	
	
	



KS3 PE – Vocabulary List
KS3 Football
	Word
	Definition
	Example in context

	Control
	Stopping or settling the ball so it can be played.
	“Kai used his foot to control the ball before passing it.”

	Pass
	Moving the ball to a teammate.
	“Ella made a short pass to her partner on the wing.”

	Throw In
	A method of restarting play when the ball goes out at the side.
	“The ball went out, so Leo took a throw-in from the sideline.”

	Shoot
	Kicking or pushing the ball toward the goal to score.
	“Jayden shot from the edge of the box and scored.”

	Dribble
	Moving with the ball under control.
	“Sophie dribbled past two defenders before passing.”

	Attack
	Trying to score by moving the ball toward the goal.
	“When they won the ball back, they quickly went on the attack.”

	Defence
	Preventing the other team from scoring.
	“The defenders worked together to stop the striker getting a shot.”

	Mark
	Staying close to an opponent to stop them getting the ball.
	“Charlie was told to mark the fastest player on the other team.”

	Foul
	Breaking the rules in a dangerous or unfair way.
	“Pushing another player is a foul.”

	Hand Ball
	When the ball touches a player’s hand or arm (in football).
	“A hand ball was called when the defender stopped the ball with his arm.”

	Formation
	How players are arranged on the pitch.
	“Their team used a 4-4-2 formation with four defenders.”

	Corner
	A restart given when the ball goes over the goal line off a defender.
	“He took a corner kick and crossed the ball into the box.”

	Tactic
	A planned way of playing to gain advantage.
	“Their tactic was to press high and win the ball early.”

	Goal
	When the ball fully crosses the goal line between the posts.
	“Liam scored a goal from outside the box.”









KS3 Netball
	Word
	Definition
	Example in context

	Chest pass
	A pass pushed from the chest with two hands directly to a teammate.
	“Emily used a chest pass to quickly move the ball to the wing attack.”

	Shoulder pass
	A long, one-handed pass thrown from the shoulder.
	“Ben threw a shoulder pass down the court to the goal shooter.”

	Overhead pass
	A two-handed pass thrown from above the head, used to pass over defenders.
	“Zara used an overhead pass to get the ball over the centre’s arms.”

	Pivot
	Stepping around on one foot while keeping the other foot grounded.
	“After catching the ball, Lily pivoted to change direction and pass.”

	Bounce pass
	A pass that is bounced once on the floor to avoid defenders.
	“Ava used a bounce pass to get around the defending wing defence.”

	Offside
	When a player enters an area of the court they are not allowed in.
	“The wing attack was offside for stepping into the shooting circle.”

	Replayed ball
	When a player catches the ball, drops it, and catches it again without another player touching it.
	“Ella was penalised for a replayed ball after bouncing and re-catching it.”

	Penalty 
	A punishment for a serious rule infringement (e.g. contact or obstruction), allowing the other team a free pass or shot.
	“The umpire awarded a penalty pass for obstruction inside the circle.”

	Centre pass
	The pass that starts play from the centre circle after each goal.
	“After the goal was scored, the centre took the next centre pass.”

	Umpire
	The official who enforces the rules and makes decisions in netball.
	“The umpire blew the whistle for footwork.”

	Rules
	Agreed laws of the game that players must follow to keep play fair and safe.
	“One rule in netball is that you can only hold the ball for three seconds.”

	Scoring
	Points are scored when the ball is successfully shot through the goal ring by a goal shooter or goal attack.
	“The goal shooter scored, making it 4–2.”

	Officiating
	The act of controlling and applying rules in a game, usually by the umpire.
	“The umpire’s officiating ensured both teams played fairly.”

	Footwork
	When a player moves their landing foot after catching the ball, causing a rule break.
	“Amira was called for footwork after stepping twice with her landing foot.”

	Contact
	When a player touches or interferes with an opponent unfairly.
	“The defender was penalised for contact after bumping into the shooter.”

	Attacking
	When a team is trying to move the ball into the shooting circle to score.
	“The attacking players passed quickly to break through the defence.”

	Defensive
	When a team is trying to stop the opponents from scoring.
	“The defensive players marked tightly to block passing options.”

