
Junior Knowledge Map for P.E 
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 The ball is moved down the court 
toward the basket by passing or 
dribbling.  

 The team with the ball is called the 
offence.  

 The team without the ball is called 
the defence. 

 The game is played on a rectangular 
shaped area called the court. 

 Travelling – walking with the ball.   
 Carrying – dribbling with hand going 

under the ball. 
 Double Dribble – dribbling, picking up 

the ball then dribbling again. Or, 
dribbling with both hands.    

 A foul occurs if a player makes 
‘illegal’ contact with a player on the 
opposition team – no contact sport. 

 How to effectively dribble a 
Basketball with their dominant and 
non-dominant hand.  

 Types of passes that could be used.  

 Use ‘BEEF’ to help with shooting.  

 The ball is moved down the court 
toward the basket by passing or 
dribbling.  

 The team with the ball is called the 
offence.  

 The team without the ball is called the 
defence. 

 The game is played on a rectangular 
shaped area called the court. 

 Travelling – walking with the ball.   
 Carrying – dribbling with hand going 

under the ball. 
 Double Dribble – dribbling, picking up 

the ball then dribbling again. Or, 
dribbling with both hands.    

 A foul occurs if a player makes ‘illegal’ 
contact with a player on the opposition 
team – no contact sport. 

 How to effectively dribble a Basketball 
with their dominant and non-dominant 
hand.  

 Types of passes that could be used.  
Use ‘BEEF’ to help with shooting. 

 You can shoot using a set/jump shot or lay-
up. 

 You can take 2 steps holding the ball when 
shooting a lay-up. 

 A traditional game of Basketball is played 
5v5. 

 When a team makes a basket, they score 
two or three points and the ball goes to the 
other team. 

 You can only hold the Basketball for 5 
seconds before making a decision to 
dribble, pass or shoot.  

 When fouled you shoot a free-throw. 
 

 You can shoot using a set/jump shot or lay-
up. 

 You can take 2 steps holding the ball when 
shooting a lay-up. 

 A traditional game of Basketball is played 
5v5. 

 When a team makes a basket, they score 
two points and the ball goes to the other 
team. 

 You can only hold the Basketball for 5 
seconds before making a decision to 
dribble, pass or shoot.  

 When fouled you shoot a free-throw. 
 

 
Inspiring Athletes – Lebron James, Steph Curry. 
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Catching 
Space 
Team 
Speed  
Direction 
Accuracy 
Passing - Chest, Bounce, Skip, Javelin  
Controlling 
Shooting – ‘BEEF’  
Scoring 
Dribbling  
Ready 
Rules 
 

+ Making space 
Pass/send/receive 
Points  
Keeping score 
Double Dribble 
Travelling 
Marking 
Turn-over  

+ Keeping possession 
Support 
Attackers 
Defenders  
Team play 
Defending 
Attacking 
Tactics 
Foul 
Pivot 
Lay-up  
Magic Corner  
 
 

+ Triple Attack 
Advantage 
Decision Making  
Make use of space 
Free-throw  
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 Name 3 types of Basketball passes?  

 What is a double dribble?  

 How can ‘BEEF’ help us with 
shooting?  

 

 Name 3 types of Basketball passes?  

 What is a double dribble?  

 How can ‘BEEF’ help us with shooting?  

 

 What does ‘triple attack’ mean?  

 How many seconds can you hold the 
Basketball for before you have to make a 
decision?  

 Name 2 ways you can foul another player?  

 What does ‘triple attack’ mean?  

 How many seconds can you hold the 
Basketball for before you have to make a 
decision?  

 Name 2 ways you can foul another player? 
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 Tag Rugby is a non-tackle minimal 
contact version of Rugby.  

 The game is played in two teams, 
usually 5-7 players per team.  

 The aim of the game is to ground the 
ball over your opponent’s try line, to 
score a try.  

 The team with the most tries at the 
end of the game wins.  

 Each player must also wear a tag 
rugby belt with 2 tags.  

 To tackle a player you must take one 
of their tags, hold it in the air and 
shout ‘tag’.  

 The game is played on a rectangular 
shaped area called the pitch.  

 Tag Rugby is a non-tackle minimal 
contact version of Rugby.  

 The game is played in two teams, 
usually 5-7 players per team.  

 The aim of the game is to ground the 
ball over your opponent’s try line, to 
score a try.  

 The team with the most tries at the end 
of the game wins.  

