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A 
big “hello” from all of your new teachers at Caedmon College. This booklet on subject-

specific vocabulary is for you to look over before joining us in September. Your new 

teachers have selected some words and definitions for you to study before you begin 

Year 7. These words will be the important vocabulary in your first term here which is 

why we thought we would share them with you now to help you make a flying start! 

Don’t worry if you can’t spell them correctly all of the time, or remember the definitions, just do 

your best and enjoy taking a read with your friends or family. I’m sure there will be lots of words 

and definitions that you will already know. We have also included a page on the Google Suite 

which covers the Google apps that we use at CCW.  

Your new teachers are looking forward to getting to know you, and will see you very soon!  

 

PERSONAL LOG BOOK  

In September you will receive your own Personal Log Book. This 

should be taken good care of and brought to school each day. 

It is the place where you will find your timetable, make a plan of the 

week ahead, log your homework and keep track of what you have to do 

and by when. You will also use the Personal Log Book to record your 

attendance and record your reading, amongst other things. 

 

EQUIPMENT LIST  

Here are the basic items that you should bring to school in your school 

bag each day.  

 Personal Log Book 

 Black pen 

 Green pen 

 Pencil 

 Ruler 

 Sharpener 

 Rubber 

 Crayons 

 Highlighter 

 Calculator (the correct scientific calculator can be purchased from the school office in 

September) 

 PE kit / Cooking ingredients (when timetabled) 

 Water bottle 

Introduction 



H ere is some starter vocabulary for The 

Hunger Games as this is what we will be 

studying in English in September.  

 

 Occasional - happening or done 

sometimes but not often. 

 Successful - achieving your aims or what 

was intended. 

 Discussing - to talk about something with 

somebody, especially in order to decide 

something. 

 Business - important matters that need to 

be dealt with or discussed. 

 Attendance - the act of being present at a 

place. 

 Temporary - lasting or intended to last or 

be used only for a short time; not 

permanent. 

 Rebellion - opposition to authority; being 

unwilling to obey rules. 

 Applause - the noise made by a group of 

people clapping 

to show their 

approval. 

 Entertainment - 

the action of 

providing or 

being provided 

with amusement 

or enjoyment. 

 Volunteer - A 

person who performs or offers to perform a 

service voluntarily. 

 Upsetting - making you feel unhappy, 

anxious or annoyed. 

 Community - the people who live in a 

particular area, country, etc. when talked 

about as a group. 

 Forbidden - not allowed; banned. 

 Disappeared - cease to be visible. 

 Enormous - very large in size, quantity, or 

extent. 

English 



T he first half term is spent introducing 

Algebraic concepts. The following words 

are not Algebra specific but will be very useful 

in embedding learning.  

 Sum - addition of values. 

 Difference - subtraction of values. 

 Term - a value in a sequence (for example 

terms in the 5 times table). 

 Inverse - reverse operation (for example 

multiply is the inverse of divide). 

 Evaluate - find the value of. 

 Simplify - write in a simpler format without 

changing the value. 

 

 

 

The second half term focuses on Number 

strength.  

 Digit - a symbol used to show a number. 

 Place value - the value of a digit depending 

on it’s position. 

 Integer - a (positive or negative) whole 

number value. 

 Interval - the value between two numbers/

values. 

 Round - change to a close but more 

convenient value. 

 Fact family - related number facts 

containing identical numbers. 

 Bar model - a picture representation of a 

calculation. 

Maths 



I n Year 7 science we introduce students to 

the scientific method, in particular 

conducting safe investigations. We want you to 

enjoy science and you will learn to plan and 

carry out investigations and then analyse the 

results. The rest of the year sees Year 7 

students studying units in biology, chemistry 

and physics. To make a flying start in science, 

it would be really good if you could learn the 

names of these pieces of equipment and 

hazard symbols - also see if you can spell 

them correctly! 

Science 

beaker conical flask measuring 

cylinder 
test tube Bunsen burner 

tripod 

 

thermometer funnel Heatproof mat gauze 

flammable 

 

corrosive 

 

explosive 

 

toxic 

 

harmful 

 

 Beaker - a glass cup with straight sides and 

a lip, used for measuring liquids. 

 Conical flask - a cone-shaped flask with a 

flat round bottom and a cylindrical neck. 