	Obstruction
	Standing too close to a player with the ball (less than 3 feet).
	“The goal defence was called for obstruction for standing too near the shooter.”






KS3 Gymnastics

	Word
	Definition
	Example in context

	Shapes
	Specific body positions used to show form or style in gymnastics.
	“Leah held a star shape before transitioning into a roll.”

	Balance
	Staying still and steady in one position, often on a small base of support.
	“Jack performed a one-leg balance on the bench.”

	Travel
	Moving from one place to another using gymnastics movements.
	“She travelled across the mat using a series of leaps and rolls.”

	Rotation
	Turning or spinning the body around an axis.
	“He rotated forward in a front roll to start his routine.”

	Sequence
	A series of linked movements performed in a specific order.
	“Their sequence included balances, rolls, and jumps.”

	Canon
	When the same movement is performed by different people at different times.
	“The group used canon to stagger their forward rolls one after another.”

	Unison
	[bookmark: _Int_x4IQfYKc]When two or more gymnasts perform the same movement at exactly the same time.
	“Both gymnasts leapt into a straddle jump in unison.”

	Precision
	Performing movements accurately and with attention to detail.
	“Her pointed toes and straight arms showed precision in the handstand.”

	Body tension
	Keeping muscles tight to maintain shape and control.
	“He used body tension to hold the plank position steadily.”

	Fluency
	Linking movements smoothly without pause.
	“The gymnast showed fluency by flowing from a roll into a balance.”

	Control
	The ability to perform movements without wobbling or losing balance.
	“She landed the jump with control and didn’t take an extra step.”

	Extension
	Fully stretching limbs and body to show good form.
	“Her high leap showed great extension through the legs and arms.”

	Aesthetic
	How pleasing the performance looks due to style, grace, and expression.
	“The pair used smooth timing and graceful poses to create an aesthetic routine.”

	Position
	The way the body is placed or arranged in a skill or shape.
	“He adjusted his handstand position to keep his body straight.”

	Formation
	The arrangement of performers in space, especially in group routines.
	“The trio started in a triangle formation for their sequence.”

	Coordination
	Using different body parts together smoothly and efficiently.
	“She showed excellent coordination in her cartwheel and roll transitions.”








KS3 Rugby
	Word
	Definition
	Example in context

	Scrum
	A set-piece where players pack together and push to contest the ball after a minor infringement.
	“After a forward pass, the referee called a scrum with both forward packs.”

	Try
	Scoring by grounding the ball over the opponent’s goal line (worth 5 points).
	“Ella scored a try after breaking through the defence.”

	Conversion
	A kick at goal after a try, worth 2 points if successful.
	“The kicker slotted the conversion to make the score 7–0.”

	Drop Goal
	A kick through the posts during open play after dropping the ball and kicking it on the bounce.
	“Just before half-time, Tom scored a drop goal.”

	Penalty
	Awarded for serious infringements; allows the non-offending team to kick, run, or restart play.
	“The referee gave a penalty for holding on in the tackle.”

	Tackle
	Bringing the ball-carrier to the ground to stop their progress.
	“He made a low tackle around the legs to stop the runner.”

	Ruck
	Formed when the ball is on the ground after a tackle and players compete for possession.
	“After the tackle, a ruck formed with both sides driving over the ball.”

	Maul
	When the ball-carrier is held up by opponents but not brought to the ground, with teammates pushing.
	“The forwards formed a maul and drove the ball 10 metres.”

	Offload
	Passing the ball out of the tackle before going to ground.
	“Ben offloaded the ball just before he was tackled.”

	Kick off
	The way play is started or restarted after a score, usually with a drop kick.
	“The game began with a kick off by the away team.”

	Offside
	Being in front of the ball or a teammate illegally, which can interfere with play.
	“The winger was offside and gave away a penalty.”

	Forward pass
	A pass that travels toward the opponents’ goal line, which is illegal in rugby.
	“The try was disallowed due to a forward pass.”




KS3 Handball
	Term
	Definition
	Example in Context

	Grip
	The way a player holds the ball using the fingers and palm to maintain control.
	The player used a firm grip to stop the ball slipping while preparing to shoot.

	Pass
	Transferring the ball to a teammate using one or both hands.
	She made a quick pass to the wing player to keep possession.

