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Session Title: Progressive Games Using Teaching Games for Understanding

Presenter(s): Chris Shaw (chris.shaw@ffca-calgary.com)
Brief Summary:

This session will utilize the teaching games for understanding instructional method to develop critical thinking in our students.  The participants will be experiencing progressive games in target games, striking and fielding games, net and wall games and invasion and territory games.  All of these progressive games will be transferrable to a number of different activities and sports.  
What is Teaching Games for Understanding?

Teaching Games for Understanding (TGfU) is a learner- and game- centered approach to sport-related games learning with strong ties to a constructivist approach to learning.  Two decades have passed since TGfU was introduced in the Bulletin of Physical Education (by Bunker and Thorpe in 1982 and by Thorpe, Bunker, and Almond in 1984) as a means to conceptualize games and teaching and learning.  TGfU highly values the role of the teacher as the facilitator and the role of the learner as active and involved in the learning process.  

The original TGfU model presented by Bunker and Thorpe (1982) is a step-by-step procedural model for teachers to enable students or players to become skillful games players (i.e., develop skillful performance).  The key aspect of the model lies in the design of well-structured (i.e., conditioned) games that require students to make decisions to elevate their understanding of games (i.e., increase tactical awareness).


Step 1- the game.  The game is introduced; it should be modified to represent the advanced form of the game and meet the developmental level of the learner.


Step 2- game appreciation.  Students should understand the rules (e.g., conditions such as boundaries, scoring, and so on) of the game to be played.


Step 3- tactical awareness.  Students must consider the tactics of a game (i.e., creating space and defending space) to help them work through the principles of play, thus increasing their tactical awareness.


Step 4- making appropriate decisions.  Students must focus on the decision-making process in games.  Students are asked what to do (i.e., tactical awareness) and how to do it (i.e., appropriate response selection and skill execution) to help them make appropriate game decisions.


Step 5- skill execution.  In this step, the focus is on how to execute specific skills and movements.  Knowing how to execute is different from performance in that the focus is limited to a specific skill or movement.  Skill execution is always viewed in the context of the game (and not as an isolated entity).


Step 6- performance.  Finally, performance is based on specific criteria according to the goals of the game, lesson, or unit.  Ultimately, these specific performance criteria lead toward competent and proficient games players.

(Teaching Games for Understanding: Theory, research, and practice by Joy Butler, 2005)
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Figure 1: Suggested progressive principles underlining the tactical play within the four games categories.

(TEACHING GAMES CENTRED GAMES USING PROGRESSIVE PRINCIPLES OF PLAY By Tim Hopper, Assistant Professor University of Victoria)
Chasing and Fleeing

Partner Noodle Tag- Have each student find a partner and give each partnership a pool noodle.  Try to hand out an equal number of pool noodles.  Select one noodle color to be the taggers.  On “GO” they must try to work together to tag as many of the other colors as possible.  If a team is tagged they can: 1) hold the noodle high to make a bridge or 2) hold it low to make a river.  To be freed another team must go under or over the noodle.

Target Games

Bean bag Curling

	Week:
	November 17-21
	Day:
	1

	Unit:
	Target- Protect the target (opposed)
	Grade:
	K-1

	Environment:
	Inside
	Why?

	Equipment:
	12 rubber rings

36 bean bags
	Focus- Similarity between rolling and sliding

Will a bean bag roll?  Why or Why not?

What is the special name given to how a non-round object moves on the floor?

How is a slide similar to a roll?

	Safety:
	Basic gym character expectations.  Be aware of the boundary lines.    Head up and eyes open at all times to watch for other students.
	

	Initial Activity:
	1. Look at the white board for the initial activity or game.

2. Teacher lead stretch.
	

	Learning Activity:
	1. Provide each group of four with four bean bags and one rubber ring.  Place the ring on the black line and then have them stand on the red mid court line.  Have them practice rolling their bean bag towards their ring.

2. Have the students determine a common place on the court to slide their bean bag towards their rubber ring.  After all four students have slid their bean bag then the collect them as a group.

