiastic

Adjectives go after the noun they are describing.

Adjectives have to agree in gender and number with the noun they are describing.

If an adjective ends in ‘o’, change it to ‘a’ to make it feminine. If it ends in anything else, leave it the 
same for masculine and feminine, apart from ‘hablador’ where you add an ‘a’ to the end to make it 
feminine. 

When the adjective ends in a vowel, add an ‘s’ to make it plural. When it ends in a consonant, add 
an ‘es’ to make it plural.

Key verbs:

Estudiar = to study

Vivir = to live

Trabajar = to work

Ir = to go

Hacer = to do

Escuchar = to listen 

Comer = to eat

Hay = there is

No hay = there is not

Es = it is

No es = it is not

Me gustaría = I would like

Reflexive verbs:

Me llevo bien con = I get on well with

No me llevo bien con = I don’t get on well with

Me despierto = I wake up

 Me levanto = I get up

Me lavo = I have a wash

Me lavo los dientes = I brush my teeth

Me visto = I get dressed

Me acuesto = I go to bed

azul = blue		  verde= green
negro = black		  amarillo = yellow
gris = grey		  rosa = pink
rojo = red		  blanco = white
naranja = orange	 marrón = brown

Colours go after the noun they are describing.
Colours need to agree in gender and number with 
the noun. Change the ‘o’ ending to ‘a’ to make it 
feminine, add an ‘s’ to make it plural.
If the colour doesn’t end in ‘o’ it stays the same for 
feminine. 
Azul, gris and marron add ‘es’ for plural.
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MUSIC

MUSICAL ELEMENTS
Pitch - the highness or lowness of a sound.
Tempo - the speed of a sound or piece of music.
Dynamics - the volume of a sound or piece of music.
Duration - the length of a sound.
Texture - how layers of sound within a piece of music interact.
Timbre - the unique sound or tone quality of different
instruments voices or sounds.
Articulation - how individual notes or sounds are played.
Silence - the opposite or absence of sound, no sound.

NOTATION
How Music is Written

Staff notation: music written on a stave (5 lines and spaces).
Graphic scores are a way of reading and writing music. Instead of 
using music notes, graphic scores use images, signs and symbols.

Interval: the space between two notes
Semitone: the smallest interval found between two notes in a 
western scale

# = sharp = rises the note by one semitone e.g. C#
b = flat = lowers the note by one semitone e.g. Cb

Variation = a theme that is 
repeated but altered each time

Theme & Variation
structure = a structural
form where there are a

minimum of three sections,
starting with the theme in

its original form, then
further variations altering

the original each time.

KEYBOARD

A keyboard is laid out with white and black keys. C is to the left of 
the two black keys. Middle C 
is normally in the centre of a 
keyboard.

Treble clef - high pitch
Bass clef - low pitch

Left hand - for accompaniment/backing
Right hand - for melody



Highdown School Highdown School

41

NOTE VALUES

Note Name Note Symbol Note Value

Semibreve 4 beats

Minim 2 beats

Crotchet 1 beat

Quaver 1/2 of a beat

Pair of Quavers 2 x 1/2 beats = 1

Semiquaver 1/4 of a beat

Demisemiquaver 1/8 of a beat

RHYTHM
Pulse - a special type of beat that is regular.

It's the heartbeat of a piece of music and
similar to a ticking clock.

Metre or time signature - the amount and
type of beats in a bar i.e. 4/4

Polyrhythm - two or more different
rhythms played at the same time

Ostinato - a musical pattern that repeats
Accents - an emphasis placed on a note

Stepwise movement - moving to the next
note in the scale either up or down

Call and response - a musical conversation

TONALITY – MAJOR & MINOR
Scale - an organised sequence of notes. Scales 

can ascend (go up) or descend (go down)
Major - the use of major scales and chords in 
a piece of music, generally creating a happy, 

bright, and positive mood
Minor - the use of minor scales and chords in a 
piece of music, generally creating sadder, darker 

or more serious mood
Tonic - the first note of a scale

Root note - the first note of a chord or scale
Chord - typically three or more notes played at 

the same time
Melody - the tune in a piece of music

WORLD DRUMS
African drums – Djembe, talking drum, dundun, agogo bell

Samba drums - Surdo, apito, repenique, agogo bells

ORCHESTRA

LAYOUT

CONDUCTING

Strings

Woodwind Percussion

A large ensemble (group 
of musicians) on various 
musical instruments who 
play music together

