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Knowledge Organiser

Your knowledge organiser is an essential part of your school equipment and should be brought to 

school every day. At the start of every lesson, it should be placed on your desk so that it is ready to 

use. Looking after your knowledge organiser is your responsibility, so please keep it safe, clean, and 

in good condition throughout the half term.

Your knowledge organiser contains all of the key information, vocabulary, facts, concepts, and 

subject-specific knowledge that you will need for your learning this half term. It is designed to 

support you both in lessons and at home, helping you to recall important information, deepen your 

understanding, and build confidence in your learning.

If you are unsure about a topic, forget a key term, or need help completing a task, your knowledge 

organiser should be your first point of reference. Regularly reviewing the information it contains will 

help you strengthen your memory, improve your subject knowledge, and prepare effectively for 

assessments.

By using your knowledge organiser every day, you will develop independent learning habits and 

take greater ownership of your progress and success.



Year 9 HT1

Spellings

Week Spellings

Week 1 Illusion, allusion, ascent, assent, cereal, serial, council, counsel, devise, device

Week 2 Elicit, illicit, farther, further, formally, formerly, imply, infer, precede, proceed

Week 3 Profit, prophet, rational, rationale, than, then, wary, weary, who’s, whose

Week 4 Allusion, illusion, assent, ascent, devise, device, elicit, illicit, farther, further

Week 5 Formally, formerly, implay, infer, precede, proceed, profit, prophet, rational, rationale

Week 6 Council, counsel, cereal, serial, farther, further, wary, weary, who’s, whose

Week 7 Allusion, illusion, ascent, assent, devise, device, elicit, illicit, imply, infer

Week 8 Precede, proceed, profit, prophet, rational, rationale, than, then, wary, weary

Week 9 Council, counsel, cereal, serial, elicit, illicit, farther, further, formally, formerly

Week 10 Allusion, illusion, imply, infer, precede, proceed, profit, prophet, rational, rationale

Week 11 Ascent, assent, devise, device, who’s, whose, wary, farther, allusion, illusion



Core 

knowledge

Narrative • A narrative is a piece of writing that tells a story.

Narrative 

structure 

• Opening introduces the setting and characters.

• Rising action builds tension or mystery.

• Climax is the turning point or most exciting moment.

• Falling action shows the consequences.

• Resolution ends the story but may leave readers thinking.

Sentence 

construction

• Use a variety of sentence lengths for effect.

• Short sentences create tension and pace.

• Longer sentences add detail and description.

• Use accurate punctuation to clarify meaning.

Genre • Genre is the type or category of writing.

• Narrative writing has common conventions depending on 

genre.

• Settings influence mood and atmosphere.

• Writers adapt language to suit different genres.

Writers craft • Use ambitious vocabulary to create precise images.

• Employ figurative language (similes, metaphors, 

personification).

• Select sensory details to immerse the reader.

• Show emotions through actions and dialogue rather than 

simply telling.

• Use structural choices to build suspense and engage 

readers.

Links with prior learning:

1. A range of narratives from Year 7–9 English Literature.
2. Characterisation through novels, plays and short stories.
3. How writers create settings and atmosphere.

4. Structural features used in fiction.
5. Narrative viewpoints and perspective.
6. Language devices including imagery and symbolism.

Key 
Vocabulary

Definition Symbol

Narrative
A story with characters, 
events and setting

Atmosphere
The mood or feeling 
created in a piece if writing

Tension
A feeling of suspense, 
excitement or uncertainty

Perspective
The point of view from 
which a story is told

Structure
The wav a writer organises 
ideas and events

Year 9 - English Language (HT1)



Task 1: Retrieval

1. What is a narrative?

2. Name the five stages of narrative structure.

3. Give two ways writers create atmosphere.

4. What is the purpose of a short sentence?

5. What is figurative language?

Task 2: Vocabulary Match

Match the terms to their definitions:
• Narrative
• Atmosphere
• Perspective
• Structure
• Tension 

Definitions:
• Point of view
• A feeling created for the reader
• A story
• Suspense or uncertainty
• The organisation of ideas

Task 3: Sentence Construction

Improve each sentence by adding detail, varied sentence lengths and 
ambitious vocabulary.
1. The forest was dark.
2. She walked into the building.
3. It started to rain.
4. He heard a noise.
5. The road was empty.

Task 4: Fix the Grammar

Rewrite each sentence correctly.

1. the wind howled through the trees it frightened everyone.

2. they walked across the bridge however nobody spoke.

3. suddenly the lights went out everyone screamed.

4. although it was cold they continued there journey.

5. the castle stood alone on the hill it looked abandoned.

Task 5: Independent Narrative Writing

"Beyond the Last Door"

Imagine you discover a door that has never been opened before. When you 

step through it, you find yourself in a completely unfamiliar place.

Your narrative should:

o Create a vivid and believable unfamiliar setting.

o Build suspense and intrigue.

o Use varied sentence lengths for effect.

o Include ambitious vocabulary and figurative language.

o Appeal to the reader's senses (sight, sound, smell, touch and taste where 

appropriate).

o Follow a clear narrative structure (opening, rising action, climax, falling action 

and resolution).

o Demonstrate accurate spelling, punctuation and grammar.

Challenge: Include at least one paragraph of dialogue that helps develop the 

story or reveal a character.

Year 9 - English Language (HT1)



Core 
knowledge

Context • Set during and after World War II. Explores the experiences of the 

Windrush Generation

• Highlights racism, prejudice, identity and belonging in post-war 

Britain. 

• Based on Andrea Levy's novel and adapted for the stage by Helen 

Edmundson.

Plot • The play follows the lives of Hortense and Gilbert, who travel from 

Jamaica to England hoping for new opportunities. Their story 

becomes intertwined with Queenie and Bernard

•  The audience sees the reality of migration, war and discrimination.

Themes • Migration and belonging

• Identity

•  Racism and prejudice 

• Hope and resilience 

• War and its consequences 

• Home and displacement

Characters • Hortense: ambitious, proud, determined to succeed. 

• Gilbert: optimistic, resilient, experiences racism but maintains dignity. 

• Queenie: kind-hearted and open-minded, challenges social 

expectations. 

• Bernard: prejudiced and insecure, struggles to adapt to change.

Writers 
methods

• Multiple narrators and viewpoints. 

• Juxtaposition of Jamaican and British experiences.

• Flashbacks to reveal character backgrounds. 

• Dialogue reflects social attitudes and prejudice.

Links with prior learning:

1. Connections to migration poetry such as Grace Nichols' A Hurricane Hits 

England. Builds understanding of identity, belonging and cultural heritage 

from year 8 Diverse Worlds.

2.  Extends study of contextual influences on literature. 

3. Reinforces analysis of character, theme and writer's methods.

Year 9 English Literature (HT1)

Small Island

Key 
Vocabulary

Definition Symbol

Migration
Movement of people 
from one place to 
another

Racism
Unfair treatment based 
on race or ethnicity

Discrimination
Treating someone 
unfairly because of 
who they are

Belonging
Feeling accepted and 
included

Empire
A group of countries 
ruled by one nation



Task 1: Retrieval

1. Where do Hortense and Gilbert come from? 

2. Why do many Caribbean people travel to Britain after WWII?

3. What difficulties does Gilbert face in England? 

4. How does Queenie differ from Bernard? 

5. What does the title Small Island suggest about identity and 

belonging?