3. Bean bag slide- Have the students determine a common place on the court to slide their bean bag towards their rubber ring.  After all four students have slid their bean bag then the collect them as a group.  Determine who’s bean bag is closest to the ring.  If closest and not touching 1 point, if closest and touching the ring 2 points.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	N/A
	


	Week:
	November 17-21
	Day:
	2

	Unit:
	Target- Protect the target (opposed)
	Grade:
	K-1

	Environment:
	Inside
	Why?

	Equipment:
	12 rubber rings

36 bean bags
	Focus- What is a guard

What new challenges has arose with leaving all of the bean bags until everyone had slid?

How can you overcome this challenge?

Does when you slide our bean bag, first, second, third or forth, make it easier or harder to score a point?  Why?

	Safety:
	Basic gym character expectations.  Be aware of the boundary lines.    Head up and eyes open at all times to watch for other students.
	

	Initial Activity:
	1. Look at the white board for the initial activity or game.

2. Teacher lead stretch.
	

	Learning Activity:
	1. Bean bag slide- Have the students determine a common place on the court to slide their bean bag towards their rubber ring.  After all four students have slid their bean bag then the collect them as a group.  Determine who’s bean bag is closest to the ring.  If closest and not touching 1 point, if closest and touching the ring 2 points.

2. Play the same game but have a different person slide first each time.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Do it daily.
	


	Week:
	November 17-21
	Day:
	3

	Unit:
	Target- Protect the target (opposed)
	Grade:
	K-1

	Environment:
	Inside
	Why?

	Equipment:
	12 rubber rings

36 bean bags
	Focus- Varying force of slide to score points.

Does sliding harder or lighter help you score points at different times?

What advise can you give your group about when to make a successful light slide?

When would you want to slide light?

	Safety:
	Basic gym character expectations.  Be aware of the boundary lines.    Head up and eyes open at all times to watch for other students.
	

	Initial Activity:
	1. Look at the white board for the initial activity or game.

2. Teacher lead stretch.
	

	Learning Activity:
	1. Bean bag slide- Have the students determine a common place on the court to slide their bean bag towards their rubber ring.  After all four students have slid their bean bag then the collect them as a group.  Determine who’s bean bag is closest to the ring.  If closest and not touching 1 point, if closest and touching the ring 2 points.

2. Bean bag boxing (the light weight category)- Using the same set up above.  The students must slide the bean bag and try to get the bean bag as close to the ring as possible, but CANNOT touch the ring.  If your bean bag is closest you score 2 points.  If our bean bag touches the ring you minus 1 point.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Cooperation.
	


	Week:
	November 17-21
	Day:
	4

	Unit:
	Target- Protect the target (opposed)
	Grade:
	K-1

	Environment:
	Inside
	Why?

	Equipment:
	12 rubber rings

36 bean bags
	Focus- Varying force of slide to score points.

Does sliding harder or lighter help you score points at different times?

When would you want to slide heavy?

What advise can you give your group about making a successful heavy slide?

Is there any other consideration you want to make to score points?

	Safety:
	Basic gym character expectations.  Be aware of the boundary lines.    Head up and eyes open at all times to watch for other students.
	

	Initial Activity:
	1. Look at the white board for the initial activity or game.

2. Teacher lead stretch.
	

	Learning Activity:
	1. Bean bag slide- Have the students determine a common place on the court to slide their bean bag towards their rubber ring.  After all four students have slid their bean bag then the collect them as a group.  Determine who’s bean bag is closest to the ring.  If closest and not touching 1 point, if closest and touching the ring 2 points.

2. Bean bag boxing (the heavyweight category)- Using the same set up as above.  The students must slide the bean bag towards the rubber ring.  If the touch the ring the score 2 points, if the move the ring they score 3 points, and if the move another students bean bag the score 4 points.

3. Repeat bean bag slide.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Benefits Health
	


Create a Target Game

	Week:
	September 29- Oct 3
	Day:
	1

	Unit:
	Target- Protect the target
	Grade:
	3

	Environment:
	Outside
	Why?

	Equipment:
	36 bean bags

18 knoll pylons
	What is the criteria for a successful roll and underhand throw?

What unique challenge did you face with trying to hit your targets?

What considerations did you have to make when you were trying to hit your knoll pylon?