Sections

Brass
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PE

Skills

Passing
•	 Hold the ball with two hands.
•	 Be in front of the person when 

passing
•	 Pass the ball across the body
Running with the Ball
•	 Hold the ball in two hands for 

control
•	 Head up to see space and defenders
•	 Run forward into open space
Touch Tackle (Defending)
•	 Stay low and balanced when 

tackling
•	 Reach for the hips, two handed 

touches only
•	 Defending team creates a tackle 

triangle once a touch tackle has 
been made

Evasion (Attacking Movement)
•	 Change direction to avoid defenders 
•	 Use speed to move into space
•	 Keep body between defender and 

ball

Rules

•	 Backward Passing Rule: The ball 
must always be passed backwards

•	 Touch Rule: When a touch has been 
made, the player must stop and 
the defending team create a tackle 
triangle.

•	 5-Touch Rule: A team has 5 touches 
before possession changes

•	 Try Scoring: A try is scored by 
placing the ball over the try line

Key Vocabulary

•	 Pass: Moving the ball to a 
teammate

•	 Touch Tackle: Two handed touches 
to stop the player then create a 
triangle

•	 Try: Scoring by placing the ball over 
the line

•	 Space: Area away from defenders​
•	 Evasion: Avoiding defenders using 

movement

Skills

Passing
•	 Hold ball with fingers spread in a “W” 

behind the ball for control
•	 Step towards target when passing
•	 Use chest or bounce pass for accuracy
Footwork (Landing)
•	 Land on one foot then the other (or 

both together)
•	 Keep balance after landing
•	 Do not move landing foot once 

grounded
Shooting
•	 Face the post with balanced stance
•	 Hold ball above head with two hands
•	 Push ball upwards using arms and wrists
Defending
•	 Stay between player and goal to 

intercept
•	 Jump feet back (1m), then Arms Up 

when defending a pass
•	 Keep arms by your side until you reach 

for the ball when marking a player
•	 Keep body between defender and ball

Key Vocabulary ​

•	 Pass: Moving the ball to a 
teammate

•	 Pivot: Rotating on one foot without 
moving it

•	 Marking: Staying close to an 
opponent

•	 Shoot: Attempting to score a goal
•	 Space: An area free from defenders

Rules

•	 Footwork Rule: Players cannot 
replace their landing foot once they 
catch the ball ​

•	 Contact Rule: No physical contact 
that impacts another player .

•	 3-Second Rule: Player must pass or 
shoot within 3 seconds ​

•	 Shooting Area: Only GS and GA can 
shoot inside the shooting circle 

Term 1 & 2 Outdoor Sports
T1 Rugby Netball
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Skills

Cardiovascular Endurance
•	 Measured via the 12-minute Cooper 

Run 
•	 Needed by endurance athletes
Muscular Strength
•	 Measured using a hand grip 

dynamometer 
•	 Needed for lifting heavy items
Muscular Endurance
•	 Measured using the 1min press-up 

or 1 min sit-up Test 
•	 Used to repeat movements over 

time
Flexibility
•	 Measured using the Sit & Reach Test 
•	 Needed to move joints over a large 

range
Speed
•	 Measured using the 30m Sprint Test 
•	 Used to get from A to B as fast as 

possible 
Agility
•	 Measured using the Illinois Agility 

Test 
•	 Used to change direction at speed
Power
•	 Measured using the Sarjent Jump 
•	 Used for explosive movements 

Rules

•	 Safe Technique: Any Fitness Tests 
must be performed with correct 
technique to prevent injury 