	Catch
	Receiving the ball securely with hands ready to control it.
	The goalkeeper made a clean catch from the fast pass.

	Shoot
	Attempting to score by throwing the ball into the opponent’s goal.
	The centre back jumped and shot powerfully past the keeper.

	Dribble
	Bouncing the ball continuously while moving to maintain possession.
	The player dribbled past two defenders before passing.

	Underarm
	A technique performed with the arm swinging below shoulder height, often used for passing or shooting close to the ground.
	The player made an accurate underarm pass to a teammate.

	Overhead
	A throwing technique performed above the head, giving power and height.
	The player used an overhead throw to send the ball down the court quickly.

	Mark
	Defending an opponent by staying close to limit their movement or chance to receive the ball.
	The defender marked the attacker tightly to stop a pass.

	Block
	Preventing a shot or pass by using the arms or body within the rules.
	The defender jumped high to block the shot on goal.

	Attack
	The phase where a team has possession and tries to score.
	During the attack, the team moved the ball quickly around the defence.

	Defence
	The phase where a team tries to stop the opposition from scoring.
	The defence stayed compact to protect the goal area.

	Zonal (defence)
	A defensive system where each player is responsible for defending an area (zone) rather than a specific opponent.
	The team used a zonal defence to cover all key areas near the goal.

	Foul
	A rule break, such as hitting, pushing, or holding an opponent.
	The player gave away a foul for pulling the attacker’s arm.

	Rules
	The official regulations that govern how handball is played.
	According to the rules, players can take up to three steps without dribbling.

	Travelling
	A violation where a player takes more than three steps without dribbling or passes after holding the ball too long.
	The referee called travelling when the player ran four steps before passing.

	Corner (throw)
	Awarded to the attacking team when the ball goes out of play off a defender near the goal line.
	The team earned a corner throw after the goalkeeper deflected the shot.

	Side line (throw)
	Restart taken when the ball crosses the side line; awarded to the team that didn’t touch it last.
	The ball went out, so the right winger took a side line throw.

	Goal line
	The line between the goalposts that the ball must cross for a goal to count.
	The referee signalled a goal after the ball fully crossed the goal line.

	Transition
	The quick change from attack to defence or defence to attack.
	The team made a fast transition after stealing the ball.

	Formation
	The organised positioning of players on the court during play.
	The team used a 3–3 formation to balance attack and defence.

	Tactic
	A planned way of playing to achieve an advantage over opponents.
	Their main tactic was to use fast breaks to catch the defence off guard. 






KS3 Badminton
	Term
	Definition
	Example in Context

	Grip
	The way a player holds the racquet to control shots effectively.
	The player used a forehand grip to hit a powerful smash.

	Service (Serve)
	The shot that starts each rally, hit diagonally across the court.
	She made a high service to push her opponent to the back of the court.

	Clear
	A high, deep shot that sends the shuttlecock to the back of the opponent’s court.
	He played a clear to give himself time to recover his position.

	Smash
	A powerful, downward attacking shot aimed to finish the rally.
	The player leapt and hit a smash straight at the opponent.

	Drop (shot)
	A delicate shot that just clears the net and lands close to it.
	The player disguised a drop shot to catch the opponent off guard.

	Net
	The barrier dividing the court, which the shuttlecock must pass over.
	The shuttlecock clipped the top of the net and dropped in.

	Drive
	A fast, flat shot played horizontally over the net.
	The player hit a drive down the sideline to pressure the opponent.

	Singles
	A game format with one player on each side of the court.
	In singles, players must cover the whole court alone.

	Doubles
	A game format with two players on each side of the court.
	In doubles, good teamwork and communication are essential.

	Underarm
	A technique played with the racquet swinging below shoulder height, often for serving or lifting.
	She performed an underarm serve to start the rally.

	Overhead
	A technique where the racquet swings above the head, used for clears and smashes.
	The player used an overhead action to hit a deep clear.

	Forehand
	A shot played on the racquet side of the body.
	The player’s forehand shot sent the shuttle to the back corner.

	Backhand
	A shot played on the non-racquet side of the body.
	He used a backhand flick to return the shuttle from near the net.

	Rally
	A continuous exchange of shots between players until a point is scored.
	The rally lasted over 20 shots before one player made an error.