 Each player must also wear a tag rugby 
belt with 2 tags.  

 To tackle a player you must take one of 
their tags, hold it in the air and shout 
‘tag’. 

 The game is played on a rectangular 
shaped area called the pitch. 

 The attacking team has 6 plays to try and 
get the ball over the try line. After these 6 
plays, the attacking team changes to the 
defending team for another 6 plays.  

 When an attacker is holding the ball, they 
can be tagged by an opposing player.  

 When a player has been tagged, the 
attacker is only allowed to take a maximum 
of 3 strides and must pass the ball to 
another player on their team. 

 The ball must be passed within 3 seconds of 
being tagged, if this takes longer or takes 
more than 3 strides, the referee must award 
a free pass to the opposing team.  

 After the ball has been passed, after being 
tagged, the player must return to the tagger 
and retrieve their tag and replace it back on 
to their tag belt. 

 When on defence, try and stay in a 
‘defensive line’ formation to minimise gaps 
for the offence to attack.  

 When attacking, try and stay in an attacking 
‘V formation’ to stay behind the person with 
the ball and provide them an option to pass.  

 The attacking team has 6 plays to try and 
get the ball over the try line. After these 6 
plays, the attacking team changes to the 
defending team for another 6 plays.  

 When an attacker is holding the ball, they 
can be tagged by an opposing player.  

 When a player has been tagged, the 
attacker is only allowed to take a maximum 
of 3 strides and must pass the ball to 
another player on their team. 

 The ball must be passed within 3 seconds of 
being tagged, if this takes longer or takes 
more than 3 strides, the referee must award 
a free pass to the opposing team.  

 After the ball has been passed, after being 
tagged, the player must return to the tagger 
and retrieve their tag and replace it back on 
to their tag belt. 

 When on defence, try and stay in a 
‘defensive line’ formation to minimise gaps 
for the offence to attack. 

 When attacking, try and stay in an attacking 
‘V formation’ to stay behind the person with 
the ball and provide them an option to pass. 

 
Inspiring Athletes – Owen Farrell  
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Catching – ‘W shape’ with hands  
Space 
Team 
Speed  
Direction 
Passing – Backwards/Sideways 
Scoring 
Tag  
Tag-Belt  
Try 
Try-line 
Ready 

+ Making space 
Pass/send/receive 
Accuracy 
 

 

+ Rules  
Pitch  
Keeping possession 
Support 
Attackers 
Defenders  
Team play 
Defending – Defensive line  
Attacking – Attacking V formation  
Tactics 

+ Advantage 
Decision Making  
Make use of space 
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 How many tags does a player need at 
all times on their tag-belt? 

 What directions can you pass?   

 How do you score a try?  

 How many tags does a player need at 
all times on their tag-belt? 

 What directions can you pass?   

 How do you score a try? 

 How do you ’tackle’ in tag-rugby?  

 Why is a defensive line formation useful?  

 Where should you be stood in accordance 
to the person with the ball on offense?  

 How do you ’tackle’ in tag-rugby?  

 Why is a defensive line formation useful?  

 Where should you be stood in accordance 
to the person with the ball on offense? 
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 The game is played on a rectangular 
shaped area called the pitch. 

 You travel down the pitch towards 
the opponents goal by dribbling the 
football with your feet.  

 There are many types of ways to pass 
the ball in football using different 
parts of the foot – most accurate is 
instep.  

 There are different ways to shoot the 
ball to score a goal using either your 
head or feet.  

 You cannot use your hands unless 
taking a throw in, or you are the GK.  

 The game is played on a rectangular 
shaped area called the pitch. 

 You travel down the pitch towards the 
opponents goal by dribbling the 
football with your feet. 

 There are many types of ways to pass 
the ball in football using different parts 
of the foot – most accurate is instep.  

 There are different ways to shoot the 
ball to score a goal using either your 
head or feet.  

 You cannot use your hands unless 
taking a throw in, or you are the GK. 

 Football is usually an 11 v11 game, however 
this can range from 5v5, 7v7 & 9v9 
dependant on age. 

 Using tactics and different strategies will 
help teams to compete. 

 Players can be fouled and as a result of a 
foul the team that made the foul will give 
away a free kick or a penalty depending on 
where on the pitch the foul has taken place. 

 If the ball happens to leave the side of the 
pitch a throw in will be taken.  

 If the ball happens to leave the pitch at 
either goal end, a goal kick or corner kick 
will take place depending on which team 
touched the ball last.  

