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Physical Education – Starting with the End in Mind

In our planning as teachers, we know that in order to ensure our teaching is aligned with the program outcomes, best practice is to start with the end in mind (Understanding by Design, Wiggins & McTighe, 1998).  The “end”, is student learning and achievement of the program outcomes.  Starting with the end in mind and working backwards in our planning will lead to engaging and effective learning experiences for students.
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The aim of the Kindergarten to Grade 12 Physical Education program
is to enable individuals to develop the knowledge, skills and
attitudes necessary to lead an active, healthy lifestyle.

general
outcome

Students will acquire skills through a variety /Basic Skills; Locomotor; Nonlocomotor;
of developmentally appropriate movement Manipulative.

activities: dance, games, types of gymnastics,
individual activities and activities in an
alternative environment; e.g., aquatics and
outdoor pursuits.

\/Application of Basic Skills in an Alternative
Environment, Dance, Games, Types of Gymnastics,
and Individual Activities.

General outcomes
B, C and D are interrelated and
interdependent and are achieved through
involvement in movement activities
identified in General
Outcome A.

general general general
outcome outcome outcome
Students will understand, Students will interact positively Students will assume responsibility

experience and appreciate with others. to lead an active way of life.
the health benefits that result

® @

from physical activity.

/Communication

 Effort

\/Functional Fitness jFaw Flgy ;Safety
Leadershi Goal Setting/Personal
/Body Image P Challenge 9
\/W Il-bei \/Teamwork
elizoeing v Active Living in the

Community

® Resources @ www.learning.gov.ab.ca/k_12/curriculum/bySubject/physed
Resources available to support implementation: - Physical Education Kindergarten to Grade 12 Guide to Implementation
) . . English: LRC Product #425597, French: LRC Product #461335,
e Physical Education Online

English: www.learning.gov.ab.ca/physicaleducationonline Wivelr eamingigovahiea

) : ; : ; Administrator's Overview, K-12 Physical Education
French: www.learning.gov.ab.ca/educationphysiqueenligne Physical Education Resource Guide

- Daily Physical Activity Initiative in Alberta Schools, Discussion Paper
Daily Physical Activity Teacher and Administrator Handbooks
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8 Strategies for Planning Safe and Effective Physical Activity Opportunities

	1.
	5.

	2.
	6.

	3.
	7.

	4.
	8.


Activity Ideas

No collection of activities is complete without the sharing of ideas, tips and tricks from many professional peers.  Thanks to those teachers who were willing to be creative and share in order to enhance all of our teaching!
DANCE

Students participate in a wide variety of dance experiences to enhance development of creative, expressive and rhythmical movements.  Students gain awareness of and respect for their own and other cultures, enhance cooperation skills and develop skills that are transferable to social situations in the community.
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Clues that students have achieved the outcome:

( Beat Challenge (DPA School Handbook)

Equipment:  1 small object (bean bag, koosh ball, hockey puck) for every 2 students, music with a strong, steady beat.

Organization:  This activity challenges students to move to the beat of music while completing various tasks.  Pairs of students sit on the floor one meter apart and facing each other.  Place a bean bag between each pair – each student will move accordingly to the beat of the music, and try to grab the bean bag before their partner when the music stops.  Change partners after each challenge.  Students might move to the beat of the music:

· Tap hands on knees

· Tap hands on shoulders

· Clap hands 

· Clap hands, touch knees, touch shoulders (repeat!)

· Do crunches to the beat of the music

· Alternate hands in a front support position to the beat of the music

· Alternate feet in a front support position

Challenge students to create a move with a partner and perform the move to the beat of the music.  Continue by challenging pairs to add a second, third and fourth move to the first, performing to the beat of the music.  Complete the beat challenge by joining two pairs together to make groups of 4 (or 6).  Each group will teach the other their moves and complete the entire sequence to the beat of the music.

( Flocking (DPA School Handbook)
Equipment:  Themed music with a strong consistent beat, e.g., The Lion Sleeps Tonight (The Tokens), Stayin Alive (Bee Gees), Holiday (Madonna).