 Measuring cylinder - a common piece of 

laboratory equipment used to measure the 

volume of a liquid. 

 

 Test tube - A common piece of laboratory 

glassware consisting of a finger-like length of 

glass tubing, open at the top and closed at 

the bottom. 

 Bunsen burner - named after Robert 

Bunsen, a common piece of laboratory 

equipment that produces a single open gas 

flame. 



 

 Tripod - a three-legged platform used to 

support flasks and beakers. 

 Thermometer - a device that measures 

temperature. 

 Funnel - a tube or pipe that is wide at the 

top and narrow at the bottom, used for 

guiding liquid into a small opening. 

 Heatproof mat - a piece of apparatus 

commonly used to prevent damage to a 

work surface. 

 Gauze -  a type of very fine, woven wire 

that looks like netting, used to support a 

beaker during heating. 

 Flammable - easily set on fire. 

 Corrosive - capable of destroying solid 

materials. 

 Explosive - a reactive substance that 

contains a great amount of potential energy 

that can produce an explosion. 

 Toxic - containing or being poisonous 

material. 

 Harmful - causing or likely to cause harm. 



D uolingo is always a great app for making a good start to German and/or French. Sign up for a 

free account and try and go on it every day! 

Obviously, we are going to learn lots of vocabulary in Years 7-11 at Caedmon College Whitby, but 

here is some starter vocabulary for French and German: 

 

FRENCH 
 

Les instructions de classe 

GERMAN  

 

Modern Foreign Languages 

    La professeur      Les élèves 

Écoutez 
Répétez 
Asseyez vous 
Levez-vous 
Levez la main 
Silence! 
Attention! 
Rangez vos affaires 
  

Listen 
Repeat 
Sit down 
Stand up 
Put up your hand 
Silence! 
Be careful! 
Tidy up your things 

J’ai fini 
Je ne comprends 
pas 
Je peux aller aux 
toilettes? 
Voila! 
Merci! 
S’il vous plaît 
Oui Madame 
Bonjour Madame 
Au revoir Madame 

I’ve finished 
I don’t understand 
 
Can I go to the toilet? 
  
There you go! 
Thank you! 
Please 
Yes, Miss 
Hello Miss 
Goodbye Miss 

Lesen  
Schreiben  
Hoeren  
Sprechen  
Partnerarbeit  
Guten Morgen  
 
Guten Tag  
 
Hallo  
Auf Wiedersehen  

Reading 
Writing 
Listening 
Speaking 
Partner work 
Good Morning 
(formal) 
Good Day/hello 
(formal) 
Hello/hi (informal) 
Goodbye (formal) 

Tschuess  
Bitte 
 
 
Danke 
Vielen Dank 
 
Words of different 
genders:  

Bye (informal) 
Please.  This word 
also means "you're 
welcome". 
Thank you 
Thank you very 
much/many thanks 
Masculine, Feminine 
and Neuter 
Singular and plural  



HISTORY  

 Chronology - the arrangement of dates 

and events into the correct order eg 

chronologically the Romans came before 

the Medieval era.  

 Source - an item that we can learn 

something about the past from e.g this 

picture is from the time and is a good 

source to learn about the time.  

 Interpretation - a view about the past 

based on what has been learned eg my 

interpretation of the Romans is that they 

were a clever group of people.  

 Medieval - a period in history from about 

1066 to 1485 eg the medieval period was 

very exciting 

 Monarchy -  type of government where 

there is a king or queen in charge e.g 

England has a monarchy 

 Cause - something that results in an action 

or has an effect eg the Black Death was a 

cause of lots of change in England 

 Effect - the outcome of a cause or change 

eg the effect of the Black Death meant 

peasants were more importance 

 Continuity - when something has not 

changed over time  eg schools are a sign of 

continuity as they have been around for a 

long time and very little has changed about 

them.  

 Change - when something is different to 

what has been before eg during the 

pandemic schools had to change lots.  

 Era - a word used to describe a period in 

history that might last a very long time eg 

Roman Era 

 Decade - a period of time that covers 10 

years, or nearly your whole life so far!  

 Century - a period of time that covers 100 

years, or nearly as long as Mrs Wood’s life. 

 

GEOGRAPHY 

 Latitude - to find out how far north or south 

a place is, lines of latitude are used. These 

lines run parallel to the Equator. 

 Longitude - to find out how far east or west 

a place is, lines of longitude are used. 