 If the defending team touch the ball last a 
corner will be awarded, if the attacking 
team touch the ball last a goal kick will be 
awarded. 

 The game of football is played in two half's 
in the adult game its 45 minutes each way, 
this changes for children's football matches, 
(normally 20 each half). 

 Football is usually an 11 v11 game, however 
this can range from 5v5, 7v7 & 9v9 
dependant on age. 

 Using tactics and different strategies will 
help teams to compete. 

 Players can be fouled and as a result of a 
foul the team that made the foul will give 
away a free kick or a penalty depending on 
where on the pitch the foul has taken place. 

 If the ball happens to leave the side of the 
pitch a throw in will be taken.  

 If the ball happens to leave the pitch at 
either goal end, a goal kick or corner kick 
will take place depending on which team 
touched the ball last.  

 If the defending team touch the ball last a 
corner will be awarded, if the attacking 
team touch the ball last a goal kick will be 
awarded. 

 The game of football is played in two half's 
in the adult game its 45 minutes each way, 
this changes for children's football matches, 
(normally 20 minutes each half). 

 
Inspiring Athletes – Lionesses, Steph Houghton,  
Lionel Messi, Harry Kane   
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Space 
Team 
Speed  
Direction 
Passing – instep  
Controlling 
Shooting/Striking  
Scoring  
Dribbling  
Ready 
Rules 

 

+ Making space 
Pass/send/receive 
Points  
Keeping score 
Travelling with ball  
Marking 
 

 

+ Accuracy  
Pace  
Tackling  
Keeping possession 
Support 
Attackers 
Defenders  
Team play 
Defending 
Attacking 
Pitch 
Make use of space 
Tactics 
 

+ Header 
Off-side  
Advantage  
Positions – Striker, Midfielder, Defender, GK 
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 What part of the foot is most 
accurate for passing?  

 How do you travel across the pitch 
towards the opponents goal when 
you have the ball?  

 What part of the foot is most accurate 
for passing?  

 How do you travel across the pitch 
towards the opponents goal when you 
have the ball? 

 What parts of the body can you score with?  

 When can you use your hands in Football?  

 What parts of the body can you score with?  

 When can you use your hands in Football?  
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 Children must know different types 
of rolls. 

 Children must know how to safely 
forward roll.  

 Children must know how to safely 
backward roll.  

 Children must know they can balance 
on 1,2,3,4 points Eg two feet and two 
hands.  

 Children must continue to use 
jumping to travel and join elements 
to create different sequences using a 
variety of skills. 

 Squashy landing when jumping.  
 Always use a mat. 

 Children must know different types of 
rolls. 

 Children must know how to safely 
forward roll.  

 Children must know how to safely 
backward roll.  

 Children must know they can balance 
on 1,2,3,4 points Eg two feet and two 
hands.  

 Children must continue to use jumping 
to travel and join elements to create 
different sequences using a variety of 
skills. 

 Squashy landing when jumping.  
 Always use a mat. 

 Children must explore taking weight on 
hands. 

 Children to learn to cartwheel correctly.  
 Children to put out and away different types 

of apparatus.  
 Children to use apparatus safely, including 

linking apparatus.  
 Warming up and stretching prior to activity. 

 Children must explore taking weight on 
hands. 

 Children to learn to cartwheel correctly.  
 Children to put out and away different types 

of apparatus.  
 Children to use apparatus safely, including 

linking apparatus. 
 Warming up and stretching prior to activity. 

 
 
Inspiring Athletes – Simone Biles, Max Whitlock  
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Forwards 
Backwards 
Sideways 
Roll 
Slow 
Fast 
Body parts 
Shapes 
Jump 
Tuck 
Land 
Travel 
Stretch  
Wide  
Narrow 
Tall 
Long 
Sequence 
Squash 
Mats 

+ Spring 
Still 
Balance 
Apparatus 
Agility Stand 
Nesting Table  
Bench  

+ Muscles 
Joints 
Symmetrical/asymmetrical 
Rotation 
Turn 
Landing 
Take-off 
Flight 
Cart-wheel 
Control 
 

+ Freeze 
Flow 
Strength 
Handstand  
Performance 
Evaluation  
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 Why do we use a squashy landing 
when jumping?  

 Name 3 different types of roll?  

 Why do we use a squashy landing when 
jumping?  

 Name 3 different types of roll?  