	Officiating
	Managing and enforcing the rules during a game.
	Officiating ensures the match is fair and played within the rules.

	Umpire
	The official responsible for controlling the match and making decisions on the court.
	The umpire awarded a point after spotting a fault serve.

	Judge (Line Judge)
	An official who watches the lines to determine if the shuttlecock lands in or out.
	The line judge signalled that the shuttle was out.

	Shuttlecock
	The projectile used in badminton, made of feathers or synthetic material.
	The shuttlecock travelled quickly after the smash.

	Racquet
	The piece of equipment used by players to hit the shuttlecock.
	She changed her racquet after the strings broke mid-match.

	Fault
	A rule violation resulting in a point or serve to the opponent.
	A high serve above the waist is a service fault.

	Stance
	The position of the feet and body before playing a shot.
	The player used a side-on stance for the overhead clear.

	Follow-through
	The continuation of the racquet movement after hitting the shuttle.
	A smooth follow-through helped improve shot accuracy.

	Attacking
	Playing aggressively with shots designed to win points quickly.
	The player switched to an attacking style, using more smashes.

	Defensive
	Playing safely with controlled shots to regain position or control rallies.
	He played a defensive clear to recover after being out of position.

	Mid-Court
	The central area of the badminton court between the front and back zones.
	The player positioned herself in the mid-court to react to any shot.

	Tactic
	A planned method or strategy to outsmart an opponent.
	The player’s main tactic was to move her opponent around the court. 

	Tactic
	
	



KS3 Rounders
	Term
	Definition
	Example in Context

	Fielding
	The act of collecting, catching, or returning the ball to stop runs or get batters out.
	The fielding team worked together to stop the batter reaching fourth base.

	Positions
	The specific areas on the field where players are placed to defend.
	The bowler, backstop, and base players took their positions before the first ball.

	Batting
	The skill of striking the ball to score rounders or half-rounders.
	The player showed excellent batting technique, hitting the ball deep into the field.

	Bowling
	Delivering the ball underarm towards the batter from the bowling square.
	The bowler aimed for the batter’s body to make it a good ball.

	Co-ordination
	The ability to use different parts of the body together smoothly and efficiently.
	Good hand–eye co-ordination helped the batter make strong contact with the ball.

	Umpire
	The official who enforces the rules, makes decisions, and manages the game.
	The umpire called a no ball for an illegal delivery.

	Scoring
	Earning points by running around bases or reaching specific posts.
	The team earned two rounders during their batting innings.

	Wide ball
	A ball bowled too far from the batter’s reach, allowing no fair hit.
	The umpire signalled a wide ball as it passed outside the batter’s hitting zone.

	No ball
	An illegal bowl (too high, low, or not underarm) where the batter cannot be out.
	The bowler threw a no ball because it was above head height.

	Rounder
	The main score, achieved by hitting the ball and running around all four bases without being out.
	The batter scored a full rounder after hitting into the outfield.

	Batter
	The player attempting to hit the ball and score runs.
	The batter hit the ball cleanly and sprinted to second base.

	Bowler
	The player who delivers the ball to the batter underarm from the bowling square.
	The bowler used consistent technique to make accurate deliveries.

	Inner fielder
	Players positioned close to the bases to stop short hits and stump batters out.
	The inner fielder quickly picked up the ball and threw to first base.

	Stumps
	The posts or bases that fielders aim to touch with the ball to get a batter out.
	The fielder threw the ball to stump the runner at third base.

	Outer fielder
	Players positioned deep in the field to collect long hits.
	The outer fielder caught the high ball to dismiss the batter.

	Barrier
	A fielding technique where a player kneels to block a rolling ball with their body.
	The fielder formed a barrier to stop the ball going past.

	High ball
	A hit that goes upwards into the air, giving fielders a chance to catch it.
	The batter hit a high ball, and the backstop caught it for an out.

	Spin
	When the ball rotates during flight, changing its bounce or direction.
	The bowler added spin to make the ball curve slightly.

	Short ball
	A bowl that bounces before reaching the batter or doesn’t reach them properly.
	The umpire called a short ball because it didn’t reach the batter.

	Drive
	A strong, flat hit sending the ball quickly through the field.
	The batter hit a powerful drive between second and third base.