	Safety:
	Basic gym character expectations.  Basic outdoor expectations.  Be aware of the terrain where you are playing.  Head up and eyes open at all times to watch for projectiles.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	1. Run under 3 different soccer nets then stand on the white circle on the tarmac.  Water bottles can be placed beside the basketball net.

2. Teacher lead stretch.
	

	Learning Activity:
	1. Explain to the students that the goal this week is to learn how to protect your target during opposed target games.  For this reason we will be working exclusively with rolling and underhand throws.

2. Ask the students for the criteria of a successful roll and underhand throw.

3. Have the students each get a bean bag and try to roll or underhand throw at 5 different random targets each.

4. Have the students partner up and give each pair a knoll pylon.  Have them stand 4-5 steps from their pylon and try to underhand throw to hit their pylon.  Points are awarded as follows: 2 points for landing on the pylon or 1 point for being the closest.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	N/A
	


	Week:
	September 29- Oct 3
	Day:
	2

	Unit:
	Target- Protect the target
	Grade:
	3

	Environment:
	Outside
	Why?

	Equipment:
	36 bean bags

18 knoll pylons

18 large pylons

18 hoola hoops

18 rings
	During your game, what considerations did you make when determining points for each target and distance?



	Safety:
	Basic gym character expectations.  Basic outdoor expectations.  Be aware of the terrain where you are playing.  Head up and eyes open at all times to watch for projectiles.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	3. Run under 3 different soccer nets then stand on the white circle on the tarmac.  Water bottles can be placed beside the basketball net.

4. Teacher lead stretch.
	

	Learning Activity:
	1. Ask the students for the criteria of a successful roll and underhand throw.

2. Have the students each get a bean bag and try to roll or underhand throw at 5 different random targets each.

3. Have the students partner up and give each pair a knoll pylon.  Have them stand 4-5 steps from their pylon and try to underhand throw to hit their pylon.  Points are awarded as follows: 2 points for landing on the pylon or 1 point for being the closest.
4. Combine into groups of 4 and play the same game with 1 knoll pylon.  How does this change the game?  Guards start to develop.

5. Have each pair combine with another pair (4 people) with the following equipment: 4 bean bags (1 each), 2 knoll pylons, 1 large pylon, 1 ring and 1 hoola hoop.  Have the groups design their own targeting game awarding different points for each target and distance thrown from.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Do it daily.
	


Striking and Fielding

	Week:
	November 10-21
	Day:
	3

	Unit:
	Striking and Fielding- Striking an object
	Grade:
	2

	Environment:
	Inside
	Why?

	Equipment:
	18 medium elephant balls

8 polyspots
	Focus- Striking the object- Kick

	Safety:
	Basic gym character expectations.  Be aware of the boundary lines.  Be aware of your space when you are swinging your hand extension.   Head up and eyes open at all times to watch for other students.
	

	Initial Activity:
	1. Look at the white board for the initial activity or game.

2. Student lead stretch.
	

	Learning Activity:
	1. Have the students get into pairs with one ball.  Have the students stand approximately 8-10 steps apart.  Play the “V” game.  2 points for heels, 1 point for toes.

2. Continuous kick-it-  Two groups of 16 works best!!!  Split the group into two groups of 16 and give them half of the gym.  With the group of 16 split them into 4 teams of 4 and name each team A, B, C, D (or a name of your choice).  Create a diamond with polyspots that is 12-15 paces by 12-15 paces.  The set up is as follows: The teacher will stand in the centre of the polyspots with an elephant ball.  Team “A” will have a member stand on each polyspot.  Team “B” will stand behind the polyspots as the back catcher/ wicket keeper.  Team “C” and “D” will fill the rest of the open space.  The teacher will choose one member of team “A” to roll the ball to.  That player will kick the ball into open space, then all of team “A” members will run to the next polyspot to their right.  Team “C” and “D” are trying to field the ball and get it back to the teacher before all of team “A” gets to the next polyspot.  Once everyone form team “A” has kicked, team “B” members become kickers, team “C” members become back catchers/ wicket keepers and team “A” and “D” are the fielders.  Continue to rotate through.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Cooperation.
	


	Week:
	November 10-21
	Day:
	4

	Unit:
	Striking and Fielding- Striking an object
	Grade:
	2

	Environment:
	Inside
	Why?