 Why do we warm up and stretch prior to 
undertaking gymnastic activity?  

 Name 2 ways you could take your weight on 
your hands?  

 Why do we warm up and stretch prior to 
undertaking gymnastic activity?  

 Name 2 ways you could take your weight on 
your hands? 
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 Only use the flat side of the stick. 

 If we want to change direction we 
use reverse stick dribbling.   

 The ball cannot hit your feet.  

 You cannot raise your stick above 
your knee during regular play.  
 

 You cannot tackle (go for the ball) from 
behind. You must face your opponent 
head on. 

 It is one vs. one tackling at all times. 
 We can use a Block tackle to try and 

take the ball.  

 The game is played on a rectangular shaped 
area called the pitch. 

 We can use the Jab tackle to try and take 
the ball.  

 Children must know you can self-pass when 
the ball goes out from the side-lines.  

 You can only shoot when in the D shaped 
area.  

 If the ball happens to leave the pitch at 
either goal end, a goal hit or corner hit will 
take place depending on which team 
touched the ball last.  

 

 The game is played on a rectangular shaped 
area called the pitch. 

 We can use the Jab tackle to try and take 
the ball.  

 Children must know you can self-pass when 
the ball goes out from the side-lines.  

 You can only shoot when in the D shaped 
area.  

 If the ball happens to leave the pitch at 
either goal end, a goal hit or corner hit will 
take place depending on which team 
touched the ball last.  

 
Inspiring athletes – Sam Quek  
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Space 
Team 
Direction 
Dribbling 
Reverse Dribble  
Push Pass  
Hockey Stance 
Block Tackle  
Rules 

+ Controlling 
Balance 
Pace 

+QuickSticks Hockey  
Shooting/Striking 
Scoring  
Jab Tackle 
Accuracy   
Keeping possession 
Support 
Attackers 
Defenders  
Team play 
Defending 
Attacking 
Pitch 
 

+ Make use of space 
Tactics  
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 What side of the stick should we use?  

 What do we do with our Hockey stick 
when we want to change direction?  

 

 What side of the stick should we use?  

 What do we do with our Hockey stick 
when we want to change direction?  

 

 Name 2 types of tackling?  

 What are the two options the attacking 
team have if a ball goes off the side-line 
from a defender?  

 What area can you shoot in?  

 Name 2 types of tackling?  

 What are the two options the attacking 
team have if a ball goes off the side-line 
from a defender?  

 What area can you shoot in? 
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CHOREOGRAPHY- arranging different moves into 
a sequence of dance. Making up dance moves 
that match a piece/type of music.  
UNISON- same movement performed at the 
same time. 
CANON- repetitive movement normally 
repeated one after the other (like a Mexican 
Wave).  
MIRRORING – Reflecting a dance move of 
another dancer.  
DYNAMICS- quality of movement: 
strong/fast/explosive etc 
FORM- structure: beginning, middle, end 
sections. 
FORMATION- pattern created by a group of 
dancers. 
PHRASE- A “sentence” of movement. 
MOTIF- simple phrases of movements linked 
together to symbolise ideas. 
CONTEXT- venue, occasion, intended effect of 
the dance.  
 

 
CHOREOGRAPHY- arranging different moves into a 
sequence of dance. Making up dance moves that 
match a piece/type of music.  
UNISON- same movement performed at the same 
time. 
CANON- repetitive movement normally repeated 
one after the other (like a Mexican Wave).  
MIRRORING – Reflecting a dance move of another 
dancer.  
DYNAMICS- quality of movement: 
strong/fast/explosive etc 
FORM- structure: beginning, middle, end sections. 
FORMATION- pattern created by a group of 
dancers. 
PHRASE- A “sentence” of movement. 
MOTIF- simple phrases of movements linked 
together to symbolise ideas. 
CONTEXT- venue, occasion, intended effect of the 
dance.  
 

 
CHOREOGRAPHY- arranging different moves into a 
sequence of dance. Making up dance moves that 
match a piece/type of music.  
UNISON- same movement performed at the same 
time. 
CANON- repetitive movement normally repeated one 
after the other (like a Mexican Wave).  
MIRRORING – Reflecting a dance move of another 
dancer.  
DYNAMICS- quality of movement: 
strong/fast/explosive etc 
FORM- structure: beginning, middle, end sections. 
FORMATION- pattern created by a group of dancers. 
PHRASE- A “sentence” of movement. 
MOTIF- simple phrases of movements linked together 
to symbolise ideas. 
CONTEXT- venue, occasion, intended effect of the 
dance.  
 