Task 2: Vocabulary Match

Match the terms to their definitions:
• Migration
• Assimilation
• Prejudice
• Resilience
• Identity

Definitions:
• Adapting to a new culture
• Ability to recover from hardship
• A sense of who you are
• Moving from one place to another
• Judging unfairly without evidence

Task 3: Quote Explosion

“England is my golden life”

“We can work together”

Task 4: Analytical Paragraph

How is ambition presented in Small Island?

PETAL Success Criteria

□ I have made a clear point.

□ I have embedded relevant evidence 

□ I have explained what the evidence shows.

□ I have identified a techniques and it’s effect 

□ I have used subject-specific vocabulary.

□ I have linked to Levy’s intent and referenced the reader

□ My ideas are clear and organised.

□ I have written in full, accurate sentences.

Task 5: Comparison paragraph

Queenie has a easier time than Hortense throughout the play. Compare the 

experiences of both and write an analytical paragraph

Structure: Joint topic sentence

Petal 1

Petal 2

See above for a Success Criteria

Year 9 English Literature (HT1)

Small Island



Key 

Vocabulary

Definition Symbol

Imago Dei

A Latin phrase meaning ‘in the image 

of God’, the idea that humans reflect 

God’s nature.

Inalienable 
Dignity

A state of value attached to human 

life that cannot be challenged or 

removed.

Human 

Person

For Catholics, a living being possessing 

both a physical body and spiritual soul. 

Relational

Concerning the way in which two or 

more people are connected; in 

Catholicism this is the relationship 

between humans, and between 

humans and God. 

Rational Based on reason or logic

Volitional Based on choice or free will. 

Sanctity of 

life

The idea that human life is a holy gift 

from God.

Marriage

In Catholicism, a binding life-long 

relationship in which a man and a 

woman live by promises made to 

each other and to God. 

Sacrament 

of 

Matrimony

The Sacrament at the Service of 

Communion in which a man and a 

woman make the lasting commitment 

of marriage. 

Year 9 Religious Education (HT1)

Creation and Covenant 

Core Knowledge

The Nature 

of Humanity

• Genesis 1 teaches humans are made in God's image (Imago Dei), giving every person dignity 

and worth.

• Genesis 2 shows God creating humans for relationship with God, each other and creation.

• Humans are unique because they have reason, free will, conscience and an immortal soul.

• Men and women are different but equal in dignity and value.

• Catholics believe every human life is sacred from conception until natural death.

Marriage, 

Family and 

Relationship

s

• Marriage is a lifelong sacrament that creates a permanent bond strengthened by God's 

grace. 

• Marriage is a vocation that reflects God’s faithful and lifelong love. 

• Catholics believe sex belongs within marriage and has two purposes: unitive and procreative. 

• Jesus restored God's original plan for lifelong marriage despite the effects of sin. 

• Couples preparing for marriage receive formation before celebrating the Sacrament of 

Matrimony. 

• The Church teaches that relationships should always respect the dignity of every person.

Sanctity of 

Life and 

Human 

Dignity

• Sanctity of Life teaches that all human life is sacred because it is created by God. 

• The Catholic Church teaches that life begins at conception and abortion is always wrong. 

• Adoption is encouraged as a life-affirming alternative to abortion. 

• Catholics reject pornography because it objectifies people and damages human dignity. 

• Pope John Paul II taught that pornography shows "far too little" of the human person.

Human 

Dignity in 

the Modern 

World

• Pope Leo XIV teaches that AI must always protect human dignity and serve humanity. 

• AI should support, not replace, human conscience and moral decision-making. 

• Technology should promote the common good rather than profit or power. 

• AI should be developed and used responsibly because technology reflects human values. 

• Catholics believe AI should promote peace and never be used to increase conflict or 

violence.

Links with prior learning:

• Builds on prior learning about God as Creator and the Genesis creation accounts.
• Develops understanding of human dignity, stewardship and relationships from earlier study of Imago 

Dei.
• Introduces Catholic teaching on marriage, the sanctity of life and ethical decision-making, 

preparing students for future study of morality and social justice.



Task 1: True or False

• Humans are created in the image and likeness of God.

• Catholics believe men and women have different dignity.

• The Catholic Church teaches that life begins at conception.

• Marriage is one of the seven sacraments.

• Catholics believe pornography respects human dignity.

• Pope Leo XIV teaches that AI should always replace human 

decision-making.

Task 2:  Retrieval Questions

• What does Imago Dei mean?

• What does the Catechism teach makes humans unique?

• What are the two purposes of sex in Catholic teaching?

• What is the difference between Sanctity of Life and Quality 

of Life?

• What are the two effects of the Sacrament of Marriage?

• What does Pope Leo XIV teach about AI and human 

dignity?

Task 3: Put the following the correct order

• Jesus restores God's original plan for marriage.

• God creates humans in his image.

• Pope Leo XIV publishes Magnifica Humanitas.

• The Laws of Moses permit divorce.

• The Catholic Church teaches that marriage is a sacrament.

Task 4: Comparison Table 

Genesis 1 Genesis 2

Description of God

Creation of humans

Relationship 

between humans 

and creation

What does it teach 

about the nature of 

humanity?

Task 5: Dual Coding Task

Create a diagram showing Catholic beliefs about the Nature of Humanity
• Imago Dei

• Human Dignity

• Marriage as a vocation

• Sanctity of Life

Include at least three symbols, short labels explaining each belief and one 

quotation or key phrase. 

Task 6: Skills Tasks

• Describe the reasons why the Catholic Church opposes abortion.

• Explain Catholic beliefs on the nature of humanity. 

• “Artificial Intelligence can never replace human judgement.”

    Evaluate this claim

Year 9 Religious Education (HT1)

Creation and Covenant



Year 9 Science (HT1)

Waves
Core knowledge

1. What is a 
Wave?

• A wave transfers energy from one place to another. 
• Waves transfer energy, not matter. 
• Waves can travel through materials (a medium). 
• Some waves can travel through space. 
• Waves are used in many everyday situations.

2. Types of 
Waves

• There are two main types of waves: transverse and longitudinal. 
• Transverse waves vibrate at right angles to the direction of travel. 
• Transverse waves have crests and troughs.
•  Longitudinal waves vibrate parallel to the direction of travel.
•  Longitudinal waves have compressions and rarefactions.

3. Sound and 
Light 
Waves

• Sound is a longitudinal wave. 
• Sound travels through solids, liquids and gases. 
• Sound cannot travel through a vacuum. 
• Light is a transverse wave. 
• Light travels through a vacuum and is much faster than sound. 

4. Parts of a 
Wave

• A crest is the highest point of a transverse wave. 
• A trough is the lowest point of a transverse wave. 
• A compression is where particles are close together. 
• A rarefaction is where particles are spread apart. 
• The Amplitude is the maximum displacement of a point on a wave 

from its undisturbed position.
• These features can be identified on wave diagrams. 

5. Comparing 
and Using 
Waves

• Sound needs a medium to travel. 
• Light does not need a medium. 
• Both sound and light transfer energy. 
• Sound waves are used for communication. 
• Light waves allow us to see.

Links to Prior Learning / Related Topics

• Energy can be transferred in different ways. 
• The particle model explains why sound needs a medium.
•  Light is part of everyday life and helps us see. 
• Waves are used in communication and technology.

Key 
Vocabulary

Definition Symbol

Wave
A transfer of energy from one place to 
another..

Transverse
A wave that vibrates at right angles to its 
direction of travel.