Organization:  Divide the class into groups of 4 or 5.  Each group will find a space and start in a diamond shape (5th person in the middle).  All groups members will stand facing the same direction, the person at the front of the group is the first leader.  When the music starts, the leader will choose a way of moving and the rest of the group will follow.  After 8 or more repetitions of the movement, the leader will jump and rotate to face a new direction – this identifies a new leader who will choose a new movement and continue.  The beauty of flocking is that one group may transition and pass through another group while following their leader.  Challenge students to incorporate movements at high, medium and low levels.

Variation:  Challenge groups to repeat the movements of previous leaders before choosing their own movement.  This will challenge groups to create one large sequence with each leader adding a new movement.  Try establishing a criteria for the movement of each leader – they must each create a sequence that includes two levels, two pathways and one unique step for a total of 16 beats.  Each leader will repeat their sequence twice before choosing a new leader.

GAMES

Students participate in a variety of games to develop individual and manipulative skills, techniques, strategies and spatial awareness.  Inherent in playing all games are cooperation, respect for others, fairplay and etiquette.
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Clues that students have achieved the outcome:

( Squirrel’s Tail (invasion – TGfU)

Equipment:  1000+ Popsicle sticks, pylons, 50+ tails of five different colours (material or flags)

Organization: Create five equal teams and assign each team a house.  Each house is a corner of the gym, one team along the side of a wall; the boundaries are identified by cones (create a small area).  Each team has a different colour tail and each member tucks their tail into the back or side of their shorts – be sure NOT to place the tail through belt loops.

On the signal to begin, teams of "squirrels" attempt to collect "nuts" for the winter.  Collect as many nuts as possible by getting to the centre circle without having your tail stolen, collecting one popsicle stick/”nut”, and returning the stick to your house.  Then do it all over again!  Teams that take more than one stick at a time are made to return all the sticks from their house back to the centre circle.

Squirrels are also able to collect "nuts" by stealing other tails.  Squirrels are able to steal another squirrel's tail while they are not in a safe area.  Squirrels are safe in their house, and safe when they have one foot in the centre circle where the Popsicle sticks are.  In all other places in the gym, any other squirrel can steal their tail.  Should a squirrel have their tail stolen, they are no longer able to collect sticks from the centre circle, nor are they able to steal other tails, until they take three popsicle sticks from their own house and "buy" back their tail from the house that stole it for 3 sticks.
Inclusion:  Consider designating safe zones where students with mobility impairments can rest for 5-10 seconds before re-joining the game.  Place the Popsicle sticks on a desk or chair so they are accessible for students in wheelchairs.
( Chuck the Chicken (batting/fielding – TGfU)

Equipment:  One rubber chicken for every 20 students, large obstacle free area.

Organization:  Divide students into groups of 8-10.  Each group will be playing against one other group, while one team is on offense; the other team is on defense.  The team on offense starts with the chicken, one shouts “CHUCK THE CHICKEN” and throws the rubber chicken wherever they like in the playing area.  The team then stands in a very tight circle while one person travels around the circle scoring “runs”.  The entire team counts the number of runs until they hear “chuck the chicken”.  The team on defense runs to the chicken, wherever it was thrown.  They line up in a single file and pass the chicken alternating over the head and between the knees until the chicken reaches the end of the line.  The last person in line then shouts “CHUCK THE CHICKEN” and throws the chicken to a new location.  The teams then switch roles and continue to score as many runs as possible!  The same student is not allowed to throw the chicken, or score more runs until each person on the team has taken a turn.

Variation:  If working with a large group or double classes, provide each group with a different object to throw – “chuck the chicken”, “pitch the pig”, “fling the fish”, “kick the koosh ball”, etc.

( Power Wall

Equipment:  Obstacle free area in the gym, two pylons.