 
CHOREOGRAPHY- arranging different moves into a 
sequence of dance. Making up dance moves that 
match a piece/type of music.  
UNISON- same movement performed at the same 
time. 
CANON- repetitive movement normally repeated one 
after the other (like a Mexican Wave).  
MIRRORING – Reflecting a dance move of another 
dancer.  
DYNAMICS- quality of movement: 
strong/fast/explosive etc 
FORM- structure: beginning, middle, end sections. 
FORMATION- pattern created by a group of dancers. 
PHRASE- A “sentence” of movement. 
MOTIF- simple phrases of movements linked together 
to symbolise ideas. 
CONTEXT- venue, occasion, intended effect of the 
dance.  
 
Inspiring Athletes – Diversity  
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Choreograph 
Shadow 
Mirror 
Unison 
Form 
Repetition 
Travel 
Stillness 
Direction 
Space 
Body parts 
Shapes 
Patterns 
Performance 

+ Levels 
Formation  
Circuits 
Motif  
Speed 
Canon 

+ Dynamics 
Technique 
Rhythm  
Stretching 

+ Balance 
Strength 
Refine 
Extension 
Control 
Context 
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 Can you explain dancing in Unison?  
 

 Can you explain Mirroring?  

 Can you explain dancing in Unison?  
 

 Can you explain Mirroring? 

 Can you give an example of a Canon?  

 What is a Motif in dance?  
 

 Can you give an example of a Canon?  

 What is a Motif in dance?  

 What does changing Dynamics mean?  
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3 key skills: 
Running –  

 Children must know that your arms 
can help you when running.  

 Children must know how to pace 
themselves: Jogging and running -
they must be able to use these at the 
correct times. 

Throwing –  
 Children must learn to use their non-

throwing hand as a guide.  
 Children must use their legs to 

increase power.  
 Children must learn to twist their 

bodies to increase power with certain 
techniques.  

Jumping –  

 Bending knees will help to increase 
power. 

 Arms can be used to build 
momentum.   

-How to measure and record times/distances.  
Pentathlon (Indoor Athletics) –  
Standing Long Jump  
Target Throw 
Speed Bounce  
Higher Stepper  
Shuttle Run 

3 key skills: 
Running –  

 Children must know that your arms can 
help you when running.  

 Children must know how to pace 
themselves: Jogging and running - they 
must be able to use these at the correct 
times. 

Throwing –  
 Children must learn to use their non-

throwing hand as a guide.  
 Children must use their legs to increase 

power.  
 Children must learn to twist their bodies 

to increase power with certain 
techniques.  

Jumping –  

 Bending knees will help to increase 
power. 

 Arms can be used to build momentum.   
-How to measure and record times/distances.  
Heptathlon (Indoor Athletics) –  
Standing Long Jump  
Target Throw 
Speed Bounce  
Higher Stepper  
Shuttle Run 
Vertical Jump 
Javelin 

3 key skills: 
Running –  

 Children must know that your arms can 
help you when running.  

 Children must know how to pace 
themselves: Jogging and running - they 
must be able to use these at the correct 
times. 

Throwing –  
 Children must learn to use their non-

throwing hand as a guide.  
 Children must use their legs to increase 

power.  
 Children must learn to twist their bodies 

to increase power with certain 
techniques.  

Jumping –  

 Bending knees will help to increase 
power. 

 Arms can be used to build momentum.   
-How to measure and record times/distances.  
Heptathlon (Indoor Athletics) –  
Standing Long Jump  
Target Throw 
Speed Bounce  
Higher Stepper  
Shuttle Run 
Vertical Jump 
Javelin 

3 key skills: 
Running –  

 Children must know that your arms can help 
you when running.  

 Children must know how to pace 
themselves: Jogging and running - they 
must be able to use these at the correct 
times. 

 Relay baton change over technique. 
Throwing –  

 Children must learn to use their non-
throwing hand as a guide.  

 Children must use their legs to increase 
power.  

 Children must learn to twist their bodies to 
increase power with certain techniques.  

Jumping –  

 Bending knees will help to increase power. 
 Arms can be used to build momentum.   