Key Vocabulary

•	 Cardiovascular Endurance: Ability 
to keep going over a period of time

•	 Muscular Strength: Ability of 
muscles to exert force

•	 Muscular Endurance: Repetitive 
movements over time

•	 Flexibility: Range of movement at 
a joint

•	 Speed: How fast you can move 
•	 Agility: Ability to change direction 

quickly
•	 Power: Speed and strength 

combined

Skills

Body Positions (Shapes) 
•	 Hold tight, controlled shapes (tuck, 

straddle, pike) 
•	 Keep body tensed to maintain balance 
•	 Point toes and extend arms for good 

presentation
Rolls (Forward & Backward)
•	 Keep chin tucked to protect the head/

neck 
•	 Push from legs and curl body tightly 
•	 Roll smoothly in a straight line
Balances
•	 Hold balance for at least 3 seconds 
•	 Keep body aligned and stable 
•	 Use arms to support and control 

position
Linking Movements (Sequences)
•	 Move smoothly between skills with 

control and creativity 
•	 Maintain flow without stopping 
•	 Use different levels in movement

Key Vocabulary ​

•	 Body Tension: Tightening muscles 
to hold shape

•	 Balance: Holding a stable position
•	 Roll: A controlled movement over 

the body
•	 Sequence: A series of linked 

movements
•	 Extension: Stretching body parts 

fully 

Rules

•	 Safety First: Always perform on 
mats ​

•	 Control Rule: Skills must be 
performed with control, not speed 
only

•	 Aesthetics: awarded points for 
neatness, alignment and control ​

•	 Start & Finish Positions: All routines 
must have a clear beginning and 
end 

Term 1 & 2 Indoor Sports
Health Related Fitness Gymnastics
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Skills

Ball mastery (toe taps, V-cuts)
•	 Stay on your toes (light feet)  
•	 Keep the ball within 1 metre  
•	 Try to use both feet equally
Dribbling with close control
•	 Push the ball slightly ahead
•	 Accelerate into space when possible  
•	 Keep body balanced and low for 

control
Basic turns (drag back, inside cut)
•	 Turn away from pressure  
•	 Keep the ball close during the turn  
•	 Explode away after turning
1v1 attacking (step-over, scissors)
•	 Perform skill close to defender  
•	 Use body to sell the fake (disguise)  
•	 Accelerate quickly after the move

Rules

•	 No Hands  Rule: Outfield players 
cannot use their hands; only the 
goalkeeper can in their area

•	 Scoring: A goal is scored when the 
whole ball crosses the goal line

•	 Fouls: No pushing, tripping, or 
kicking opponents

•	 Out of Play: Ball is out when it 
crosses the sideline or goal line

Key Vocabulary

•	 Dribbling: Moving with the ball 
under control

•	 Ball mastery: Close control using 
different parts of the foot 

•	 Change of direction: Turning away 
from defender

•	 Support: Offering a passing option
•	 Transition: Change from attack to 

defence (or vice versa) 

Skills

Passing
•	 Hold stick with left hand at top, right 

hand lower down 
•	 Keep ball on flat side of the stick 
•	 Push the ball towards target 

with controlled follow-through
Dribbling
•	 Keep the ball close to the stick 
•	 Use small touches to control the ball 
•	 Keep head up to avoid players and find 

space
Shooting
•	 Position body side-on to goal 
•	 Strike ball using flat side of stick 
•	 Aim towards goal with a controlled hit 

or push
Defending
•	 Stay goal side of the attacker 
•	 Keep stick low and ready 
•	 Watch the ball and block passes

Key Vocabulary ​

•	 Dribble: Moving with the ball using 
the stick

•	 Pass: Sending the ball to a team-
mate

•	 Shoot: Attempting to score a goal
•	 Tackle: Attempt to win the ball from 

an opponent
•	 Space: Area to move into away from 

defenders

Rules

•	 Stick Rule: Ball must only be played 
with the flat side of the stick 

•	 Feet Rule: Players cannot use their 
feet to control the ball .