These lines run from the top of the Earth to 

the bottom. 

 Human Geography - the study of the 

interaction between human beings and their 

environment. 

 Physical Geography - the study of our 

planet and its systems. 

 Climate - the weather conditions prevailing 

in an area in general or over a long period 

 Settlement - a place where people 

establish a community. 

 Relief - a location’s relief is the difference 

between its highest and lowest elevations. 

 Weather - the state of the atmosphere at a 

particular place and time. 

 Precipitation - meteorol rain, snow, sleet, 

dew, etc, formed by condensation of water 

vapour in the atmosphere. 

 Meanders - As the river erodes laterally, to 

the right side then the left side, it forms 

large bends, and then horseshoe-like loops 

called meanders. 

Humanities 



The Formal Elements of Art 
 

 Line - lines are used by artists and 
designers to describe objects, add detail or 
create expression. Lines define an artwork 
and reveal the artist’s techniques. 

 Tone - tone means 
how light or dark 
something is. The 
tones artists and 
designers use and the 
contrast between them 
can create very 
different moods and 
visual effects. 

 Texture - texture means how something 
feels. There are two types of texture: actual 
texture and visual texture. In all art and 
design, the appearance of texture is an 
important visual element. In design, texture 
can also play a part in a product’s function. 

 Shape - shapes are two-dimensional. 
Positive shapes represent solid objects and 
negative shapes show the surrounding 
space. Geometric shapes are perfect and 

regular. Organic shapes are irregular and 
natural. 

 Pattern - a pattern 
is a design in which 
lines, shapes, 
forms or colours 
are repeated. The 
part that is 
repeated is called a motif. Patterns can be 
regular or irregular. 

 Form - form refers 
to three-dimensional 
objects. While 
shapes have two 
dimensions (height 
and width), forms 
have three dimensions (height, width and 
depth). 

 Colour - choices of 
colour and the 
relationships 
between colours 
have a huge 
influence on how a 
piece or art or design looks and feels and 
the emotions it provokes. 

 Space - three-
dimensional work 
creates real space. 
Two-dimensional 
works can create 
implied space using 
artistic technique. Objects take up positive 
space, while negative space is the empty 
space around them. 

Art and Design 

Visual texture                    Actual texture 

Organic                              Geometric 



Music 

 Bars - a segment of time corresponding to 

a specific number of beats. 

 Beat/Pulse - a basic unit of time marking 

out the speed at which the music is played 

 Brass family - the instrument family that 

consists of Trumpet, Cornet, Flugelhorn, 

French Horn, Eb Horn, Baritone, 

Euphonium, Trombone, Bass Trombone 

and Tuba. 

 Call and response - two distinct phrases, 

where the second phrase is heard as a 

direct response to the first. 

 Clef - a symbol found at the beginning of a 

line of music to show how high or low the 

notes are. 

 Duet - a piece played or sung by two 

performers. 

 Dynamics - Volume: 

 very soft (pianissimo) (pp) 

 soft (piano) (p ) 

 moderately soft (mezzo-piano) (mp) 

 moderately loud (mezzo-forte) (mf) 

 loud (forte) (f ) 

 very loud (fortissimo) (ff) 

 Ensemble - a group of players of any size 

and instrumental mix. 

 Orchestra - an ensemble of instruments, 

usually combining string, woodwind, brass 

and percussion. 

 Percussion family - the instrument family 

that consists of untuned (eg snare drum) 

and tuned (eg xylophone) percussion 

instruments, ie instruments that make a 

sound or note when struck with a mallet, 

beater or stick. 

 Pitch - how high or low a note is. 

 String family - the instrument family that 

consists of violin, viola, cello, double bass 

and guitar. 

 Structure - how a piece is organised. 

 Treble clef - this sign is placed on the 

stave at the start of a piece of music. It lets 

the performer know that the note values on 

the lines and in the spaces 60 can be 

played by instruments such as violin, flute, 

clarinet, recorder, oboe, trumpet, piano 

(right hand), and soprano and alto singers. 

 Unison - playing or singing the same notes 

together, at the same pitch. 

 Woodwind family - the instrument family 

that includes flute, clarinet, recorder, oboe, 

bassoon and saxophone. 

 Note values  



W e hope you are looking forward to your 

Drama lessons. Here are some key 

words and drama strategies used in our 

lessons.  