Longitudinal
A wave that vibrates parallel to its direction 
of travel.

Crest The highest point of a transverse wave.

Compression
The region where particles are close 
together in a longitudinal wave.



Year 9 Science (HT1)

Waves

Task 1: Retrieval Questions

1. What does a wave transfer? 

2. Name the two main types of waves. 

3. Which type of wave is sound? 

4. Can light travel through a vacuum? 

5. What is the highest point of a transverse wave called?

Task 2: True or False

1. Waves transfer matter from one place to another. 

2. Sound waves are longitudinal. 

3. Light needs a medium to travel. 

4. Rarefactions are regions where particles are spread apart. 

5. Both sound and light transfer energy. 

Task 3: Sequencing Task

Put these stages into the correct order to describe how sound travels:

Particles pass on vibrations. 

A sound source vibrates. 

Energy moves through the medium. 

Sound reaches the listener.

Task 4: Written Tasks

Task 1
Compare sound waves and light waves, including how they travel 
and whether they need a medium.

Task 2
Explain how energy is transferred by waves without matter being 
transferred.

Task 5: Extended but Independent Tasks

Task 1
Create a comparison grid showing the similarities and differences 
between sound waves and light waves. Include wave type, 
whether they need a medium, whether they can travel through a 
vacuum, and one everyday use.

Task 2
A student says, "Sound and light are both waves, so they must 
travel in exactly the same way." Discuss whether you agree, using 
evidence from this knowledge organiser.



Year 9 Maths (HT1)

Integers and Decimals

Core knowledge

Multiplying 
Decimals

Dividing 
Decimals

Estimation Links with prior learning:

Pupils are able to multiply and divide

Key 
Vocabulary

Definition Symbol

Multiplying A shortcut for repeated addition
X

Integer A whole number …-2,-1,0,1,2....

Decimals A number that represents a value 

between two integers 0.6

Division A mathematical operation that 

involves splitting a numbers into 

equal parts

Estimation A "rough answer" that isn't perfectly 

exact but is close enough to be 

useful



Year 9 Maths (HT1)

Integers and Decimals



Year 9 Maths (HT1)

Coordinates

Key 

Vocabulary

Definition Symbol

Coordinate
A position written as (x, y) 

Origin The point (0,0) 

Quadrant
One of four sections of 

the grid

Axis (Axes)
Horizontal/vertical lines on 

grid

Midpoint The middle of a line 

segment

Core Knowledge

The Coordinate 

System

The horizontal line is called the x-axis (left  right). 

The vertical line is called the y-axis (up  down). 

The point where both lines meet is called the origin → (0, 0).

Plotting and 

Reading 

Coordinates

A point is written like this: (x, y) 

x tells you how far to go left or right. 

y tells you how far to go up or down.

The co-ordinate of the point shown is (-2,3)

The x-coordinate is -2 and the y-coordinate is 3

Quadrants The grid is split into 4 sections, called quadrants.
Quadrant 1 (Q1) Top right → both numbers are positive (+, +)
Quadrant 2 (Q2) Top left → x is negative, y is positive (−, +)
Quadrant 3 (Q3) Bottom left → both numbers are negative (−, −)
Quadrant 4 (Q4) Bottom right → x is positive, y is negative (+, −)

Midpoints of Line 

Segments

Add the x-values and divide by 2      𝑥1+𝑥2
2

Add the y-values and divide by 2    𝑦1+𝑦2
2

Put them together:   =
𝑥1+𝑥2

2

𝑦1+𝑦2

2

Find the midpoint of 2 4 and 6 8

• Add x-values: 2 + 6 = 8, then divide by 2 → 4

• Add y-values: 4 + 8 = 12, then divide by 2 → 6

Midpoint = (4, 6)

Links with prior learning:

• Number lines (positive and negative numbers)

• Basic algebra (solving simple equations)

• Geometry (properties of shapes)

• Future link: graphs and transformations



Year 9 Maths (HT1)

Coordinates
ASSESSMENT & PRACTICE

Write down the coordinates of the points A to HRetrieval questions

Plot the points on the grid

Plot the points on the grid



Year 9 History (HT1)

What Changed the Outcome of the Second World War?

Key 

Vocabulary

Definition Symbol

Appeasement Giving a hostile 
power what it 
demands to avoid 
conflict — Britain's 
policy towards Hitler 

1936–39.

Blitzkrieg 'Lightning war' — 
fast, co-ordinated 
attacks using tanks 
and aircraft to 
overwhelm enemies 
quickly.

Turning Point A moment when 
the balance of 
power shifts 

decisively and the 
direction of the war 
changes.

Genocide The deliberate 
attempt to destroy 
an entire racial, 
ethnic or national 
group — e.g. the 
Holocaust.

Totalitarianism A system of 
government where 
the state has total 

control over all 
aspects of public 
and private life.

Core Knowledge

Causes &

Outbreak

(1919–39)

• The Treaty of Versailles (1919) humiliated Germany — reparations, territorial losses and the 'war guilt' clause fuelled resentment.

• The Great Depression (1929) created mass unemployment across Europe, making extreme politics more appealing.

• Hitler exploited German grievances: he remilitarised the Rhineland (1936) and annexed Austria and the Sudetenland (1938).

• Britain and France pursued appeasement — giving Hitler what he wanted to avoid another war (Munich Agreement, 1938).

• The Nazi-Soviet Pact (August 1939) removed the threat of a two-front war; Germany invaded Poland on 1 September 1939.

German

Dominance

(1939–41)

• Blitzkrieg ('lightning war') combined tanks, aircraft and infantry to overwhelm enemies rapidly — France fell in six weeks (June 1940).

• Dunkirk (May–June 1940): 338,000 Allied troops were evacuated from France — a defeat presented as a 'miracle'.

• The Battle of Britain (summer 1940): the RAF defeated the Luftwaffe — Hitler abandoned his invasion plans for Britain.

• Operation Barbarossa (June 1941): Hitler invaded the USSR despite the Pact — opening a vast and brutal Eastern Front.

Turning

Points

(1941–43)

• Pearl Harbor (December 1941): Japan's attack on the US naval base brought the USA into the war — transforming Allied industrial 

capacity.

• Stalingrad (1942–43): the USSR encircled and destroyed an entire German army — Hitler's first major strategic defeat on the Eastern 

Front.

• El Alamein (October–November 1942): Montgomery defeated Rommel in North Africa — the first major British land victory.

• Battle of the Atlantic: Allied convoy systems and improved technology eventually defeated the German U-boat threat, securing vital 

supplies.

Allied

Victory

(1944–45)

• D-Day (6 June 1944): the largest seaborne invasion in history — 156,000 Allied troops landed in Normandy, opening a second front in 

the West.

• The liberation of Western Europe followed rapidly — Paris freed in August 1944, Germany invaded from both east and west.

• VE Day (8 May 1945): Germany surrendered unconditionally after Hitler's suicide.

• The atomic bombs dropped on Hiroshima (6 August) and Nagasaki (9 August 1945) led to Japan's surrender — VJ Day (15 August 

1945).

Significance

& Legacy

• The Holocaust: the systematic genocide of six million Jews and millions of others by the Nazi regime was fully exposed after the war.

• The war killed an estimated 70–85 million people — the deadliest conflict in human history.

• The United Nations (1945) was founded to prevent future conflicts; the Cold War rivalry between the USA and USSR began 

immediately.