•	 Scoring Rule: A goal counts when 
scored from inside the shooting 
area ​

•	 Safety Area: No high sticks or 
dangerous play 

Term 3 & 4 Outdoor Sports
Football Hockey
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PE

Skills

Swimming introduction
•	 Tell the teacher if you are a non 

swimmer and stay in the shallow end
•	 Entry/exit- sitting, pivot and lower 

into pool. Push up with arms to 
sitting on side. 

•	 Follow all water safety instructions 
including 3 whistle to exit the water 
and sit against the wall

Front Crawl
•	 Keep body flat and streamlined 
•	 Alternating arm action reaching 

forward 
•	 Kick legs continuously 

with small + fast movements
Backstroke
•	 Body straight and hips high 
•	 Arms in a continuous circular motion 
•	 Keep head still and face upwards
Breaststroke
•	 Perform kick: heels up, push out, snap 

together 
•	 Arms: Slice, Cut, Eat 
•	 Lifting head out to breath on cut

Rules

•	 Entry/Exit: Enter and exit the pool 
safely when instructed and no diving 

•	 Emergency Exit from Pool: 3 blasts on 
the whistle means exit the pool at the 
nearest point and sit with your back 
against the wall

•	 Stroke Basics: Use correct stroke for 
each activity 

•	 Pool Behaviour: No running or unsafe 
behaviour on poolside

Key Vocabulary

•	 Cardiovascular Endurance: Ability 
to keep going over a period of time

•	 Muscular Strength: Ability of 
muscles to exert force

•	 Muscular Endurance: Repetitive 
movements over time

•	 Flexibility: Range of movement at 
a joint

•	 Speed: How fast you can move 
•	 Agility: Ability to change direction 

quickly
•	 Power: Speed and strength 

combined

Skills

Body Control & Movement 
•	 Movements controlled and balanced 
•	 Use different body parts clearly and 

precisely 
•	 Maintain good posture
Rhythm & Timing
•	 Move in time with the music beat 
•	 Unison dancing as one 
•	 Canon one after the other
Travelling & Levels
•	 Use space by moving in different 

directions 
•	 Perform movements at low, medium, 

and high levels 
•	 Transition smoothly between 

movements
Creating & Performing Sequences
•	 Link movements into a short routine 
•	 Repeat and practise to improve 
•	 Clear start and finish

Key Vocabulary ​

•	 Rhythm: The pattern of movement 
in time with music

•	 Sequence: A series of movements 
linked together

•	 Level: The height at which a 
movement is performed (low, 
medium, high)

•	 Timing: Performing movements at 
the correct moment 

•	 Control: Ability to perform 
movements smoothly and 
accurately  

Rules

•	 Space Awareness Rule: Keep a 
safe distance from others when 
performing  ​

•	 Respect Rule: Be supportive of 
others

•	 Control Rule: Perform safely with 
control  ​

•	 Start & Finish Rule: Must have a 
clear beginning and end 

Term 3 & 4 Indoor Sports
Swimming Dance
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Skills

Sprinting (100m)
•	 Drive arms forwards and backwards 
•	 Stay on toes with quick, short steps 
•	 Keep body slightly leaning forward
Middle Distance (800m)
•	 Maintain a steady pace throughout 
•	 Breathe in a rhythm (in/out pattern) 
•	 Run with relaxed upper body
Long Jump
•	 Fast, controlled run-up 
•	 Take off from one-foot, high arms 

and head up
•	 Land with two feet together/

forward
Throwing (Shot & Javelin)
•	 Stand side-on to throwing area
•	 Hold implement correctly and safely 
•	 Transfer weight from low to high