	Equipment:
	36 elephant balls

12 large pylons

12 dice

12 hula hoops
	Focus- Striking the object- hand

What shape do you want to make your hand to best strike the ball?  Why?

What do you need to do to successfully strike the ball with your hand?

What do you need to be watching each time you strike the ball?

What is advice?

What would you consider to be criteria for good advice?

What advice could you give your group after you have had your turn to strike the ball off of the pylon?

	Safety:
	Basic gym character expectations.  Be aware of the boundary lines.  Be aware of your space when you are swinging your hand extension.   Head up and eyes open at all times to watch for other students.
	

	Initial Activity:
	1. Look at the white board for the initial activity or game.

2. Student lead stretch.
	

	Learning Activity:
	1. Provide each student with an elephant ball.

a. Ask them to experiment with striking the ball towards the ground with their palm.  How many times in a row can you do this?  How many times can you do this in 30 seconds?

b. Ask them to strike the ball against the ball with their hand.  How many times in a row can you do this?  How many times can you do this in 30 seconds?

c. Ask them to strike the ball straight up in the air with their hand.  How many times in a row can you do this?  How many times can you do this in 30 seconds?

2. Handball Bonanza- Have the groups return to their courts and provide each group with one elephant ball, one dice, one hula hoop and one large pylon.  Place the hula hoop on the black line and the students can choose how far to place the pylon away.  Place the elephant ball on the pylon.  Have the students roll the dice to how many points they will get for striking the ball with their hand and have it land in the hula hoop.  Have the students alternate rolling the dice then striking the ball into the hoop.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Benefits health.
	


	Week:
	November 10-21
	Day:
	5

	Unit:
	Striking and Fielding- Striking an object
	Grade:
	2

	Environment:
	Inside
	Why?

	Equipment:
	18 elephant balls

18 large to medium pylons

16 hula hoops
	Focus- Striking the object- hand

What is a stiker/ kicker/ batter?

What is a fielder?

Where is the best place to stand when you are striking a ball off of a pylon?

How should you stand?  Why is this the best way to stand?

What advice could you give your group after you have had a turn to strike the ball?

What strategies as a striker did you use to help your team?

What strategies as a fielder did you use to help your team?

	Safety:
	Basic gym character expectations.  Be aware of the boundary lines.  Be aware of your space when you are swinging your hand extension.   Head up and eyes open at all times to watch for other students.
	

	Initial Activity:
	1. Look at the white board for the initial activity or game.

2. Student lead stretch.
	

	Learning Activity:
	1. Provide each pair with an elephant ball and have them practice striking the ball off of a pylon against the wall.

2. In-coming- Divide the group into two groups; then divide each of these groups into four smaller groups.  Each group will go to the corner of the playing area beside a hula hoop.  In the centre of the playing area there a bin of elephant balls and four pylons.  On “GO” one player from each team will run to the centre, choose a ball out of the bin, place it on the pylon and strike it with their hand towards their team.  The team will field the ball, pass it over under down the line, then place it in the hula hoop in their corner.  The next player on the team will then run to the centre and repeat the process until all of the balls are out of the bin.  The team with the most balls in their hula hoops wins.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Activity
	


Charge

	Week:
	October 27-31
	Day:
	2

	Unit:
	Striking and fielding- striking the object
	Grade:
	3

	Environment:
	Outside
	Why?

	Equipment:
	2 elephant balls

8 pylons

2 hula hoops
	How should the kicker kick the ball?

What is the criteria for a strong kick?

	Safety:
	Basic gym character expectations.  Basic outdoor expectations.  Be aware of the terrain where you are playing.  Head up and eyes open at all times to watch for projectiles.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	1. Run under 4 different soccer nets then stand on the white circle on the tarmac.  Water bottles can be placed beside the basketball net.