• Historians debate the most significant turning point — US entry, Stalingrad and D-Day are the most commonly argued.

Links with prior learning:

• The Treaty of Versailles (1919) humiliated Germany — reparations, territorial losses and the 'war guilt' clause fuelled resentment.
• The Great Depression (1929) created mass unemployment across Europe, making extreme politics more appealing.
• Hitler exploited German grievances: he remilitarised the Rhineland (1936) and annexed Austria and the Sudetenland (1938).
• Britain and France pursued appeasement — giving Hitler what he wanted to avoid another war (Munich Agreement, 1938).
• The Nazi-Soviet Pact (August 1939) removed the threat of a two-front war; Germany invaded Poland on 1 September 1939.



Year 9 History (HT1)

What Changed the Outcome of the Second World War?

Task 1: Retrieval questions

1. What was appeasement and why did Britain pursue it in the 1930s?

2. What was Blitzkrieg and why was it so effective?

3. Why was the entry of the USA into the war in December 1941 so significant?

4. Why was the Battle of Stalingrad a turning point?

5. Give TWO consequences of WWII for the post-war world.

Task 2: True or False?  Write T or F

1. The Nazi-Soviet Pact meant Germany avoided a two-front war in 1939.     ___

2. The Battle of Britain was won by the Luftwaffe.                                                ___

3. Operation Barbarossa was Germany's invasion of the Soviet Union.            ___

4. D-Day took place on 6 June 1944 in Normandy, France.                               ___

5. Germany surrendered on VJ Day in August 1945.                                           ___

Task 3: Sequencing — Number in the correct order (1 = earliest)

Task A — Put these events in the correct order:

__ Battle of Stalingrad                              __ Germany invades Poland

__ D-Day landings                                     __ Battle of Britain

__ Pearl Harbor / USA enters the war

 

Task B — Rank these turning points (1 = most significant, in your view):

__ USA enters the war                __ Battle of Stalingrad

__ D-Day landings                      __ Battle of Britain

Task 5: Extended & Independent Tasks

Task A — Judgement:

'The entry of the USA into the war was the most significant turning point of the 

Second World War.'

Do you agree? Write a paragraph arguing your view — you must consider at least 

ONE alternative turning point.

 

Task B — Comparison Grid:

Compare THREE turning points of the war using these headings:

• What happened and when?

• How did it change the direction of the war?

• How significant was it in the overall Allied victory?

Task 4: Written Tasks

Task A — Explain:

Explain why the entry of the USA into the war in 1941 was significant. Consider its 

impact on Allied industrial capacity, morale and military strength.

 

Task B — Describe:

Describe how the balance of power in the war shifted between 1941 and 1943. Use 

at least THREE specific events as evidence.



Year 9 Geography (HT1)
Hazards

Key 

Vocabulary

Definition Symbol

Hazard A natural event that threatens people

Plate 

boundary
Where tectonic plates meet

Earthquake Sudden ground shaking from plate movement

Primary effects Immediate impacts of a hazard

Mitigation Actions to reduce hazard impacts

Core knowledge

Types of 
Natural Hazards

• A natural event becomes a hazard when it threatens people, 
and a disaster when it causes serious damage

• Three main types: tectonic, atmospheric, geomorphological
• Tectonic hazards include earthquakes, volcanoes, tsunamis
• Hazards vary in frequency and scale
• Risk = hazard × exposure × vulnerability

Plate Tectonics 
and Hazard 
Locations

• Earth is made of crust, mantle, outer core, inner core 
• The crust is divided into tectonic plates that move
• Hazards are common along plate boundaries
• Types of margins: constructive, destructive, conservative
• Movement causes earthquakes and volcanoes

Causes of 
Earthquakes, 
Volcanoes & 
Tsunamis

• Earthquakes: caused by plates sticking then suddenly slipping
• Volcanoes: magma rises at destructive and constructive margins
• Tsunamis: usually triggered by undersea earthquakes 
• Energy release creates shockwaves or eruptions
• Size depends on magnitude and depth

Impacts of 
Natural Hazards

• Primary effects: immediate damage (e.g. deaths, collapsed 
buildings)

• Secondary effects: longer-term impacts (e.g. homelessness, 
disease)

• Impacts affect people, economy, environment
• Can cause long-term development issues
• Severity depends on scale of event

Why Impacts 
Vary & Risk 
Reduction

• Impacts vary due to wealth, population density, preparedness, 
governance

• Richer countries often have better monitoring and planning
• Risk reduction: monitoring, prediction, protection, planning
• Examples: earthquake-proof buildings, warning systems
• Responses include immediate and long-term actions

Links with prior learning:

• Connects to earlier study of extreme weather hazards (e.g. hurricanes, 

tornadoes) and how they impact places differently

• Prepares for future learning on climate change and how it may increase 
hazard risk and impacts



Year 9 Geography (HT1)
Hazards - Tasks

1) Retrieval questions

Task 1 1. What is the difference between a hazard and a disaster?

2. Name two types of plate boundary

3. What causes an earthquake?

4. Give one example of a primary effect

5. State one way hazards can be managed

Task 2 Write T or F, then correct the false ones:

1. All natural events are disasters

2. Tsunamis are usually caused by undersea earthquakes

3. Primary effects happen long after the event

4. Wealth can affect hazard impacts

5. Monitoring can reduce risk

2) Sequencing tasks

Task 1 Put the process of an earthquake in order:

• Plates move
• Pressure builds
• Plates suddenly slip
• Energy is released
• Ground shakes

Task 2 Put hazard management steps in order:
• Hazard occurs
• Monitoring detects risk
• Warning issued

• People prepare/respond
• Recovery begins

3) Written task

Task 1 Explain why some natural hazards cause more damage than 

others.

Task 2 Describe the difference between primary and secondary 

effects, using examples.

4) Extended but Independent Tasks

Task 1 Create a comparison grid showing how a rich country and a 

poorer country might respond differently to a hazard.

Task 2 “Planning is the most important way to reduce hazard risk.”

Discuss this statement and give a justified conclusion.



Core knowledge

1 ¿Cómo es tu familia?

What is your family like?
Mi hermano -My brother
Mi hermana- My sister
Mi padre -My father
Mi madre -My mother
Mi abuelo -My grandad
Mi abuela -My grandma
Mi tío/a-My uncle/aunt
Mi primo/a-My cousin (m)
Mi padrastro -My stepfather
Mi madrastra- my stepmum

es… - is

no es… is not

alto/a (tall)
bajo/a (short)
delgado/a (thin)
gordo/a (fat)
guapo/a (good-looking)
viejo/a (old)
estúpido/a (stupid)
pesado/a molesto/a (annoying)
simpático/a (nice)

perezoso/a (lazy)
gracioso/a (funny)
generoso/a (generous)
maduro/a (mature)
egoísta (sefish)
trabajador/a (hard-working)
inteligente (intelligent)
amable (kind)
joven (young) 

2 ¿Quién es más alto?

Who is taller? – comparing 

family members

Más…que – more…than
Menos…que – less…than
Tan…como – as…as

Mi hermano es más alto que mi madre – My brother is taller than my mum.
Mi padre es menos gracioso que yo – My dad is less funny than me.

3 ¿Te llevas bien con tu 

familia?

Do you get on well with your 

family?