Rules

•	 Stay in Lane (Track): In sprint races, 
runners must stay in their lane 

•	 Valid Jump: A goal is scored when 
the whole ball crosses the goal line

•	 Safe Throwing: Throws must only 
happen when safe and instructed 

•	 Relay Basics: Baton must be passed 
between teammates

Key Vocabulary

•	 Sprint: Running at maximum speed 
over a short distance

•	 Endurance: Ability to keep going 
over a longer time 

•	 Take-off: The point where a jumper 
leaves the ground 

•	 Throw: Propelling an object through 
the air

•	 Relay:  A team race involving 
passing a baton 

Skills

Striking (Batting)
•	 Keep eyes focused on the ball 
•	 Swing through the ball with a controlled 

action 
•	 Transfer weight to get more power
Throwing
•	 Step forward with opposite foot to 

throwing arm 
•	 Overarm- long, underarm- short 
•	 Follow through towards the target
Catching
•	 Watch the ball into the hands 
•	 Use two hands to secure the catch 
•	 Pull into chest to cushion the ball 
•	 Stay low and ready 
Fielding (Retrieving Ball) 
•	 Move quickly towards the ball 
•	 Pick up the ball safely using two hands 

Key Vocabulary ​

•	 Batting: Hitting the ball to score 
runs 

•	 Fielding: Stopping or retrieving the 
ball 

•	 Catch: Taking the ball before it hits 
the ground 

•	 Run: Scoring points by travelling 
between or around bases 

•	 Out: When a batter is dismissed

Rules

•	 Scoring Runs: Players score by 
running between bases or posts 

•	 Out Rule: Batter can be out if 
caught or stump/base is hit  .

•	 Fair Play Area: Ball must be hit into 
the correct playing area ​

•	 Turn Taking: Teams alternate 
between batting and fielding, 
keeping score 

Term 5 & 6 Outdoor Sports
Athletics Striking and Fielding
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Skills

Teamwork
•	 Communicate clearly using simple 

instructions and ideas 
•	 Listen to others and share decisions 
•	 Work together- cooperatively
Problem Solving (Challenges)
•	 Work together to plan a solution 
•	 Try different ideas 
•	 Encourage others and stay positive 
Orienteering (Map Reading)
•	 Hold map the correct way and match 

it to surroundings 
•	 Identify key features (paths, buildings) 
•	 Follow simple routes 
Navigating & Moving 
•	 Move safely around the environment 
•	 Landmarks to check location regularly 
•	 Aware of surroundings and follow 

planned route

Rules

•	 Stay Together Rule: Always remain 
with your group unless instructed 
otherwise 

•	 Boundary Rule: Stay within the 
designated activity area

•	 Respect Environment Rule: Look after 
equipment and natural surroundings 

•	 Listen to Instructions: Always follow 
teacher guidance for safety 

Key Vocabulary

•	 Orienteering: Finding your way using 
a map and/or markers

•	 Teamwork: Working together to 
achieve a goal

•	 Map: A visual representation of an 
area

•	 Route: The path taken to reach a 
destination

•	 Landmark: Used to help identify 
location

Skills

Forehand 
•	 Hold racket with correct grip (shake 

hands grip) 
•	 Swing across your body 
•	 Make contact in front of the body 
•	 Follow through towards the target
Backhand
•	 Use two hands for control and power 
•	 Turn shoulders towards the ball 
•	 Follow through towards target
Serving
•	 Stand sideways with feet shoulder-

width apart 
•	 Hold ball in non-dominant hand  
•	 Drop ball in front of you or hit out of 

hand 
•	 Lift ball over the net with control , 

aiming for the service box
Ready Position & Movement
•	 Stand with knees bent and racket up 
•	 Stay on toes ready to move 
•	 Move quickly to get behind the ball 
•	 Recover to ready position after every 

shot

Key Vocabulary ​

•	 Forehand: Shot played on dominant 
side

•	 Backhand: Shot played across the 
body

•	 Serve: Starting shot to begin a point
•	 Rally: Continuous hitting between 

players 
•	 Court: Playing area marked with 

lines   

Rules

•	 Scoring: Points increase from 0 → 
15 → 30 → 40  ​

•	 Serving Rule: Serve must go over 
the net diagonally into the correct 
service box

•	 Bounce Rule: Ball can bounce once 
before returning  ​

•	 In/Out: Ball must land within the 
court lines to be in. (Narrow for 
singles)  