	Defensive
	Playing safely to avoid being caught or stumped, rather than aiming for power.
	The batter played a defensive shot to keep possession and wait for a better ball.

	Base
	One of the four posts that a batter must run around to score.
	The batter ran to third base before the fielder could stump them.

	Catch
	When a fielder catches the ball before it hits the ground to get the batter out.
	The outer fielder made a clean catch near the boundary line.

	Half-rounder
	Awarded when a batter reaches second base without being out.
	The batter scored a half-rounder after safely reaching second post.

	Obstruction
	When a fielder blocks a runner’s path without the ball.
	The umpire gave a half-rounder for obstruction by the fielder.

	Throw
	Sending the ball with the arm to another player to stop a run or get someone out.
	The fielder made a quick throw to the bowler to stump the runner. 



KS3 Cricket
	Term
	Definition
	Example in Context

	Fielding
	The act of stopping, catching, or returning the ball to limit runs or get batters out.
	The fielding team worked hard to prevent any boundaries being scored.

	Positions
	The specific areas where players stand in the field to defend or attack.
	The captain changed the fielding positions to stop the batter’s favourite shot.

	Batting
	The skill of hitting the ball with the bat to score runs.
	The player showed excellent batting technique, hitting straight drives for four runs.

	Bowling
	Delivering the ball with a straight arm towards the batter to try to get them out.
	The bowler bowled six accurate balls to complete the over.

	Barrier
	A fielding technique using the body to stop a rolling ball.
	The fielder created a barrier with his legs to prevent the ball reaching the boundary.

	Umpire
	The official who enforces the rules, makes decisions, and manages the match.
	The umpire raised his finger to signal that the batter was out.

	Scoring
	The process of earning runs or recording results in the match.
	The scorer updated the scorebook after every over.

	Wide ball
	A delivery bowled too far from the batter’s reach; one extra run is awarded.
	The umpire called a wide ball after the bowler missed the off stump line.

	No ball
	An illegal delivery, such as when the bowler’s front foot crosses the crease or the ball is too high.
	The umpire signalled a no ball after the bowler overstepped the crease.

	Runs
	The main unit of scoring in cricket, achieved by batters running or hitting boundaries.
	The batters completed two runs before the fielder threw the ball in.

	Batter
	The player using the bat to hit the ball and score runs.
	The batter played a controlled shot to defend their wicket.

	Bowler
	The player who delivers the ball to the batter with a straight arm.
	The fast bowler used pace and swing to challenge the batter.

	Wicket keeper
	The player positioned behind the stumps to catch the ball if the batter misses.
	The wicket keeper made a quick stumping to dismiss the batter.

	Stumps
	The three wooden posts that the batter defends and the bowler aims to hit.
	The bowler knocked over the stumps with a perfect yorker.

	Balls
	The six deliveries bowled by one bowler to complete an over.
	The bowler delivered six good balls to finish the over.

	Boundary
	The edge of the playing area; hitting the ball to it scores four runs (if it bounces) or six (if it clears it).
	The batter drove the ball to the boundary for four runs.

	Leg side
	The side of the batter’s body closest to the legs when in batting stance.
	The bowler aimed the delivery towards the batter’s leg side.

	Off side
	The side of the batter’s body where the bat naturally swings forward.
	The batter cut the ball through the off side for two runs.

	Spin
	A bowling technique that makes the ball turn after pitching.
	The spin bowler made the ball drift and spin past the batter’s bat.

	Leg before wicket (LBW)
	A way of getting a batter out when the ball hits their leg in line with the stumps.
	The umpire gave the batter out LBW after the ball hit the pads.

	Drive
	A strong, straight bat shot that sends the ball along the ground or through the air.
	The batter played a beautiful cover drive to the boundary.

	Defensive
	Playing safely to block the ball and avoid being out.
	The batter adopted a defensive stance to protect their wicket.

	Crease
	The marked lines on the pitch showing where the batter and bowler must stand.
	The batter made sure to keep their bat behind the crease.

	Catch
	When a fielder catches the ball before it touches the ground to get the batter out.
	The slip fielder took a sharp catch off the edge of the bat.

	Over
	A set of six balls bowled by the same bowler.
	After each over, the bowling ends switch sides.