En mi opinión - In my
opinion…

Diría que… - I would say 
that…

Desde mi punto de vista -
From my point of view

me llevo bien con… - I get on 
well…
me divierto con… - I have fun 
with…
confío en…  - I confide in…
me peleo con… - I fight with…
discuto con… - I argue with
me enfado con… - I get angry…

porque - because

ya que - since

dado que - given that

me apoya. -(he/she) supports me.
tenemos mucho en común.
we have lots in common.
es demasiado molesto/a- (he/she) 
is too annoying
siempre me juzga - always judges
me

4 ¿Qué tecnología usas?

What technology do you 

use?

Me gusta (mucho) - I like (a lot)
No me gusta (nada) I don’t like (at all)
Me encanta - I love
Odio - I hate

Voy a.. - I’m going to…
El próximo fin de semana - Next weekend…
La próxima semana - Next week…

Buscar en internet - to search the internet
Chatear con amigos - to chat online with friends
escuchar música - to listen to music
Jugar a los videojuegos - to play videogames
Mandar mensajes - to send texts
ver una película - to watch a movie
Compartir videos - to share videos
Subir fotos - to upload photos
hablar - to speak
Bailar - to dance
Sacar fotos - to take photos
Descargar aplicaciones - to download apps
Quedar con mis amigos to make plans with friends

5 ¿Cuáles son los aspectos 

positivos y negativos de la 

tecnología?

What are the positive and 

negative aspects of 

technology?

La ventaja es que… - The advantage is that…
Lo bueno es que… - The good thing is that…
Lo mejor es que… - The best thing is that…
La desventaja es que… - The disadvantage is that…
Lo malo es que… -The bad thing is that…
Lo peor es que… - The worst thing is that…

es seguro - it is safe
es divertido y fácil de usar -it is fun and easy to use
es gratis - it is free
es educativo y muy útil -it is educational and very useful
es rápido y práctico - it is fast and practical
es peligroso – it is dangerous
es adictivo – it is addictive 

Links with prior learning:

Family member – Year 7

Physical descriptions – Year 7 and 8

Y9 Spanish (HT1)

Family relationships and technology

Me llevo bien

Te llevas bien

Se lleva bien

Nos llevamos bien

Os lleváis bien

Se llevan bien

I get on well

You get on well

He/she gets on well

We get on well

You all get on well

They get on well



Task 1: Retrieval

• What does “Me llevo bien con…” mean?

• How do you say “cousin” in Spanish?

• Name at least five adjectives to describe personality.

• How do you ask “What is your family like?” in Spanish?

Task 2: Vocabulary

• perezoso means lazy. (T/F)

• Ver una película means to download a movie. (T/F)

• Voy a subir fotos means I am going to take pictures. (T/F)

• Gratis means free. (T/F)

• Más…que means less…than. (T/F)

Task 3: Writing Task

Describe
Describe what your family is like and your relationship with them.

Explain
Explain the positive and negative aspects of technology.

Task 4: Sequencing

Put these sentences in the correct sequence

llevo/con mi/me/bien

mi/alta/padre/que/hermana/es/más

semana/la próxima/a/subir/voy/fotos

Match the two halves of these sentences

1. Lo bueno es que

2. Me encanta

3. Mi hermano es menos

4. Mi madre es

A. baja y Graciosa

B. inteligente que yo

C. es fácil de usar

D. chatear con mis amigos

Task 5: Extended Task

Judgement task: Which adjectives to describe personality are easier to 

remember and why?

Write about what you are going to do in the future to reduce screen time.

Y9 Spanish (HT1)

Family relationships and technology



Year 9 PE (HT1)

Alternative Invasion Games
Core knowledge

1. Passing and 

Receiving
• Use accurate passes with the correct weight and timing.

• Step into passes to improve control and power

• Receive the ball while moving into space.

• Keep control when under pressure from defenders.

• Adapt skills from Gaelic football, handball and American football

2. Ball Control 

and 

Movement

• Keep possession using controlled movement.

• Move the ball effectively in tight spaces.

• Shield the ball from defenders.

• Maintain control when under pressure.

• Use good positioning before passing or releasing the ball

3. Attacking 

Tactics
• Create space using width and angles. 

• Use off-the-ball movement to support teammates.

• Use feints and dummies to beat opponents.

• Decide whether to pass, carry or shoot.

• Exploit overloads such as 2v1 and 3v2 situations

4. Defensive 

Tactics
• Mark space or mark a player.

• Intercept passes when possible.

• Apply pressure to the ball carrier.

• Force attackers into wider or weaker areas.

• Work together to regain possession

5. Competition 

and Fitness
• Transition quickly from attack to defence.

• Maintain possession under pressure.

• Use game management to control play.

• Key fitness components include agility, speed, coordination and cardiovascular endurance.

• Every warm-up should include: pulse raiser, mobility, stretches, dynamic exercise and skill 

rehearsal.

Links with prior learning:

• Builds on passing, receiving and movement skills from earlier invasion 

games
• Links to attacking and defending tactics used in football, rugby and 

hockey.
• Connects to fitness components studied in PE theory.
• Uses decision-making and teamwork skills developed in small-sided games

Key 
Vocabulary

Definition Symbol

Overload
Having more attackers than 

defenders in an area

Transition
Changing quickly between attack 

and defence. 

Interception Winning the ball by cutting out a pass.

Agility
Ability to change direction quickly 

and effectively

Possession Keeping control of the ball.



1) Retrieval questions

Task 1 1. What is an overload?
2. Name one way attackers can create space.
3. What is possession?
4. Give one defensive tactic used to regain possession.
5. Name one component of fitness important in 

alternative invasion games.

Task 2 True / False

Transition means changing between attack and defence.
Interceptions help a team regain possession.
Agility is the ability to run for a long time.
Attackers should only move when they have the ball.
A warm-up includes skill rehearsal.

2) Sequencing tasks

Task 
1

Task 1 – Attacking Play
Put these actions in the correct order:
Create space
Receive the ball
Decide to pass, carry or shoot
Use movement to support teammates

Task 
2

Task 2 – Warm-Up Structure
Put the warm-up stages in order:
Skill rehearsal
Pulse raiser
Dynamic exercises
Mobility
Stretching

3) Written/Oracy task

Task 1 Explain how creating space and using overloads can 
help a team score or keep possession.

Task 2 Describe how a defender can regain possession using 
marking, pressure and interceptions.

4) Extended but Independent Tasks

Task 
1

Create a comparison grid showing the differences 
between:
Attacking tactics
Defensive tactics
Include at least three examples for each.

Task 
2

Which is more important in alternative invasion games: 
maintaining possession or applying defensive pressure?
Write a short paragraph giving your opinion and use 
evidence from the knowledge organiser to justify your 
answer.

Year 9 PE (HT1)

Alternative Invasion Games



Year 9 ICT (HT1)

INTERACTIVE CAMPAIGN HUB
Core knowledge

Purpose, Client 

and Audience

• A campaign hub is an interactive product designed to inform, promote or 

influence. 

• The client brief states the product, purpose, audience, content and style 

required. 

• The target audience affects the language, images, layout and interactive 

features. 

• A successful product must meet the brief and be fit for purpose. 

• Content should be accurate, suitable and easy for the audience to 

understand.

Planning the 

Hub

• A wireframe plans where text, images, buttons and other content will appear. 

• A navigation diagram shows how the pages and interactive elements 

connect. 

• Non-linear navigation lets users choose different routes through the hub. 

• A master page or template keeps the layout and house style consistent. 

• An asset table records each asset’s purpose, position, file type and suitability.