Term 5 & 6 Indoor Sports
Outdoor Adventurous Activities Tennis
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SCIENCE SKILLS

Types of Variable
Independent – the variable that is 
changed
Dependent – the variable that is 
measured
Control – the variable that stays 
the same

Types of Data
Categoric – values that are labels 
e.g. type of plant
Continuous – values that are 
numbers e.g. temperature

Types of Error
Systematic – a problem with the method or equipment used, 
e.g. using a beaker to measure the volume of a liquid instead of a 
measuring cylinder. 
The effect cannot be reduced by taking repeat readings.
Random – whenever something is measured a random error is made, 
e.g measuring with a ruler. 
The effect can be reduced by taking repeat readings.
Zero – caused by a piece of equipment not reading zero when it 
should, e.g. a balance. 
Either reset the piece of equipment or deduct the false reading from 
all measurements.

Tables
Units only go in headings

Time (s) Vol. gas (cm³)

Bar Chart
Type of graph plotted for one piece of categoric 
data and one piece of continuous data

Line Graph
Type of graph plotted for two pieces of 
continuous data
Has a line of best fit. This may be a straight line 
or a curve (not join the dots)

Key words
Accurate – close to the true value
Anomalous – a result that doesn’t fit the 
pattern
Precise – small amount of spread around 
the mean
Resolution – the smallest reading on a piece 
of measuring equipment
Reproducible – if the same results are 
obtained by different people for the same 
investigation
Range – the biggest and smallest values of 
the independent or dependent variable e.g. 
0-10 N
Volume – amount of a liquid

Independent Variable (unit)
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STEAM

STEAM Skills: Problem Solving

I complete tasks by following instructions

I complete tasks by finding someone to help 
if I need them

I complete tasks by explaining problems to 
someone for advice if I need to

I complete tasks by finding information I 
need myself

I explore problems by creating different 
possible solutions

I explore problems by thinking about the 
pros and cons of possible solutions

I explore complex problems by identifying 
when there are no simple technical solutions

I explore complex problems by building my 
understanding through research

I explore complex problems by analysing the 
causes and effects

I create solutions for complex problems by 
generating a range of options

I create solutions for complex problems by 
evaluating the positive and negative effects 
of a range of options
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STEAM Skills: Teamwork

I work with others in a positive way

I work well with others by behaving 
appropriately

I work well with others by being on time 
and reliable

I work well with others by taking 
responsibility for completing my tasks

I work well with others by supporting them 
if I can do so

I work well with others by understanding 
+ respecting diversity of others’ cultures, 
beliefs and backgrounds

I contribute to group decision making

I contribute to group decision making, 
whilst recognising the value of others’ ideas

I contribute to group decision making, 
encouraging others to contribute

I improve the team by not creating 
unhelpful conflicts

I improve the team by resolving unhelpful 
conflicts
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STEAM Skills: Staying Positive

I can tell when I feel positive or negative

I can tell when others feel positive or 
negative

I keep trying when something goes wrong

I keep trying and stay calm when something 
goes wrong

I keep trying when something goes wrong, 
and think about what happened

I keep trying when something goes wrong 
and help cheer others up

I keep trying when something goes wrong 
and encourage others to keep trying too

I look for opportunities in difficult 
situations

I look for opportunities in difficult 
situations, and share these with others

I look for opportunities in difficult 
situations, and adapt plans to use these 
opportunities

I look for opportunities in difficult 
situations, and create new plans to use 
these opportunities
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STEAM Skills: Creativity

I imagine different situations

I imagine different situations and can say 
what I imagine

I imagine different situations and can bring 
them to life in different ways

I generate ideas when I've been given a 
clear brief

I generate ideas to improve something

I generate ideas by combining different 
concepts

I use creativity in the context of work

I use creativity in the context of my wider 
life

I develop ideas by using mind mapping

I develop ideas by asking myself questions

I develop ideas by considering different 
perspectives
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At Highdown we CARE
The CARE programme is designed to celebrate your engagement with co-curricular opportunities at Highdown. Across the academic year we are challenging you to complete 
as many of the activities from the following lists as possible. Once you have completed 20 challenges you will be awarded with a physical bronze badge. You will receive a silver 
badge for 30 challenges and a gold badge for 40.