-How to measure and record times/distances.  
Decathlon (Indoor Athletics) –  Daily Run 
Standing Long Jump  
Target Throw 
Speed Bounce  
Higher Stepper  
Shuttle Run 
Vertical Jump 
Javelin 
Standing Triple Jump  
Chest Push  
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Jumping 
Throwing  
Running 
Shuttle 
Long-jump 
Target 
Sprint 
Aim 
Under-arm 

+ Recording 
Measuring  
Javelin 
Improving  
Accuracy 
Over-arm 
Race 

+ Push 
Take-off 
Flight  
Landing  
Pocket -to-socket 
Pace 

+ Relay 
Baton 
Stride 
Triple-jump 
Endurance 
 
 
Inspiring Athletes – Usain Bolt, Mo Farah  
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 How many events are in a 
Pentathlon?  

 What are the 3 key athletic skills?  

 How many events are in a Heptathlon?  

 What are the 3 key athletic skills? 
 What part of the body do we measure 

from when performing a standing long 
jump?   

 How many events are in a Heptathlon?  

 What are the 3 key athletic skills? 
 Explain how to correctly throw a Javelin?  

 How many events are in a Decathlon?  

 What are the 3 key athletic skills? 
 What 3 parts make up a triple jump?  

  



 
N

et
b

al
l 

K
EY

 K
N

O
W

LE
D

G
E 

 Games are played on a rectangular 
shaped area called a court, split into 
three thirds.  

 When a player has the ball they can’t 
move their feet, instead they can 
pivot. 

 Players must be a minimum of 1 
metre away if they are marking the 
person with the ball.  

 3 types of Netball pass – chest, 
bounce, shoulder  

 Games are played on a rectangular 
shaped area called a court, split into 
three thirds.  

 When a player has the ball they can’t 
move their feet, instead they can pivot. 

 Players must be a minimum of 1 metre 
away if they are marking the person 
with the ball.  

 3 types of Netball pass – chest, bounce, 
shoulder 

 7 netball positions on-court are:, Goal 
Keeper (GK), Goal Attack (GA), Goal Defence 
(GD), Centre ©, Goal Scorer (GS), Wing 
Attack (WA), Wing Defence (WD). 

 Duration of the game Matches should be 4 x 
6 minutes, with two minutes at each 
interval.  

 Teams should change ends at each interval.  
 Start of play Team captains toss a coin to 

determine who takes the first Centre Pass.  
 Subsequent centre passes must be taken 

alternately.  
 Zones of play – areas in which players can 

enter.  
 Can only score in the D area.  
 Netball cannot be passed across 2 

transverse lines 
 

 7 netball positions on-court are:, Goal 
Keeper (GK), Goal Attack (GA), Goal Defence 
(GD), Centre ©, Goal Scorer (GS), Wing 
Attack (WA), Wing Defence (WD). 

 Duration of the game Matches should be 4 x 
6 minutes, with two minutes at each 
interval.  

 Teams should change ends at each interval.  
 Start of play Team captains toss a coin to 

determine who takes the first Centre Pass.  
 Subsequent centre passes must be taken 

alternately.  
 Zones of play – areas in which players can 

enter.  
 Can only score in the D area.  
 Netball cannot be passed across 2 

transverse lines 
 

Inspiring Athletes - George Fisher  
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Catching 
Space 
Team 
Speed  
Direction 
Accuracy 
Passing – Chest, Shoulder, Bounce  
Controlling 
Shooting 
Scoring 
Ready 
Rules 
Pivot  
 

+ Making space 
Pass/send/receive 
Points  
Keeping score 
Marking 
Footwork  
 
 
 

+ Zones of play 
Positions – C, GS, GA, WA, WD, GD, GK 
Keeping possession 
Support 
Attackers 
Defenders  
Team play 
Defending 
Attacking 
Tactics 
Pivot 

 
 

+ Transverse lines  
Advantage 
Decision Making  
Make use of space 
Umpire  
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 Can you name 3 different Netball 
passes?  

 When you have the ball in your 
possession, can you move your feet?  

 Can you name 3 different Netball 
passes?  

 When you have the ball in your 
possession, can you move your feet? 

 Which 2 playing positions can shoot in a 
Netball game?  

 Where are players allowed to shoot from?  

 Which 2 playing positions can shoot in a 
Netball game?  

 Where are players allowed to shoot from? 
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 The game is played on a rectangular 
shaped area called a court.  

 The court is split in half by a net.  

 The ball must bounce once before it 
can be returned over the net by each 
player. 

 You can return a serve using a 
forehand or backhand shot.  