Building an 

Effective 

Product

• A clear GUI uses readable text, suitable colours, white space and consistent 

layouts. 

• Multimedia content can include text, images, audio, video, animation, maps 

or forms. 

• Buttons, hyperlinks and hotspots allow users to move around the product. 

• Triggers can produce feedback, pop-up messages or other responses. 

• Organised folders, clear filenames and version control protect the project.

Accessibility, 

Testing and 

Review

• Accessibility features include alternative text, captions, colour contrast and 

resizable text. 

• A test plan records the feature, expected result, actual result and action 

required. 

• Test navigation, interactivity, inputs, outputs and multimedia playback. 

• Correct problems and retest to check that improvements work. 

• Review the finished hub against the client brief, target audience and success 

criteria.

Links with prior learning:

• Builds on visual identity through colour schemes, typography and house 
styles. 

• Uses digital graphics skills to create and improve suitable assets. 
• Develops earlier work on audience, purpose and clear communication. 
• Prepares for OCR Creative iMedia R093, R094 and R097.

Key 
Vocabulary

Definition Symbol​

Client brief
A document explaining what the client wants 
the product to achieve.

Target 
audience

The group of people the product is designed 
for.

Wireframe
A simple plan showing the layout of a screen 
or page. ▣

GUI
The graphical user interface containing the 
visual controls used to interact with a 
product.

Test plan
A document used to record tests, results, 
problems and corrections.



Year 9 ICT (HT1)

INTERACTIVE CAMPAIGN HUB

Task 1

• What information is provided by a client brief?

• Give two ways the target audience can affect a campaign 

hub. 

• What is the purpose of a wireframe? 

• Name two accessibility features. 

• What four main pieces of information should a test plan record?

Task 2: True or False

True or False

• Non-linear navigation allows users to choose different routes. 

(T/F) 

• A house style means every page should use a different design. 

(T/F) 

• Captions can make multimedia content more accessible. (T/F)

• Version control means continually overwriting the same file. (T/F)

• Testing should only happen after the entire product is finished. 

(T/F)

Task 3: Put these stages into the correct order:

• Build the interactive campaign hub. 
• Identify the purpose and target audience. 
• Test, correct and retest the product. 
• Read and interpret the client brief. 
• Produce wireframes and a navigation diagram.

Task 4: Put these testing steps into the correct order:

• Build the interactive campaign hub. 

• Identify the purpose and target audience. 

• Test, correct and retest the product. 

• Read and interpret the client brief. 

• Produce wireframes and a navigation diagram.

Task 6: Extended but independent

Which is more important for making a campaign hub fit for purpose: a 

consistent GUI or thorough testing?

Write a justified paragraph that:

• Explains the importance of a consistent GUI. 

• Explains the importance of testing. 

• Reaches a supported conclusion.

Task 5: Written Tasks

Task 1

Explain how the target audience could influence the language, images and 

layout used in an interactive campaign hub.

Task 2

Describe how a wireframe and navigation diagram help a designer create an 

effective campaign hub.



Year 9 3D Design (HT1)

Clock Project

Core knowledge

Design 
Process

• Design a clock for a teenager’s bedroom for the Next brand 

• Theme must link to a teenage passion (e.g. gaming, music) 

• Product must be functional, safe, and visually appealing 

• Clock must suit either wall-mounted or desktop use 

• Design must match Next style (clean, modern, professional)

Success 
Criteria

• Aesthetics – matches Next brand style

• Function – easy to read from 2 metres away

• Stability and safety

Materials and 
manufacturing

• Wood used for structure ( chassis)

• Acrylic for decorative parts and stand

• CAD use to create precise digital patterns and designs

• Hand and machine tools used for cutting and shaping

Construction 
and making 
skills

• W.E.T processes for surface quality – wet and dry paper, emery 

cloth, t-cut polish

• Line bending acrylic shapes

• Stability and function

Links with prior learning:

Basic design process (research → design → make → evaluate) 

Measuring and marking skills from KS3 projects 

Art & Design: colour, pattern, and composition

Maths: measuring, accuracy, and scale

Key 
Vocabulary

Definition Symbol

Chassis The main structure that supports the clock

Acrylic
A plastic which can be cut and bent into 

different shapes

CAD Computer Aided Design

Prototype A first model of a product



Year 9 3D Design (HT1)

Clock Project

Task 1: Retrieval questions

• What is the main theme of the clock project? 

• Name one material used for structure. 

• What does CAD stand for? 

• Why is a prototype important? 

• What does the W in W.E.T. stand for?

Task 2: True or false

• The clock must match the Next brand style. 

• Acrylic is mainly used for structural parts. 

• The clock must be readable from 2 metres. 

• Prototyping happens after final assembly. 

• The W.E.T. process improves surface finish.

Task 3: Sequencing

Put these steps in the correct 

order:

• Prototyping 

• Research 

• Final product 

• Idea sketching 

• CAD design

Put these finishing steps in order:

• Emery cloth 

• T-cut polish 

• Wet & dry sanding

Task 4: Written tasks

Explain why testing a prototype is important before making the final 
clock.

Describe how materials and finishing techniques affect the quality of 
the final product.

Task 5: Extended 

Create a comparison grid showing:

Wood vs Acrylic

Include: strength, appearance, and use in the clock

Design judgement:

Explain whether your clock design would be suitable for the Next store.

Include references to: - Aesthetic; Function; Quality



Year 9 – Food Technology (HT1)

Summer Term

Key Vocabulary Definition Symbol

Food Waste Food that is thrown away or not used.

Reduce Cutting down on the amount of food wasted.

Dovetailing Doing tasks at the same time to save time.

Leftovers Unused food that can be reused.

Cross-

Contamination
Bacteria spreading from one food to another.

Core Knowledge

Food Waste and 

Environmental 

Impact

• Food waste is unused or thrown-away food.

• It increases carbon emissions and harms the environment.

• Wasted food means wasted energy, water, and resources.

• Reducing waste helps protect the planet and communities.

• Schools and homes can cut waste through better planning.

The 3Rs: Reduce, 

Reuse and 

Recycle

• Reduce: buy and cook only what you need.

• Reuse: turn leftovers into new meals.

• Recycle: compost food scraps where possible.

• The 3Rs help lower environmental impact.

• Good habits save money, time, and resources.

Meal Planning 

and 

Organisation

• Meal planning includes task analysis, ingredients lists, and time plans.

• Helps manage time, equipment, and workflow.

• Dovetailing = completing tasks at the same time to save time.

• Planning ensures dishes are ready together.

• Used when preparing meals for an international restaurant context.

Practical 

Cooking Skills

• Shaping, combining ingredients, and dovetailing improve dish quality.

• KS3 techniques include chopping, frying, boiling, baking.

• Skills used in dishes like Spaghetti and Meatballs.

• Good presentation improves appearance and appeal.

• Practice builds confidence and independence.

Hygiene, Health 

and Safety

• Wash hands and keep surfaces clean.

• Store food safely to prevent bacteria growth.

• Use equipment correctly to avoid injury.

• Follow colour-coded boards to prevent cross-contamination.

• Work safely throughout the whole practical task.

Links to Prior Learning:

• Builds on KS3 work on nutrition, dietary needs, and balanced meals.
• Connects to earlier learning on hygiene, equipment safety, and KS3 cooking skills.
• Links to environmental topics in Geography (sustainability, waste).
• Supports practical planning skills used in Design & Technology.