 

 Freeze Frames/Still Images/Tableaux - 

groups devise an image (a frozen picture) 

to capture a moment. Teacher or student 

can act as a sculptor. An ideal way to 

highlight a key moment… 

 Hot Seating - a group has an opportunity to 

question or interview a person in role/

character. It helps students gain an insight 

into characters and highlights motivations 

and personality. It also encourages 

vocabulary skills as they have to ask 

questions specific to the information they 

want to find out.  

 Role on the Wall - an outline on a person 

drawn onto a large piece of paper and 

students are asked to think of words that 

describe a specific character. Words that 

describe appearance to be written around 

the outside and words that describe how a 

character is feeling to be written on the 

inside.  

 Thought Tracking - this reveals publicly 

the thoughts/reactions of characters in role 

at specific moments. Works well when 

using in a freeze frame, participants could 

be ‘tapped for thoughts’ to what they are 

thinking at the time. 

 Props and Costume - props and costume 

help students participate in a story. A prop 

can be used as a starting point for creating 

stories or can be important to an actor and 

their story. Costume can be used to 

symbolise or help create a character. 

 Body Propping/Physical Theatre - 

students create the environment with their 

bodies. They can become the door 

someone walks through, the car that 

someone drives, the window someone 

looks out of. It’s a very creative and 

physical way of representing the set. It can 

also be used to highlight emotions, using 

exaggerated expressions and gestures. 

 Improvisation - improvisation is making 

and creating (acting, singing, talking and 

reacting) in the moment and in response to 

a stimulus, it is ‘made up’ action and can 

lead on to scripted work or the exploration 

of an idea.  

 Teacher in Role - the teacher manages the 

drama by adopting a suitable role in order 

to excite interest, control the action, invite 

involvement, provoke tension, challenge 

superficial thinking, create choices, develop 

the narrative or create opportunities for 

students to interact in role. 

 Slow Motion - the piece of drama is slowed 

down to create focus, atmosphere, 

symbolism or control. Great for ‘fight’ 

scenes and ‘chases’. 

 Marking the Moment - this strategy is an 

excellent method of reflection on drama 

work. Students re-call a place or moment 

when drama was significant to them, in the 

drama itself students can find ways to 

highlight that moment.  

 Sound Tracking/Collage - using sounds 

and effects to create an atmosphere and to 

Drama 



create tension in drama. Voices or music 

could be used to create a specific mood.  

 Mantle of the Expert - the group becomes 

characters with specialist knowledge that is 

relevant to situation (historians, social 

workers, mountain climbers). 

 Mime - this activity emphasises movement, 

actions and physical responses rather than 

dialogue or thoughts. It helps students ‘over

-act’ to make their movements very specific 

and detailed to show others what they are 

doing.  

 Diaries, Journals and Letters - these can 

be used at the beginning of the drama to 

give information or create tension. They can 

also be used during drama to develop a 

character, by writing in role.  

 Spotlighting/Listening In - each group is 

ready to perform at the same time and the 

teacher is able to dip in and out of each 

performance by ‘listening in’. The teacher 

brings the life to work with a gesture and 

freezes it before moving on to ‘spotlight’ the 

next group.  

 Rehearsal - practising an idea in a physical 

way, we call this ‘putting work on its feet’ 

and students are asked to run through their 

work, until they think it is the best it can be 

and is ready to be shared.  

 Respect, Focus and Attention - key 

elements to all lessons… when we watch 

work we respect our peers, we have good 

focus when we work or watch work and we 

give each other our full attention during 

lessons.  

 We want you to come along to lessons with 

a willingness to take part… to give it a go… 

we can help you grow your confidence, 

make friends and learn skills which will stay 

with you for life. Such as problem solving, 

planning and realising an idea and sharing 

your work and ideas with others. 

 



W e hope you are looking forward to your 

PE lessons. You will have two lessons 

of PE each week. You will participate in a 

whole host of activities and learn about the 

importance of health and fitness, not just for 

sport, but for everyday life.  

 

 Fitness component - a way of identifying a 

certain part of a person's fitness. 

 Cardio-vascular - relating to the heart and 

blood vessels. 

 Aerobic endurance - the ability of the 

cardiorespiratory system to supply nutrients 

and oxygen to working muscles. 