 Children must know how to stand in a 
Tennis ready stance, with balance, to 
play each type of shot.   

 The game is played on a rectangular 
shaped area called a court.  

 The court is split in half by a net.  

 The ball must bounce once before it can 
be returned over the net by each 
player. 

 You can return a serve using a forehand 
or backhand shot.  

 Children must know how to stand in a 
Tennis ready stance, with balance, to 
play each type of shot.   

 Children play a version of Tennis called 
Short Tennis.  

 Each point is started by an underarm serve. 
 A service option for beginners is to bounce 

the ball and then hit it into play. 
 Short tennis requires a player to stand 

behind the baseline of one box and serve 
into the box on the other side of the net 
that lies diagonally across from the server.  

 Each server has two attempts to deliver a 
serve and failing to do so results in a point 
being awarded to the other player. 

 Unlike the full form of the sport, short 
tennis does not use the 15, 30, 40 scoring 
system but instead uses a numerical system, 
1, 2, 3, 4. 

 The first player to reach 4 points wins a 
game and the first to win four games, wins 
the set.  

 If the set score is tied at three games, a 2-
out-of-3-point tiebreaker is played. Win two 
out of three sets to win the match. 

 The side and back lines of the service boxes 
represent the out of bounds areas. 

 Children must learn how to serve underarm.  

 Children play a version of Tennis called 
Short Tennis.  

 Each point is started by an underarm serve. 
 A service option for beginners is to bounce 

the ball and then hit it into play. 
 Short tennis requires a player to stand 

behind the baseline of one box and serve 
into the box on the other side of the net 
that lies diagonally across from the server.  

 Each server has two attempts to deliver a 
serve and failing to do so results in a point 
being awarded to the other player. 

 Unlike the full form of the sport, short 
tennis does not use the 15, 30, 40 scoring 
system but instead uses a numerical system, 
1, 2, 3, 4. 

 The first player to reach 4 points wins a 
game and the first to win four games, wins 
the set.  

 If the set score is tied at three games, a 2-
out-of-3-point tiebreaker is played. Win two 
out of three sets to win the match. 

 The side and back lines of the service boxes 
represent the out of bounds areas. 

 Children must learn how to serve underarm 
and be able to use a volley.  

Inspiring Athletes – Andy Murray, Serena Williams, 
Naomi Osaka  
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Balance  
Ready  
Technique 
Forehand 
Backhand 
Return 
Net  
Court  
Racket 
Feed 
Grip – batting & bowling  

+ Strike  
Footwork  
Follow through  
Helper Hand  
Bounce  
Rally 

+ Keep score  
Serve  
Short Tennis  

+ Volley  
Short Tennis  
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 How many bounces can the ball take 
before you return it to your partner?    

 

 How many hands can you use for a 
Backhand shot?  

 

 Can you explain how to serve in Short 
Tennis?   

 

 Can you explain the difference between a 
forehand/backhand shot and a volley?  
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Mini Cricket Rules  

 6 players in a group…pitch set 
up as below: 

 
 Each batter starts on 10 runs and 

they face 6 bowls (each bowler 
bowls 6 balls – an over).  

 To score more runs the batter 
must run around one of the 
cones and back to the wicket 
after hitting the ball.  

 A batter may be out bowled, 
caught, run out, stumped, hit 
wicket.  

 2 runs are added for a No ball or 
wide ball.  

 After the 6 balls each position 
rotates.  

 Children will need to learn how 
to catch, throw overarm, bat and 
bowl overarm.  

Mini Cricket Rules  

 6 players in a group…pitch set up as 
below: 

 
 Each batter starts on 10 runs and 

they face 6 bowls (each bowler bowls 
6 balls – an over).  

 To score more runs the batter must 
run around one of the cones and 
back to the wicket after hitting the 
ball.  

 A batter may be out bowled, caught, 
run out, stumped, hit wicket.  

 2 runs are added for a No ball or wide 
ball.  

 After the 6 balls each position 
rotates.  

 Children will need to learn how to 
catch, throw overarm, bat and bowl 
overarm.  

Mini Cricket Rules  

 6 players in a group…pitch set up as below: 

 
 Each batter starts on 10 runs and they face 

6 bowls (each bowler bowls 6 balls – an 
over).  

 To score more runs the batter must run 
around one of the cones and back to the 
wicket after hitting the ball.  

 Scoring can be adapted for UK2 by running 
between bowling tee and wicket (more 
similar to Kwik Cricket).   