Year 9 – Food Technology (HT1)

Summer Term

Task 1 – Short Questions

1. What is food waste?

2. Name one environmental impact of food waste.

3. What does “Reduce” mean in the 3Rs?

4. What is dovetailing?

5. Give one hygiene rule used in practical cooking.

Task 2 – True or False?

1. Reusing food means turning leftovers into new meals. (True/False)

2. Meal planning has no effect on time management. (True/False)

3. Cross-contamination can make people ill. (True/False)

4. Dovetailing means doing tasks one at a time. (True/False)

5. Reducing food waste helps the environment. (True/False)

Task 3 –  Sequencing

Task 1: Order the steps for planning a practical task

Write ingredients list → Create time plan → Identify tasks → Begin 

cooking

(Students must place in correct order.)

Task 2: Order the 3Rs from most to least effective

Recycle → Reduce → Reuse

(Students must place in correct order.)

Task 4 – Written Tasks

Task 1 – Describe

Describe what food waste is and outline its main environmental impacts. Include how wasted food affects 

resources such as water, land, and energy.

Task 2 – Explain

Explain how applying the 3Rs (Reduce, Reuse, Recycle) can help lower food waste at home or in school. Refer to 

leftovers, portion control, and recycling systems.

Task 3 – Compare

Compare two different approaches to meal planning: planning for a home meal vs planning for an international 

restaurant menu. Identify similarities and differences in ingredients lists, time plans, and task analysis.

Task 4 – Discuss

Discuss why good time management and dovetailing are essential during practical cooking. Consider workflow, 

equipment sharing, and ensuring dishes are ready at the correct time.

Task 5 – Evaluate

Evaluate which practical skill—shaping, combining ingredients, or dovetailing—has the biggest impact on the 

success of a finished dish. Use evidence from Page 1 knowledge to support your judgement.

Task 5 – Independent Extended Tasks

Task 1: Judgement Question

Which skill—shaping, combining ingredients, or dovetailing—has 

the biggest impact on the success of a practical dish?  Write a 

paragraph explaining your judgement using Page 1 knowledge.

Task 2: Comparison Grid

Create a grid comparing meal planning and practical cooking 

skills. Include: purpose, key steps, benefits, and how each affects 

recipe outcomes.

Task 6 – Illustrate and Explain

Create a clear and organised diagram that shows three different areas of Year 9 Food knowledge from this term. 

Choose one concept from each category below:

1. Food Waste & Sustainability(e.g., food waste, environmental impact, 3Rs: Reduce, Reuse, Recycle)

2. Meal Planning & Organisation(e.g., task analysis, ingredients lists, time plans, dovetailing, planning for an 

international restaurant)

3. Practical Skills & Techniques(e.g., shaping, combining ingredients, KS3 cooking techniques, presentation skills)

Your diagram must include: Labels for each of the three concepts, symbols or emojis to represent each idea 
(e.g.,   ), short notes explaining how each concept affects: food preparation, food choices, or recipe 

outcomes

Use this page to practise the key facts from Page 1. Start with the 

quick questions, then try the sequencing tasks. Use the written tasks 

to show your understanding and finish with the extended tasks to 

think more deeply. 



Year 9 Textiles (HT1)

Bag Project

Core knowledge

Design Process • Research target user – teenagers; likes and interests.
• Create a design specification – consider client brief and target 

user.
• Generate ideas – designs, different imagery.
• Explore textiles techniques – repeat pattern, printing, batik
• Select appropriate colours, materials and theme.

Materials and 
Textiles 
Knowledge

• Understand warp and weft and importance to follow grainline.
• Choice of strong and appropriate material - cotton – breathable 

and easy to sew. Include seam allowance to consider fabric 
waste and sustainability.

Construction 
and making 
skills

• Use sewing machines and hand tools safely.
• Cut fabric accurately – use fabric scissors for fabric.
• Use stitches neatly; add decorative techniques.
• Printing – cut the poly plate neatly, print with even coverage of 

ink and pressure.
• Finish neatly – seams must be even and secure.

Health and 
safety

• Use sewing machines correctly and safely.
• Handle sharp tools.
• Keep workspaces tidy.
• Follow instructions.

Links with prior learning:

Basic design process (research → design → make → evaluate) 

Measuring and marking skills from KS3 projects 

Art & Design: colour, pattern, and composition

Maths: measuring, accuracy, and scale

Key 
Vocabulary

Definition Symbol

Specification A list of design requirements

Seam 
Allowance

Extra fabric for joining

Applique Decorative fabric sewn onto surface

Prototype A first model of a product



Year 9 Textiles (HT1)

Bag Project

Task 1: Retrieval Questions

• What is a design specification? 

• Name one decorative textile technique. 

• Why is seam allowance important? 

• What material property makes cotton useful? 

• What is checked during evaluation?

Task 2: True or false

1. Grainline does not matter when cutting fabric. 

2. A prototype is the final product. 

3. Appliqué is used for decoration. 

4. Evaluation includes user feedback. 

5. Sewing machines must be used safely.

Task 3: Sequencing tasks

Put these steps in the correct 

order:

• Create specification 

• Research user 

• Evaluate product 

• Generate design ideas 

• Make the bag

Order these from weakest to 

strongest seam:

• Running stitch

• Machine stitch

• Back stitch

Task 4: Written tasks

Explain why it is important to follow the grainline and include seam allowance 

when cutting fabric.

Describe the steps you would take to design and make a tote bag for a teenager.

Task 5: Extended tasks

Create a comparison grid showing:

A well-made tote bag vs a poorly made one

Include at least 4 features (e.g., stitching, strength, appearance, safety)

Discuss how you would improve your tote bag after testing and feedback.

(Use examples from design, materials, and construction)



Year 9 Art (HT1)

Magritte & Pop Art Knowledge Organiser
Core knowledge

René 

Magritte 

(Surrealism)

• Belgian artist (1898–1967).

• Creates dream-like, unusual images (surrealism).

• Makes ordinary objects look strange

• Explores ideas about reality and perception

• Uses symbolism (e.g. clouds = dreams, apple = identity)

Key 

Surrealist 

Techniques

• Transformation = changing one object into another. 

• Change of scale = objects too big or small 

• Dislocation = placing objects in unexpected places

• Hidden or replaced faces

• Dream-like combinations of real images

Magritte 

Practical 

Approach

• Draw realistic objects (e.g. eye, head, body)

• Add unusual or unexpected elements

• Replace key features (e.g. face with object)

• Use careful shading and tones

• Aim to make the viewer think

Pop Art 

(1950s–

1960s)

• Focus on popular culture (faces, media, celebrities)

• Bright, bold and vibrant 

• Inspired by adverts and comics

• Simplified and stylised images

• Eye-catching and graphic style

Pop Art 

Techniques

• Use bold outlines and block colour.

• Add patterns (e.g. dots, repeated shapes).

• Use strong colour contrast

• Focus on close-up faces

• Create tone using dots or colour changes.

Links with prior learning:

Builds on drawing skills (accuracy, proportion, tone). Links to colour theory 

(primary, contrast, tone). Connects to symbolism in art and English (meaning 

behind images). Relates to media and advertising imagery.

Key 
Vocabulary

Definition Symbol

Surrealism Art showing dream-like or unusual scene

Transformation Changing one object into another.

Scale Size of object compared to real life.

Vibrant Bright, strong colours that stand out.

Pattern Repeated shapes or designs.



