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SUBJECT KNOWLEDGE ORGANISERS
Å Rules, Positions, Dimensions, Skills, Technical Points, Tactics

GCSE PE SPECIFICATIONS
Å Criteria for internally and externally assessed sports



GCSE PE SPECIFICATION INFORMATION



Non-examined Assessment (NEA)



Part 1 (Skills) & Part 2 (Full Context)



Team Activities



Individual Activities



Activities Criteria



INTERNALLY ASSESSED SPORTS
Key Technical Points, Rules and Regulations, Dimensions

GCSE Specifications



Subject Knowledge Organiser
Association Football ςRules, Player Positions & Pitch Dimensions

Rules
ÇA seniorfootball matchconsistsof two 45-minute halvesandmusthavea

15-minutebreakin the middle.
ÇA team can start with a maximum of 11 players,of which one is the

designatedgoalkeeper.
ÇTo continue a match,a team must havea minimum of 7 playerson the

field.
ÇA team is able to make substitutionsat any time of the match and are

ableto makea maximumof three changes.
ÇA competitive gamemust be officiated by a referee and two assistant

referees,alsoknownaslinesmen.
ÇThewholeballmustcrossthe goalline for it to constitutea goal.
ÇA refereemayawarda foul if they believean unfair act is committedby a

player. A foul contravenesthe laws of the gameand can be given for a
rangeof offences(for example,kickingthe player,pushing,handballetc).
ÇFouls are punished by the award of a free kick (direct or indirect,

dependingon the offence)or penalty kick to the opposingteam if it is
committedin the penaltybox.
ÇIn casesof foul play,a refereecanpenaliseplayerswith either a yellowor

red card. Ayellowcardgivesa playera warningabout their conductanda
red cardrequiresthem to leavethe pitch.
ÇIn the event that a player receivestwo yellow cards, the referee will

automaticallyshowa red card.
ÇA throw-in is awardedto a team if the oppositionkicksthe ball over the

side-lines.
ÇAcornerkickisawardedto a teamif the oppositionkicksthe balloverthe

goalline andeither sideof the goalposts.
ÇA playerisdeemedoffsideif they are in front of the lastdefenderwhena

teammatepassesthe ball throughto them.

Player Positions

Pitch Dimensions



Subject Knowledge Organiser
Association Football ςShort/Long Pass, Control, Block Tackle, Throw In & Heading

Shortpass
A short sidefoot passenablesa teamto quicklypassa ballandhelpmaintainpossession. It isused
for accuracy.
Ç Moveparallelto the ballandplaceyournon-kickingfoot to the sideof the ball.
Ç Keepyoureyeon the balluntil youhaveit underyourcontrol.
Ç Lookup to seewhere is the bestplaceto passit.
Ç Onselectionof yourpass,maintaina strongbodyposition.
Ç Swingyourkickingfoot throughandstrikethe ballwith the insideof your foot.
Ç Aimto hit the middleof the ball to ensureit stayscloseto the ground.
Ç Keeplookingat your target.
Ç Followyourkickinglegthroughtowardsthe intendedtarget.
Ç Thespeedof the kickinglegwill direct how hardyoukickthe ball.

Long pass
A long pass is an attacking skill that allows players to switch the direction of the attack very quickly 
to create space, find a teammate or to catch out the opposition.
Ç Move parallel to the ball and place your non-kicking foot to the side of the ball.
Ç Keep your eye on the ball until you have it under your control.
Ç Look up to see where is the best place to pass the ball.
Ç On selection of your pass, maintain a strong body position.
Ç Explosively bring your kicking foot through and strike the ball with laces of your football boot.
Ç Aim to hit the middle of the ball to ensure it stays close to the ground or the lower half of the 

ball if you want to lift it over opposition players.
Ç Keep looking at your target.
Ç Follow your kicking leg through towards the intended target and your body over the ball.
Ç The speed of the kicking leg will direct how hard you kick the ball.

Control
Good control of the football is an essential skill to maintain possession of the ball from the 
opposition and, if done accurately, gives the player more time to make the correct next decision.
Ç Keep your eye on the ball at all times.
Ç On contact with the ball, withdraw the foot slightly to take the momentum out of the ball (this 

is known as "cushioning").
Ç Aim to contact the middle of the ball to ensure that it stays close to the ground and does not 

bounce up.
Ç Once under control, move the ball out of your feet to allow the next decision to be made.

Block tackle
The block tackle is an essential skill for winning the ball back in football. It is mainly 
used when confronting an opponent head on and it is important to complete it with 
good timing and technique to prevent injury or fouls.
Ç Close down your opponent quickly but do not rush uncontrolled at them.
Ç Try to reduce any space around you and monitor for passing options.
Ç Stay on the balls of your feet, arms slightly out to jockey your opponent.
Ç Keep your eye on the ball and wait for a clear view of the ball.
Ç When you can see most of the ball, transfer your weight from your back to front 

foot and move the inside of your foot towards the ball.
Ç Maintain a strong body position.