 Strength - the maximum force that a 

muscle can produce. Measured in 

kilograms (kg). 

 

 Speed - how long it takes to travel a certain 

distance. Measured in metres per second 

(m/s). 

 Flexibility - the ability to move all joints 

through their complete range of movement. 

 Muscular endurance - The ability of the 

muscular system to make repeated 

contractions against a light to moderate 

load. 

 Agility - the ability to change direction 

quickly, precisely and under control. 

 Static balance - when little of no 

movement takes place during the balance. 

 Dynamic balance - when movement takes 

place during the balance. 

 Coordination - the ability to move two or 

more parts of the body at the same time 

efficiently and smoothly.  

Physical Education 



 Reaction-time - the time it takes to 

respond to a stimulus. 

 Power - the ability to combine strength with 

speed.  

 Position - the place where someone is 

located or has been put to play in the 

activity or sport. 

 Formation - an act of giving form or shape 

to something e.g. Formations are the way a 

team lines up its defense, midfield, and 

forward line at the beginning of the match. 

 Attack - to make a play offensively with the 

objective of scoring points or goals. 

 Defence - the action of preventing an 

opponent from scoring points of goals. 

 Transition - the process of recognising and 

responding in the first few seconds after 

losing or regaining possession. 

 Skill - a skill is a component of the sport 

that often requires practice to become 

proficient at it.  

 Technique - the way in which you perform 

a particular skill. Techniques are often 

adapted to meet the demands of a 

changing situation. 

 Tactic - the decisions and actions of 

players and performers used to gain 

advantage in the game or competition.  

 



 Abstraction - in computer science the term 

abstraction refers to hiding the complexity 

of tasks to suit the understanding of the 

user. For example, for you to use a 

calculator you only have to press buttons in 

order to receive the correct answer, 

however the person that built the calculator 

understands how it works underneath. 

 Algorithm - an algorithm is a set of 

instructions that we complete in order to 

achieve a task. You could write an 

algorithm to complete mundane tasks such 

as making a cup of tea or to complete 

complex tasks such as calculating the odds 

that a team will win a football match. In 

computing an algorithm refers to the set of 

instructions that a computer follows in the 

order in which they are given. 

 Binary - binary is the language computers 

use. It is a series of 1s and 0s and is also 

used in mathematics. 

 Coding - coding is putting information and 

commands into a program, making it 

possible for you to create software, apps 

and websites. 

 Communication technology - equipment 

that we use to communicate with, such as a 

mobile phone or tablet. 

 Compile - when we program, we use 

human words in our codes and programs. 

However the computer doesn’t understand 

human words, so we have to compile the 

program – using a compiler – which 

converts the human words into binary. 

 Computational logic/thinking - 

computational logic is a term that describes 

the decision-making progress used in 

programming and writing algorithms. 

 Data - data is Information. 

 Debug - debugging is checking the code in 

a computer program to ensure it works, and 

changing it if it doesn’t. When writing a 

computer program things will often go 

wrong. When writing a program you have to 

test and debug your program to ensure that 

it produces correct results. 

 Decomposition - decomposition is the 

process by which a large, difficult problem 

can be broken down into a series of 

smaller, simpler problems, thus making the 

overall problem easier to solve. 

 Hardware - hardware is the physical part of 

a computer, which uses electrical signals to 

complete the calculations needed to make 

software run. Examples of hardware are the 

computer circuit board, memory, processor 

and/or other equipment related to a 

computer, such as printers, monitors and 

keyboards. 

 Information technology - a term used for 

all computer-related technology. 

 Input - information that goes into the 

computer. 

 Internet - a network of computers linked all 

over the world. 

 Logic - when making any decision a certain 

amount of logic is involved; for example, 

when deciding what to wear in the morning, 

you make a logical decision based on the 

season, weather and any number of other 

factors. Computational logic is used to allow 

a program to decide what to do and when. 

Computer Science & ICT 



For example you may write code that says: 

“When the user clicks this button, perform 

this calculation.” 

 Network - computers linked within a 

building or area. 

 Output - nformation that comes out of the 

computer. 

 Procedure or function - a procedure/

function is used in programming to break a 

complex task down into simple steps or 

sections. 

 Program - a computer program is a 

collection of instructions or algorithms 

designed to simplify processes, whether 

that be writing a Word document or 

connecting to a website. A computer 

program is written using a programming 

language, which allows a computer scientist 

to teach a computer how to achieve a 

result. Examples of programming 

languages are Scratch, Java, Python, C++ 

and Ruby. 