Community Aspiration Respect Excellence
Open Evening Badge – Support with 
school Open Evening

Contribution Badge – Receive 50 P1s for 
contribution in class

Friendly Badge – Request to sit next to 
someone you do not know well in mentor 
time

Reader Badge – Read out loud to your 
mentor group

Student Surgery Badge – Attend a student 
surgery to give feedback about the school

What is Geography Badge – Enter the 
Geography poster competition

Values Badge – Recite Highdowns CORE 
values to a member of SLT

Friday Three Badge – Receive 2 awards of 
Friday 3 from your teachers

Helper Level 1 Badge – Receive 5 P1s for 
being helpful

Aspiring Performer Badge – Audition for a 
school Performing Arts event

Mentor Star Badge – Receive a positive 
email home from your mentor 

Project Badge – Receive 5 P2s for 
excellence in projects and extended 
pieces of work

Helper Level 2 Badge – Receive 2 P2s for 
significant community contribution

Sporting Colours Badge – Attend one 
sports club for a whole term (separate 
badges for each sport)

Supporter Badge – Receive 5 P1s for 
supporting other students

Book Report Badge – Write a book report 
and show it to your mentor

Helper Level 3 Badge – Receive a P3 for 
being a Community Star

Bebras Badge – Enter the Bebras 
competition

Ready For The Day Badge – Receive 'Ready 
for the Day' 30 times

Praise Points Bronze Badge – Achieve 200 
P points

Student Leader Badge – Become a KS3 
House ambassador or Y7 student leader

Cocurricular Engager Badge – Attend clubs 
20 times

Mentor Helper Badge – Volunteer to be 
your mentor's helper for a week

Praise Points Silver Badge – Achieve 400 P 
points

Christmas Lunch Badge – Attend Y7 
Christmas Lunch

Cocurricular Explorer Badge – Attend 
clubs 40 times

Lesson Star Badge – Receive 2 positive 
emails home from your teachers

Praise Points Gold Badge – Achieve 600 P 
points

Litter Picking Badge – Volunteer to 
complete a litter pick around the school 
site at break or lunch

Cocurricular Enthusiast Badge – Attend 
clubs 80 times

Respect Badge – Achieve all Ms and Es for 
Respect in a report

MCQ Badge – Get an average of 12 or 
more in the end of term knowledge 
checks in all your subjects

House Drama Badge – Take part in the 
House Drama competition

Aspiration Badge – Achieve all Ms and Es 
for Aspiration in a report

Progress Badge – Speak to one of your 
teachers about your progress and take 
notes

Excellence Badge – Achieve all Ms and Es 
for Excellence in a report

Buddy Badge – Be selected as a buddy Maths Challenge Badge – Enter the Maths 
Challenge

Gratitude Badge – Write 3 thank you 
notes to members of staff

Personal Best Badge – Receive 2 P3 
awards for achieving your personal best

Great Get Together Badge – Run an 
activity at the Great Get Together

House Participant Badge – Enter two 
house competitions

Pastoral Star Badge – Receive 3 P2s for 
Pastoral Star

HEP Badge – Achieve 3 targets on 
Highdown Excellence Plan across the 
school year

Welcoming Badge – Write a welcome 
letter to a future Y7 student

Sports Day Badge – Take part in Sports 
Day

House Star Badge – Receive a P3 for being 
a House Star

Headteacher's Award Badge – Achieve a 
P4 Headteacher's award
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COMMUNITY ASPIRATION

BADGES
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Community 
Buddy Badge – Be selected as a buddy 
 