 A batter may be out bowled, caught, run 
out, stumped, hit wicket.  
 

 2 runs are added for a No ball or wide ball.  

 After the 6 balls each position rotates.  

 Children will need to learn how to catch, 
throw overarm, bat and bowl overarm.  

Kwik Cricket Rules  

 Pitch - Two sets of wickets, the recommended 
length being approx. 15 yards apart.  

 Recommended boundary to be a maximum of 30 
metres. 

 Each team may have a squad of up to 10 players, 
no more than 8 players can bat or be on the field 
at any time.  

 The batting side shall be divided into pairs, each 
pair batting for two overs, with a new pair starting 
at the end of the second, fourth and sixth overs.  

 Each team starts batting with a score of 200 runs 
(this can be adapted to fit timescales).  

 Each time a batter is out five runs are deducted 
and the other batter of the pair faces the next ball. 

 A batter may be out bowled, caught, run out, 
stumped, hit wicket.  

 There is no LBW law unless the batter deliberately 
blocks the ball with a leg or foot.  

 Two runs will be awarded to the batting team for 
each wide ball and no-ball bowled plus any 
additional runs that are taken but no extra ball will 
be allocated. 

 Bowling will take place from one end only, eight 
overs to be bowled, with each player bowling one 
over, each game to consist of one innings per 
team. 

 Bowling should be over arm where possible.  

 All fielders, including the wicketkeeper, must 
rotate fielding positions at the end of each over.  

 Except for the wicketkeeper no fielder may field 
within 10 yards of the bat. 

Inspiring Athletes – James Anderson  
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Batting 
Bowling 
Fielding 
Hitting 
Catching  
Throwing 
Wicket 
Ready  

+Batter  
Bowler  
Fielder  
Wicket Keeper  
Scoring runs 
Outs 
No ball  
Wide ball  

+Long-Barrier  
Striking  
Figure 6 bowling  
Rotation  
Over-arm throw  

+Kwik Cricket 
Fielding positions   
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 Can you explain a catching 
technique in Cricket?  
(Catch, Cup, Cuddle) 

 Can you explain 2 different ways a 
batter can be out?  

 When would you use a long-barrier?   How many runs are awarded for a no ball?    
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 Children will know what a map looks 
like and some of the key features of a 
map as well as being able to 
orientate appropriately to different 
situations and directions.  

 Children will have the knowledge to 
plan ahead before completing a 
challenge.  

 Children will know how to read map 
symbols. 

 Children will explore different 
environments whilst collaborating 
with team mates and communicate 
effectively to become successful 
when completing challenges. 

 Children will know what a map looks 
like and some of the key features of a 
map as well as being able to orientate 
appropriately to different situations 
and directions.  

 Children will have the knowledge to 
plan ahead before completing a 
challenge.  

 Children will know how to read map 
symbols. 

 Children will explore different 
environments whilst collaborating with 
team mates and communicate 
effectively to become successful when 
completing challenges. 

 Children will know what a map looks like 
and some of the key features of a map as 
well as being able to orientate appropriately 
to different situations and directions.  

 Children will have the knowledge to plan 
ahead before completing a challenge.  

 Children will explore different environments 
whilst collaborating with team mates and 
communicate effectively to become 
successful when completing challenges. 

 Children will know how to read map 
symbols. 

 Children will learn to orientate and 
complete a loop. 

 Children will know what a map looks like 
and some of the key features of a map as 
well as being able to orientate appropriately 
to different situations and directions.  

 Children will have the knowledge to plan 
ahead before completing a challenge.  

 Children will explore different environments 
whilst collaborating with team mates and 
communicate effectively to become 
successful when completing challenges. 

 Children will know how to read map 
symbols. 

 Children will learn to orientate and 
complete a loop. 
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Orienteer 
Map 
Jumping 
Running  
Walking 
Park 
Road 
 

+ Build 
Team 
Compass 
Orientate 
Terrain 
Tent 
Camping 
Whittle 
Shelter 
Survival  
 

+ Symbols 
Map key 
Loops 
Courses 
Climbing 
 

+ Coasteering 
Canoeing  
Water safety  
Rocks 
Wildlife 
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 What is orienteering? 

 What do symbols on a map tell us?  

 What is orienteering? 

 What do symbols on a map tell us? 

 What is orienteering? 

 What do symbols on a map tell us? 

 What is orienteering? 

 What do symbols on a map tell us? 
  

 