 Programming language - computers are 

very good at completing lots of 

mathematical functions in a short space of 

time, however they don’t have the ability to 

think for themselves. Programming 

languages bridge this gap and allow us to 

teach a computer how to do things. 

 Repetition - sometimes called iteration, 

when part of a program repeats itself. For 

example, in animation you may repeat the 

movements of a character to make it look 

like it’s moving along. 

 Selection - when you choose part of 

something. For example, when you copy 

and paste text, the passage that you 

highlight to copy is called the selection. 

 Sequence - when doing anything in life it is 

important to complete things in the correct 

order; you wouldn’t pour water into a teacup 

before you had boiled the kettle, for 

example! In a program we have to control 

what happens and when in order to 

produce correct results. A sequence helps 

us to ensure that things happen in the 

correct order. 

 Software - software is created using a 

programming language and is the non-

physical part of a computer. Software can 

be written once and sold multiple times, for 

instance Microsoft doesn’t have to rebuild 

Microsoft Word every time they have a new 

customer, they just make a copy of the files 

they already have. 

 System (Operating System) - the 

Operating System sits between the 

software and hardware and acts as a 

translator. It tells the hardware when to run 

calculations and passes the answers back 

to the software so that it can decide what 

calculations to run next. 

 Variable - a variable is a piece of 

information in a program that we want to 

store, but is able to change. We can 

compare it to a box in which we put 

information. This information could be a 

number, and during the program we might 

change the initial number (for example as 

part of the scoring system in a game). 

 World Wide Web - This is like the 

Operating System for the internet. We use 

the web to help us communicate with and 

over the internet. 

 



 Aeration - incorporating air 
into a mixture. 

 Food poisoning - illness 
caused by bacteria or other 
toxins in food, typically with 
vomiting and diarrhoea.  

 Coagulation - the irreversible 
denaturation of protein 
molecules to thicken and set. 

Food intolerance - is difficulty 
digesting certain foods and 
having an unpleasant physical 
reaction to them. It causes 
symptoms, such as bloating and 
tummy pain, which usually 
happen a few hours after eating 
the food. 

 

 Gelatinisation - the process 
of thickening which takes 
place when a mixture of starch 
and liquid is heated 

 Macronutrients - are the 
nutrients we need in larger 
quantities that provide us with 
energy: these are fat, protein 
and carbohydrate. 

 Food allergy - is an immune 
system reaction that occurs soon 
after eating a certain food. Even 
a tiny amount of the allergy-
causing food can trigger signs 
and symptoms such as digestive 
problems, hives or swollen 
airways 

 Micronutrients - are vitamins 
and minerals, and are equally 
important but consumed in 
very small amounts. 

 Hazard - A food safety hazard 
is defined as any biological, 
chemical, or physical property 
that may cause a food to be 
unsafe for human 
consumption. 

 Nutritional analysis - is the 
process of determining the 
nutritional content of food. It is 
a vital part of analytical 
chemistry that provides 
information about the chemical 
composition, processing, 
quality control and 
contamination of food. It 
ensures compliance with trade 
and food laws. 

 Nutrients - are substances 
that provide nourishment 
essential for the maintenance 
of life and for growth. e.g. “fish 
is a source of many important 
nutrients, including protein, 
vitamins, and minerals”. 

DT Food 



 

 Bacteria - also called germs, 
are microscopic organisms not 
visible with the naked eye, 
including some that can cause 
disease. 

 Cross contamination - the 
process by which bacteria or 
other microorganisms are 
unintentionally transferred from 
one substance or object to 
another, with harmful effects. 

 Organoleptic - being, 
affecting, or relating to 
qualities (such as taste, 
colour, odour, and feel) of a 
substance (such as a food or 
drug) that stimulate the sense 
organs organoleptic research.  

 Temperature danger zone - is 
between 5 centigrade and 63 
centigrade. This is where 
bacteria will find the most 
appropriate conditions to 
multiply and that is what we are 
trying to avoid. 



H ere is a list of tools and safety equipment 

that you will use in DT Product Design. 

  

 Apron - a protective garment worn over the 

front of clothes and tied at the back. 