Throw-in
The throw-in is the legal way to restart the game if the ball has gone out of play 
from either of the side-lines.
Ç Hold the ball with both hands and ensure that the thumbs are behind the ball 

and fingers are spread.
Ç Hold the ball behind the head with relaxed arms and elbows bent.
Ç Keep your feet shoulder-width apart.
Ç Face your target.
Ç Lean back with both feet in contact with the ground.
Ç Slightly bend your knees and arch your head, neck, shoulders and trunk.
Ç When ready, propel yourself forward and release the ball just as it passes your 

head.
Ç Once the ball is released, bring your strongest leg forward and out in front of 

you for balance.

Heading
The header can be an attacking or defensive skill and is used to try and win the 
ball when it is in the air.
Ç Keep your eyes on the ball.
Ç Use your forehead to make contact with the bottom of the ball for a defensive 

header or the top of the ball for an attacking header.
Ç For a defensive header it is importing to get good height and distance but for 

an attacking header you need power and accuracy.
Ç You can also use flick headers to pass to a team mate.



Association Football: Core Skills / Techniques



Association Football: Skills & Full Context



Subject Knowledge Organiser
Athletics ςCompetition, Scoring & Officials

Competition
Athleticsis a collectionof sportingeventsthat consistof the three major areas
of running, jumping and throwing. The running events include sprints, middle
and long-distanceeventsand hurdling. Jumpingevents include the long jump,
high jump, triple jump and pole vault, while the throwing events include the
discus throw, hammer throw, javelin throw and shot put. There are also
combinedevents,suchas the decathlonfor men, which consistsof ten events,
andthe heptathlonfor women,whichconsistsof sevenevents.

Shownbelowisa typicalcompetitionareafor athletics.

Officials
An athletics competition requires a wide range of officials. These
include:

StarterςStartsall trackevents.
Starter's marshalsςLineup competitors in correct order ready for
starting.
TimekeepersςProvideofficial timesfor all trackcompetitors.
PlacejudgesςEnsurethe correctorderof positionsaregiven.
Fieldevent judgesςMeasure,recordand let athletesknow when it
issafeto compete.
RelayjudgesςMakesurerunnersat change-oversare in the correct
laneandwithin the change-overbox.

Scoring
Successin athletics is judged on times and distancesrather than
pointsor goals.

Track eventsςTheseraces are started with an electronic pistol
which is only soundedagainon a false start. In racesthat are very
close,officialsusea digital line-scancameraacrossthe finish line to
givethem a photo finishpicture. Theclockstopswhenanathletehas
passedthroughthe finishline.
JumpingeventsςTheseeventsare measuredfrom the front edgeof
the take-off board to the first markmadein the sandby the athlete.
The distance is always measured to the nearest centimetre and
athleteswill alwaysbegivena minimumof three jumps.
Throwing eventsςTheseeventsare measuredfrom the front edge
of the throwing line to the first mark made in the ground by the
implement. The distance is always measured to the nearest
centimetre and athletes will alwaysbe given a minimum of three
attempts.



Subject Knowledge Organiser
Athletics ςTrack, Jump & Throw

Shotput
Thisthrowing event requiresathletesto throw a
heavymetalball calleda shotasfar aspossible.

Stageone
Hold the shot at the bottom and place the
thumb and little finger each side of the shot.
Placethe shot under the chin and touching the
neck. Keepthe throwing arm elbowhighandthe
arm parallel to the floor. Standon the balls of
your feet with your kneesbent andnon-throwing
shoulderpointingtowardsthe throwingarea.

Stagetwo
Leanbackwardsand place your weight on the
backfoot. Transferthe weight from the backleg
to the front leg. Explodeupwards,bring the hips
around and forwards to face throwing area.
Extend the throwing arm up quickly and
powerfully. Finishwith chestandheadup.

Highjump
This jumping event requires athletes to jump
overthe barusingthe FosburyFloptechnique.

Stageone
Start8-10 stridesawayfrom the barrier. Runin a
curve with controlled speed. Lean your torso
into the curve,the oppositeside to the barrier.
Keepyourshoulderashighaspossible.

Stagetwo
You are ready to jump at approximately one
metre past the first post and an arm's length
awayfrom the mat. At this point, plant the take-
off foot down. At the sametime, driveyour lead
legandarmsupwardsandshouldershigh.

Stagethree
In the air, keep driving upwardsand bring your
lead knee across the body to get shoulders
parallel with the bar. Bring the arms forwards
and back into the body. As your hips crossthe
barrier, flick your feet upwards and high over
the barrier. Maintainbalanceandlandsafely.

Sprint
Thistrackevent isa short runningrace. Thereare
generallythree different sprint distances: 100m,
200m, and400m.

Drivephase
The drive is where you are looking to cover as
much ground as possible through each stride,
pushingwith the leg that is in contact with the
ground and driving the free leg through. In this
phasethe headmust follow the body.

Transitionphase
Thistransition phaseis when you smoothlyand
graduallycome upright into your stride. This is
when you start move at a slightly faster tempo
andbeginto reachtop speed.

Flyphase
Thefly phaseis whenyouare fully upright andat
top speed. The key to maintainingas much top
end speedas possibleis a relaxed upper body
anda quickfoot contactandtempo.

https://www.youtube.com/watch?v=fER5EJy3utE
https://www.bbc.co.uk/bitesize/guides/zp44wxs/revision/2
https://www.bbc.co.uk/bitesize/guides/zp44wxs/revision/5