Task 1: Retrieval questions

1. When did Magritte live?

2. What does “transformation” mean in art?

3. What is a key feature of Pop Art colours?

4. What does “change of scale” mean?

5. Give one example of a Pop Art technique

Task 2: True or False

• Magritte was a Pop Art artist

• Surrealism shows realistic everyday scenes only

• Pop Art uses bright, vibrant colour

• Change of scale means objects stay their normal size

• Patterns are often used in Pop Art

Task 3: Sequencing

Put these steps in the correct order:
• Add an unusual object

• Draw a realistic eye or face

• Apply shading and tones

• Replace key feature (e.g. face)

Put these steps in the correct order:
• Add bold outlines

• Draw a face

• Fill with bright block colour

• Add patterns (dots/background)

Task 4: Written tasks

Explain how Magritte makes ordinary objects look unusual in his artwork.

Compare Pop Art and Surrealism. Describe at least two differences.

Task 5: Extended

Create a comparison grid explaining:
• Colours
• Techniques
• Ideas

for Magritte vs Pop Art

Design an artwork idea combining both styles.
Explain:
• What objects you will use
• How you will use colour
• Which techniques you will include

Year 9 Art (HT1)

Magritte & Pop Art Knowledge Organiser



Core knowledge

The Stave and Clef • Music is written on a stave with 5 lines and 4 spaces. 

• Notes can be placed on lines or spaces. 

• The treble clef is used for most Year 7 music. 

• Higher notes are written higher on the stave. 

• Lower notes are written lower on the stave.

Note Values 

(Rhythm)
• A semibreve lasts 4 beats.

• A minim lasts 2 beats.

• A crotchet lasts 1 beat. 

• Two quavers equal 1 beat. 

• Note values show how long to play a note.

Time Signatures • A time signature appears at the start of music. 

• The top number shows how many beats are in a bar.

• The bottom number shows the note value for one beat. 

• 4/4 means 4 crotchet beats in each bar. 

• Bar lines divide music into bars.

Accidentals (sharps 

and flats)
• Sharps raise the pitch of a note by one semitone.

• Flats lower the pitch of a note by one semitone.

• A semitone is the smallest distance between two notes. 

• Sharps are found on the black key to the right of a note.

• Flats are found on the black keys to the left of a note. 

Chords • A chord is two or more notes played at the same time. 

• Normally, we play three notes together to play a chord. 

• They are played on the keyboard in the pattern play-miss-play-miss-

play

• Chords which sound happy and bright are major chords.

• Chords which sound sad and dark are minor chords.

Links with prior learning:

Pulse helps us count note values and beats. 

Rhythm patterns use different note values. 

Keyboard skills require understanding pitch. 

Maths links: counting beats and patterns in bars.

Year 9 Music (HT1)

Music Theory

Key Vocabulary Definition Symbol

Pitch
How high or low a 
sound is

Stave
Five lines used to write 
music

Crotchet A note worth 1 beat ♩

Tempo The speed of music

Chords
Multiple notes played 
together  



Task 1: Retrieval

How many notes are needed to make a chord?

What do we call chords which sound bright and happy?

What do we call chords which sound dark and sad?

What is the term for loud in music?

What is the note on the black key to the right of D?

Task 2: True or False

The stave has 4 spaces. ____

A sharp raises the pitch of a note. ____

The note A is a major chord. ____

Major chords are happy. ____

4 /4 has 3 beats in it. ____

Task 3: Sequencing Task

Task 1: Put These Steps in Order

Write music on the stave → Count the beats → Identify the time signature 

→ Perform the rhythm

Task 2: Organise the notes in these chords. 

1. G → D → B    2. C → A → E    3. A → F# → D 

Task 5: Comparison paragraph

Create a comparison grid showing:

•The notes C → B

•The 2 notes that need to be added to those notes to make its chord. 

•For example, C needs E and G to be added to make its chord. 

G
E
C  D  E F  G  A  B 

Challenge: repeat this task, starting on Bb (instead of B) and add Eb (instead of E)

Task 4: Written Tasks

Task 1 – Explain

Explain why musicians use accidentals (flats and sharps).

Task 2 – Describe

Describe how a musician can use major and minor chords to make a piece of music 

emotional. 

Year 9 Music (HT1)

Music Theory



Core knowledge

What is Physical 

Theatre?
• Physical Theatre tells a story mainly through movement. 

• The body is used as the main communication tool. 

• It combines movement, expression and performance skills. 

• Dialogue may be limited or not used at all. 

• Physical Theatre can communicate ideas and emotions clearly.

Movement Skills • Body language shows emotions and intentions. 

• Facial expressions help communicate feelings. 

• Gesture adds meaning to movement. 

• Levels (high, medium and low) create visual interest.

• Strong movement helps engage an audience.

Creating Physical 

Theatre
• Performers work together to create movement sequences. 

• Movement should have a clear purpose. 

• Rehearsal helps improve timing and precision. 

• Movements can represent people, places or objects. 

• Physical Theatre often uses imagination and creativity.

Key Physical 

Theatre Techniques
• Mime communicates without speaking. 

• Canon is when performers perform the same action one after 

another. Unison is when performers move together at the same 

time. 

• Still images create important moments on stage. 

• These techniques help tell stories visually.

Purpose and Impact • Physical Theatre can explore themes and ideas. 

• Movement can create mood and atmosphere. 

• Audiences interpret meaning through performance. 

• Physical Theatre can communicate complex ideas simply.

• Effective performances combine creativity and control.

Links with prior learning:

Builds on body language and facial expressions from previous years.

Uses freeze frames and still images studied in earlier units. 

Links to dance through movement and choreography. 

Helps develop teamwork and communication skills.

Year 9 Drama (HT1)

Physical Theatre

Key Vocabulary Definition Symbol

Physical Theatre
A style of theatre that uses 
movement to tell a story

Mime
Communicating without 
words

Canon
Performing actions one 
after the other

Unison
Performing actions 
together at the same time

Levels
Using different heights in 
performance



Task 1: Retrieval

What is the main way stories are communicated in Physical Theatre? 

What is mime? 

What does unison mean? 

Why are levels used in performance? 

What does canon involve?

Task 2: True or False

Physical Theatre always relies on long speeches. ______ 

Mime uses movement instead of words. ______ 

Canon means everyone moves at exactly the same time. ______ 

Levels create visual interest. ______ 

Physical Theatre can communicate emotions and ideas. ______

Task 3: Sequencing Task

Task 1: Put the Performance Process in Order

Create an idea → Develop movement sequences → Rehearse 

movements → Perform to an audience

Task 2: Put the Techniques in Order

Create a still image → Add mime → Develop canon movements → Finish 

in unison

Task 4: Written Tasks

Task 1 – Explain

Explain how movement can be used to communicate emotions in Physical Theatre.

Task 2 – Describe

Describe the difference between canon and unison and explain how both can 

improve a performance.

Task 5: Comparison paragraph

Task 1 – Comparison Grid

Create a comparison grid for:

• Mime

• Canon

• Unison

• Still Images

Include:

• Definition

• Purpose

• Effect on the audience

• Example of how it could be used

Year 9 Drama – Physical Theatre
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     x 1 +  x 2 2


     y 1 +  y 2 2


  =  (     x 1 +  x 2 2 ,        y 1 +  y 2 2 )


   ( 2 , 4 )


   ( 6 , 8 )


  2 + 6 = 8
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