 Safety Glasses - toughened glasses or 

goggles for protecting the eyes. 

 Ruler - ruler, sometimes called a rule or line 

gauge, is a device used to measure 

distances or draw straight lines. 

 Pencil - an instrument for writing or 

drawing, consisting of a thin stick of 

graphite or a similar substance. 

 MDF - Medium-density fibreboard is an 

engineered wood product made by 

breaking down hardwood or softwood 

residuals into wood fibre then glued 

together with wax or resin. 

 Acrylic - A transparent strong plastic 

material 

 CAD - Computer-Aided Design. 

 CAM - Computer-Aided Manufacturing. 

 2D Design - the creation of flat or two-

dimensional images. 

 Laser Cutter - Laser cutting is a process 

that uses a laser to cut different materials 

resulting in a cut edge. 

 Design Ideas -  the process of envisioning 

and planning the creation of objects. 

 Softwood - Softwood refers to wood that 

has been cut from a coniferous or an 

evergreen tree. Softwoods are frequently 

used as building materials. 

 Sandpaper - paper with sand or another 

abrasive stuck to it, used for smoothing or 

polishing woodwork or other surfaces. 

DT Product Design 

 Try Square - a woodworking tool 

used for marking and checking 90° 

angles on pieces of wood. 

 Coping Saw - a very narrow blade 

stretched across a D-shaped 

frame, used for cutting curves in 

wood. 

 Tenon Saw - a small saw with a 

strong brass or steel back for 

precise work. 

 Pillar Drill - A pillar drill is a free 

standing machine that uses a motor 

to rotate a drill bit. 

 File - a tool used to remove fine 

amounts of material from a work 

piece. 

Vice - apparatus used to secure  

an object to allow work to be  

performed on it. 

 Bench Hook - a workbench 

appliance used in woodworking to  

       hold a work piece in place  

        while crosscutting with a hand   

        saw. 

 G-Clamp - clamp device typically 

used to hold a wood or metal work 

piece. 



A t CCW all students have a Google 
account. Your parents/carers will have 

received an email recently with your own 
unique username and password for your 
Google account. If you don’t think they have 
received this then please ask them to contact 
us at post@ccwhitby.org or phone 01947 
602406 option 3 which will put them through to 
a member of the ICT team. Once into your 
Google account you will have access to a 

range of Google applications. The ones that 
you will use most often at school are Google 
Drive, Google Classroom, Google Docs, 
Google Slides and when necessary, Gmail. 
You may already have experience of using 
Google applications but if not, do not worry, 
they are designed in a way that makes them 
user-friendly and simple to use. Below is a 
basic overview of the main applications that 
you will use in Year 7.  

The Google Suite 

 

Drive 
This is the place where your work will be saved and stored. 
You will make folders for each of your subjects 
It’s important to keep your Drive organised so you can locate your work easily. 

 

Classroom 
Each subject has its own Google Classroom. Your new teachers will invite you to join 
their Classrooms in September. 
They may choose to post work in the Classroom for you to complete. This could be 
lesson work or homework. 
They may also post a question for discussion, or post important reminders. 

 

Gmail 
This is your email account. 
You may receive emails with information on, such as, timings of events and fixtures 
from the PE department, or upcoming events from the Student Leadership Team. 
It’s important to use your Gmail account safely and sensibly. 

 

Docs 
Google’s answer to a Microsoft Word document. 
You may use docs if you are typing up an extended piece of writing in English or 
completing your science experiment write up. You may also use it to design a poster 
for a cake sale! 

 

Slides 
Google’s answer to a Microsoft PowerPoint document. 
Some of your teachers will use Google slides when presenting in lessons. 
You may use Google slides when doing topic work in history or geography. 
It’s great to use when presenting on a topic you have researched to your class. 



We have created a Google Classroom for Year 

7 students called Year 6 Transition 2022. You 

have been invited to join this classroom and 

therefore just need to click ‘Join’. The class 

code to join is 7rhl22j in case you have issues 

joining.  

 

 

 

 

 

On the classroom you will find a copy of this 

‘Make a Flying Start’ booklet. As well as a 

‘Getting to Know You’ survey, which we’d like 

you to complete as it will help us to get to know 

you a little better, and should be fun for you to 

do.  

You will also find some of the key dates for Y6 

Transition and other information such as who 

to contact about your school uniform amongst 

other things.  
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