Organization:  This activity works great with double classes; each class is a separate team.  If playing with only one class, identify girls/boys teams, or first name A-M/N-Z teams, etc.  Each team is assigned a wall in the gym (use the two longest facing walls).  When a player’s hand is touching the wall, they have 100% “power”, as their hand leaves the wall and they enter into the playing area, they slowly lose their “power” until they re-charge by touching the wall again.  The goal of the game is to tag players from the other team who have less “power” than you (if you leave your wall after they have left theirs, you have more power).  If a player from the opposing team is tagged, that player must start a chain from an identified spot (pylon) on the opponent’s wall.  As more players are tagged, the chain will extend out from the wall making it easier for players to be saved.  Players can be saved when any teammate is able to reach their hand without being tagged themselves.  The pair then gets a free walk back to their wall to “re-charge”.  Lots of strategy can be involved luring opposing players away from their wall and having teammates ready to pounce!
Variation/Inclusion: Allow students with visual or intellectual impairments to work with a partner. Set up a safe zone to allow students with mobility impairments to rest for five seconds before re-joining the game.

TYPES OF GYMNASTICS

Students participate in movement challenges that enable them to develop poise, grace, rhythm, coordination, balance, strength, flexibility and effective body mechanics.
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Clues that students have achieved the outcome:

(Funky Furniture


Equipment:  Obstacle free area, mats.

Organization:  Divide students into groups of 6-8.  A leader will choose a room or space e.g., kitchen, garage, or bathroom.  Students are challenged to create a piece of furniture that might appear in the room chosen by the leader.  Each creation must incorporate all group members.  E.g., students might create a blender in the kitchen, or a lawn mower in a garage, a washing machine in the basement, etc.

Variation: Limit the number of body parts that can be in contact with the floor to increase the challenge, or allow for the inclusion of various small pieces of equipment.  Have students create a sequence creating furniture as they travel through three rooms in a house.

( Mission Impossible


Equipment:  Almost every piece of equipment from the equipment room!

Organization: Set up an obstacle throughout the gym, where there is one starting point, one ending point, and a variety of pathways students can choose in between.  Students will attempt to travel through the course without getting “caught”. Pair students, one partner will be on the equipment (adventurer) while the other partner follows without being on the equipment (guardian).  While the adventurer travels the course, the guardian is watching for mistakes such as making noise (talking, coughing, clapping, landing, etc.), touching metal, wearing jewelry, or touching “mines” such as beanbags, metal, or the floor.  The guardian quietly says, “caught” when they see a mistake, and then the pairs switch roles and the new adventurer returns to the beginning to start.  Continue switching roles for the duration of the class.  Further challenge adventurers to travel through the course backwards, connected to a partner or two, or carrying a backpack with a medicine ball – “nitroglycerine”.

Guardians:  A test of observation skills

1. Stay very quiet and still

2. Watch only your partner for mistakes

3. Watch for new strategies and ways to travel through the course.

Adventurers:  A test of physical skills

1. Make it through the course without making a sound, touching a mine, touching metal, etc.

2. Choose a variety of pathways to challenge yourself.  Further challenge by traveling backwards, with nitroglycerine, in contact with a small group, sharing the consequences of an individual, etc.

3. Play fair and don’t argue with the guardians when caught – it’s like a video game!

Sample mission impossible maps are included at the back of the handout.

Variation/Inclusion:  Consider allowing one partner talk if a student needs verbal clues, or partners could participate together and follow the leader through the course.  Be sure to include areas of the course that are accessible to all students, e.g., pylons to wheel around, ladders to suspend from, and mats to travel across.  Have students design a course, or part of a course and try it out!  Be sure to take pictures of students attempting to travel through the course and post on a bulletin board.  A great activity to have set up in the gym during parent-student-teacher conferences!  Be sure to plan in advance and cancel any evening bookings in your gym to avoid having to set up and take down the course everyday.  Consider inviting students to come early in the morning to help with the set up.
INDIVIDUAL ACTIVITIES

Students participate in running, jumping and throwing activities; individual manipulatives; combative or self-defense activities, and target activities.
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Clues that students have achieved the outcome:

( Deck of Fun!