Christmas Lunch Badge – Attend Y7 Christmas Lunch 
 
Great Get Together – Run an activity at the Great Get Together  
 
Helper Level 1 – receive 5 P1s for being helpful 
 
Helper level 2 - Receive 2 P2s for significant community 
contribution  
 
Helper Level 3 – Receive a P3 for being Community Star  
 
House Drama – Take part in the House Drama competition  
 
Litter picking – Volunteer to complete a litter pick around the 
school site  
 
Open Evening – Support with Y6 Open Evening 
 
Student Leader - Become a KS3 House ambassador /or Y7 student 
leader 
 
Student Surgery - Attend a student surgery to give feedback about 
the school 
 
Welcoming Badge - Write a welcome letter to a future Y7 

AS

PIRATION

AS
PI
RIN

G PERFORMER

 B

EBRAS CO
CU
RR

ICULAR ENGAGER

20

CO
CU
RR

ICULAR EXPLORER

40

CO
CU
RR

ICU
LAR ENTHUSIAST

80

HO
US

E PARTICIPANT

SP
OR

TING
 COLOURS

M
AT

HS
 CHALLENGE SP

ORTS DAY

W
HA
T I

S GEOGRAPHYCO
NT

RIBUTION

P1

Aspiration 
Aspiration Badge - Achieve all Ms and Es for aspiration in a report 
 
Aspiring Performer – Audition for a school Performing Arts event  
 
Bebras Badge – Enter the Bebras competition 
 
Cocurricular Engager - Attend clubs 20 times 
 
Cocurricular Explorer - Attend clubs 40 times 
 
Cocurricular Enthusiast - Attend clubs 80 times 
 
Contribution Badge - Receive 50 P1s for contribution in class  
 
House Participant – Enter two house competitions 
 
Sporting Colours – Attend one sports club for a whole term (separate 
badges for each sport) 
 
Maths Challenge – Enter the Maths Challenge 
 
Sports Day – Take part in sports day 
 
What is Geography Badge – Enter the Geography poster competition. 
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RESPECT EXCELLENCE

BADGES

Respect
1.Friendly Badge - Request to sit   next to someone you do not know 
well in mentor time
●
2.Gratitude Badge - Write 3 thank   you notes to members of staff
●
3.House Star – Receive a P3 for being a   House Star 
●
4.Lesson Star - Receive 2   positive emails home from your teachers
●
5.Mentor Helper - Volunteer to be   your mentor's helper for a week
●
6.Mentor Star - Receive a   positive email home from your mentor
●
7.Pastoral Star – Receive 3 P2s for   Pastoral Star
●
8.Progress Badge - Speak to one   of your teachers about your 
progress
●
9.Ready For The Day - Receive Ready for   the day 30 times
●
10.Respect   Badge - Achieve all Ms and Es for respect in a report
●
11.Supporter Badge – Receive 5 P1s   for supporting other students
●
12.Values   Badge – Recite Highdowns CORE values to a member of 
SLT
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LUES Excellence 
1.Book Report - Write a book   report and show it to your mentor
●
2.Excellence Badge - Achieve all   Ms and Es for excellence in report
●
3.Friday Three - Receive 2 awards of   Friday 3 from your teachers
●
4.Headteachers Badge - Achieve a P4   Headteachers award 
●
5.HEP Badge - Achieve 3 targets   on Highdown Excellence Plan across 
the school year
●
6.MCQ Badge - Get an average of   12 or more in the end of term 
knowledge checks in all your subjects
●
7.Personal Best – Receive 2 P3 awards for   achieving your personal best
●
8.Praise Points Bronze - Achieve 200 P   points
●
9.Praise Points Silver - Achieve 400 P   points
●
10.Praise Points Gold - Achieve 600   P points
●
11.Project Badge - Receive 5 P2s for   excellence in projects and extended 
pieces of work
●
12.Reader   Badge - Read out loud to your mentor group 
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Year 7 Knowledge Organiser

2026-2027

WEEK A
Period Monday Tuesday Wednesday Thursday Friday

1

2

BREAK

3

4

LUNCH

5

WEEK B
Period Monday Tuesday Wednesday Thursday Friday

1

2

BREAK

3

4

LUNCH

5