	Slip
	A fielding position close behind the batter on the off side, used to catch edges.
	The slip fielder caught a faint edge to dismiss the batter.

	Cover
	A fielding position between point and mid-off on the off side.
	The ball was hit through the cover region for a quick single.

	Throw
	Using the arm to send the ball quickly to another fielder or the wicket keeper.
	The fielder made a fast throw to run out the batter. 



KS3 Athletics
	Term
	Definition
	Example in Context

	Athletics
	A collection of running, jumping, and throwing events that test speed, strength, and endurance.
	Athletics includes track events like sprints and field events like long jump.

	Track event
	Races performed on a running track, such as sprints, middle-distance, or long-distance.
	The 400m sprint is a one-lap track event.

	Field event
	Events that involve jumping or throwing, performed on the field area.
	The javelin and high jump are both field events.

	Sprint
	A short-distance running race completed at maximum speed.
	The athlete won gold in the 100m sprint final.

	Middle-distance
	A race over a moderate distance requiring both speed and endurance (e.g. 800m, 1500m).
	The runner paced herself carefully in the 1500m middle-distance race.

	Long-distance
	A running event over an extended distance focusing on stamina and pacing.
	The athlete maintained a steady rhythm throughout the 5000m long-distance race.

	Start
	The beginning of a race; can be crouched (sprints) or standing (longer races).
	The sprinter reacted quickly to the starting gun for a fast start.

	Finish
	The end of a race or event.
	The runner dipped forward at the finish line to win by a fraction of a second.

	Throw
	Propelling an object such as a javelin, shot, or discus.
	The competitor threw the javelin over 50 metres.

	Jump
	Propelling the body through the air using power from the legs.
	The long jumper hit the board cleanly and landed beyond 6 metres.

	Take-off
	The moment an athlete leaves the ground in a jump.
	The high jumper’s powerful take-off helped clear the bar.

	Landing
	The part of a jump where the athlete makes contact with the ground again.
	The long jumper maintained balance during the landing to avoid a foul.

	Foul
	When a rule is broken during an event, resulting in no valid attempt.
	The athlete fouled by overstepping the take-off board in long jump.

	Technique
	The correct and efficient way to perform a skill.
	Good sprinting technique includes driving the knees and swinging the arms.

	Pace
	The speed at which an athlete runs a race, often controlled for endurance.
	The runner set a steady pace during the first lap of the 800m.

	Stride
	One complete running step; the distance covered by each leg movement.
	The sprinter had a long, powerful stride down the straight.

	Reaction time
	The time taken to respond to the starting signal.
	Fast reaction time off the blocks can decide a 100m race.

	Acceleration
	The rate at which an athlete increases their speed.
	The runner showed great acceleration in the first 30 metres.

	Endurance
	The ability to maintain effort over a long period without fatigue.
	Marathon runners need exceptional endurance to maintain pace.

	Speed
	The ability to move quickly across the ground.
	The sprinter’s top speed helped secure the win.

	Power
	Strength and speed combined to create explosive movement.
	The shot putter used leg and arm power to launch the shot.

	Balance
	The ability to stay stable while moving or holding a position.
	The javelin thrower maintained balance during the release.

	Coordination
	The ability to use different body parts together smoothly.
	The hurdler needed coordination to time each jump perfectly.

	Officials
	The people who enforce the rules and ensure fair competition.
	The officials checked the athlete’s starting position before the race.

	Starter
	The official who signals the beginning of the race, usually with a gun.
	The starter held the athletes before firing the gun.

	Judge
	The official who checks performances, fouls, and records results.
	The jump judge confirmed the attempt was valid.

	Lap
	One complete circuit of the running track (usually 400m).
	The runner completed four laps to finish the 1600m race.

	Lane
	The marked path an athlete must stay in during some track events.
	The athlete was disqualified for stepping out of her lane.

	Tactics
	A planned approach to how an athlete competes to gain advantage.
	The runner’s tactic was to conserve energy before a strong final sprint.

	Warm-up
	Light exercises to prepare the body for performance.
	The athlete completed a 10-minute warm-up before sprint drills.

	Cool-down
	Gentle activity and stretching after exercise to aid recovery.
	A slow jog was part of the athlete’s cool-down routine. 




	
	
	