Equipment:  5-6 decks of playing cards

Organization:  Have the students assign an individual activity, representative of each component of fitness (i.e., cardiovascular endurance, flexibility, strength) to each suit of a deck of playing cards; i.e., hearts = bench step ups (cardio), clubs = wall sprints (cardio), spades = v-sit (strength), diamonds = hamstring stretch (flexibility).  Each group of 4-5 students is given half a deck of cards.  On the signal to begin, a group leader deals each group member one card and then remainder of the deck is placed on a bench or in a pocket.  Simultaneously, everyone turns over his or her card.  Each student is then challenged to complete the activity on the card (jack of spades = v-sit for 11 seconds) before another group hand can be dealt.  Once your required activity is completed, help teammates compete their activities to be able to deal another hand more quickly.  The group challenge is to deal all of the cards and complete all activities.  Aces are bonus cards, if one group member turns over an ace, all other activities do not need to be completed – all group members travel together to touch all four walls and then deal another hand.

Variation/Inclusion:  Consider having autistic students or those with ADHD work with only one partner to decrease the distraction of working with a large group.  Where possible, provide a picture of each activity.  Try Full House!  Have groups of 4-5 students travel through an obstacle course or complete laps of the field at their own pace.  With every completed lap, every student receives a playing card.  Groups must communicate throughout the activity as they try to build a full house (3 of one card, 2 of another, i.e., 3 kings, 2 aces).
(Fitness Monopoly

Equipment:  Dice, activity station monopoly cards, 10 each of Chance and Community Chest cards, beanbags, two hula-hoops, equipment required for the activity stations chosen.

Organization:  Groups of 3-4 students try to complete as many laps of the “Monopoly board” as possible in a pre-determined amount of time.  Every time a group passes “GO” they have completed one lap and receive one beanbag.  Post activity stations on the walls around the activity space, consider naming them after the properties included on the Monopoly Game board (railroads, Community Chest, Chance, ).  In the centre of the activity space, place the dice, Community Chest and Chance cards and a hula-hoop containing one beanbag.  The four corner stations are “GO”, “Free Parking”, “Go Directly to the Couch” and “Couch”.  A hula-hoop with a large number of beanbags is placed in the “GO” corner.  Groups start by rolling a die in the centre of the activity space and advance that many stations ahead, starting from “GO”.  When all group members have completed the station activity, return to the centre to roll again.  Continue completing activity stations and completing laps. 

Should a group land in the “couch” station, they pay 3 beanbags to the centre hoop and continue.  Should a group land on the “free parking” station, they collect all of the beanbags from the centre hoop.  Should a group land in either the Community Chest or Chance station, they choose the top card off the appropriate deck and complete the indicated action.  Cards are then returned to the bottom of the pile.  Cards might say:

( Collect 2 laps




( Advance to the nearest railroad

( Go directly to the couch, do not pass GO

( Pay 1 lap fitness tax

( Get off the couch free!



( Doctor fee, pay 2 laps

( Advance to GO, collect 1 lap


( Pay each group 1 lap

( Complete the next lap while hopping on one foot
( Health insurance due, pay 2 laps
(JUGGLING
Equipment:  Juggling scarves, beanbags, or plastic garbage bags for every student

Organization:  Distribute the “Juggling” handout from the Teacher Resources – Teaching Tools – PDF Resources section of the Physical Education Online website and have students explore juggling with one, two or three objects.
Variation/Inclusion:  Further challenge students by having them juggle beanbags, rubber chickens and relay batons!  Juggle balls by bouncing them off the wall, juggle one scarf, one ball and one rubber chicken, or juggle with a partner!  Try partner juggling:  toss a beanbag to a partner using two hands, then one hand.  When ready, add another object.  Set up “circus” stations where students choose to practice, or rotate through stations including juggling, hula-hoop, 

 
The Ever Active Schools program is a membership-based program available to Alberta school communities.  The Ever Active Schools program assists schools in creating a healthy active school community by supporting the achievement of goals identified in each school’s Game Plan.  Schools reflect upon the four E’s when building a Game Plan - Education, Everywhere, Everyone, and Environment.  The Promising Practices document is a compilation of the best and most unique activities schools in the Ever Active Schools program have hosted, and is one of many resources available on the Ever Active Schools website, www.everactive.org.


Canada’s Physical Activity Guides for Children and Youth recommend that students increase the amount of time they are active by 90 minutes, and decrease the amount of time they are inactive (watching TV, playing video games, surfing the net) by 90 minutes per day.  Canada’s Physical Activity Guide for Adults recommends adults accumulate at least 60 minutes or physical activity every day to stay healthy.  Every little bit counts!  To order your free copies of the Physical Activity Guides visit www.paguide.com or call 1-888-334-9769. 

The Be Fit For Life (BFFL) Network acts in a leadership capacity to disseminate physical activity and active living information, resources and programs to a variety of groups including schools, workplaces and communities.  Nine geographic BFFL Centres in Lethbridge, Medicine Hat, Calgary, Red Deer, Edmonton, Fort McMurray, Grande Prairie, Lac La Biche and Vermillion, serve communities throughout Alberta.  Contact the Be Fit For Life Centre in your area for more information, www.befitforlife.ca.

HPEC Conference “007” – A View to A Skill

The 2007 Conference of the Health and Physical Education Council is being held in Edmonton on May 3-5.  Conference venues include J. Percy Page High School, Holy Trinity High School, MacEwan College South Campus, and Mill Woods Recreation Centre.  For more information visit www.hpec.ab.ca. 

Resources

1. Alberta Regional Professional Development Consortia (ARPDC)

PD opportunities being offered in each of the six regional consortiums to support the implementation of DPA.

www.arpdc.ca
2. Body Ball(, GT Educational Inc.

$59.99 - $179.99/set, www.bodyballgame.com 

3. Daily Physical Activity:  A Handbook for Grades 1-9 Schools, Alberta Education, 2006

LRC Product #640872, $34.50.  Online at www.education.gov.ab.ca/k_12/curriculum/bySubject/dpa
4. Ever Active Schools Program

Ever Active Schools is a membership program available to all Alberta school communities, www.everactive.org 

5. Fitness Circuit Charts – Secondary School Series, Thompson Educational Publishing, 2005
ISBN 978-I-55077-156-5, $225.00, www.thompsonbooks.com/health 

6. Health and Physical Education Council (HPEC)

HPEC is a Specialist Council of the ATA, which provides support to health and physical education teachers.

HPEC Conference 2007 is being held in Edmonton, May 3-5, 2007, www.hpec.ab.ca 

7. Heart Health – A Resource for Senior High School Physical Education, Alberta Education, 2006

LRC Product #639429, $13.45.  Online: www.education.gov.ab.ca/k_12/curriculum/bySubject/physed/default.asp 

8. Moving to Inclusion, National Steering Committee of Moving to Inclusion initiative, 1994

Item # MTI001E $25.00, or online at www.ala.ca, Active Living Alliance for Canadians with a Disability

9. Physical Education Guide to Implementation K-12, Alberta Learning, 2000

English:  LRC Product #425597, $12.10

Français:  LRC Product # 461335, $27.65 

Online at www.education.gov.ab.ca/k_12/curriculum/bySubject/physed/ 

10. Physical Education Online

A collection of activities to support student learning of the Physical Education program of studies, teaching tips, interactive skill video clips, and much, much more!

English:  www.education.gov.ab.ca/physicaleducationonline
Français:  www.education.gov.ab.ca/educationphysiqueenligne 

11. Safety Guidelines for Physical Activity in Alberta Schools, Alberta Centre for Injury Control and Research

(ACICR) in conjunction with partnering organizations, 2003

LRC Product #517063, $18.70, or online at www.med.ualberta.ca/acicr




























































“My muscles are getting bigger and myself of steam has grown!”





Grade Three Student





Intended Audience:  Teachers of Physical Education 10, 20, and 30


Workshop Outcomes


Participants will:





Participate in a variety of activities to accommodate large groups and support student learning of the Physical Education program outcomes.


Become familiar with instructional strategies for large groups to maximize student participation in physical activity.


Identify opportunities to access ongoing support and resources.








Which _______________ will students be working to achieve?








What will I accept as evidence that _______________ has occurred?  What assessment or evaluation tool will I use?








Important questions to consider when planning for student learning in Physical Education








What are the _______________ considerations for the activity? (Check the “Safety Guidelines for Physical Activity in Alberta Schools” document as well as your District policies)








What _______________ will facilitate student learning of the knowledge, skills and attitudes included in the K-12 Physical Education program? (Remember, no single activity is prescribed)








How will I organize the activity to ensure learning for _______________________?
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