2. Teacher lead stretch.
	

	Learning Activity:
	1. Chuck the chicken

2. Charge- Divide the group into 4 teams; two games of 2 teams.  Place the pylons in a rectangle about 20 paces long by 10 paces wide.  Place the hula hoop in the middle of one of the longest sides and the ball in the centre.  One team will form a line along the side with the hula hoop while the other team is standing in the playing field to fill the open space.  Each member of the kicking team will step up to kick the ball out of the hoop.  As soon as the kick is made the entire kicking team must run to the other set of pylons and back to their original line.  The fielding team must field the ball and pass it in to one of their team mates standing in the hula hoop.  The fielding players are not allowed to move with the ball, but must pass it in a chain to get it to the hoop.  For each player on the kicking team that does not pass the kicking line by the time the fielding team gets the ball to the hoop, the fielding team gets a point.  Once each player has had a chance to kick they switch.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Do it daily.
	


Net and Wall

Throw and Catch Tennis and Wall Ball

	Week:
	November 24-28 & December 1-5
	Day:
	4

	Unit:
	Net & Wall- Throw/ catch tennis
	Grade:
	3

	Environment:
	Inside
	Why?

	Equipment:
	24 pylons

24 tennis balls
	Focus- Defending space during a net activity

If your opponent is moving you around your court, where should you move in between your own throws?  Why?

Why is establishing a baseline/ recovery position important?

How would these skills relate to a wall game, where you are throwing against a wall, similar to wall ball?

	Safety:
	Basic gym character expectations.   Head up and eyes open at all times to watch for projectiles and swinging hand extensions.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	1. Check the white board for game.  Coach will explain activity to squad and equipment manager will retrieve equipment for the group.

2. Athletic trainer will lead stretch.
	

	Learning Activity:
	1. Game 1- Throw and catch over the net.  All throws must be underhand and upward; throw from where you catch.  Throw over the net; ball must bounce only once on the other side of the net.  Ball cannot bounce on thrower’s side of the net.  Try to make your opponent move around the court within the boundaries.

2. Game 2- Two-minute games against rotating opponents.  Within your court have two members playing; the remaining two members will stand on the black line.  After two minute games switch players; continue to switch until you have played all members of your squad.  The goal is to move your opponent, recover, and score the game.  Conditions:

a. Alternate who serves at each re-start

b. You score a point if:

i. The ball bounces twice on opponent’s court

ii. Opponent throws the ball out of court

iii. Opponent makes the ball bounce on her own side

iv. Opponent throws overhand

v. Opponent catches the ball before it bounces
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Benefits Health.
	


	Week:
	November 24-28 & December 1-5
	Day:
	5

	Unit:
	Net & Wall- Throw/ catch tennis
	Grade:
	3

	Environment:
	Inside
	Why?

	Equipment:
	24 pylons

24 tennis balls

12 knoll pylons
	Focus- Setting up an attack during a wall activity.

Where should you try to make the ball bounce to make it difficult for your opponent?  Back

Where on the wall do you needs to aim to do this (high or low)?  High

When you get your opponent to move back, where is the space now?

So to make it difficult for your opponent, where should you throw now?

Where on the wall should you aim (high or low)?

	Safety:
	Basic gym character expectations.   Head up and eyes open at all times to watch for projectiles and swinging hand extensions.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	1. Check the white board for game.  Coach will explain activity to squad and equipment manager will retrieve equipment for the group.

2. Athletic trainer will lead stretch.
	

	Learning Activity:
	1. Game 1- Cooperative throw and catch against the wall.  Using the red lines of your court as the side lines of your wall ball game.  Place a knoll pylon in the centre of each court to split it in half.  Conditions- All throws must be underhand and upward; throw from where you catch.  Ball must bounce once after hitting the wall.  Ball must bounce inside the boundaries (red lines and pylon).  The goal is to do 15-20 throw rally as a cooperative game

2. Game 2- Competitive throw and catch against the wall.  Using the same boundaries, try to make your opponent move around the court.  What are your boundaries at the back?

3. Game 3- Competitive throw and catch against wall with points.  Points are scored when: The ball bounces twice in court.  The vall bounces outside the court lines.  The ball bounces on the floor before it hits the wall.  The opponent throws overhand.  The opponent catches the ball before it bounces on the floor.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Activity- underhand throw and catch rubrics
	


	Week:
	November 24-28 & December 1-5
	Day:
	6

	Unit:
	Net & Wall- Throw/ catch tennis
	Grade:
	3

	Environment:
	Inside
	Why?

	Equipment:
	24 pylons

24 tennis balls
	Focus- Defending space during a wall activity

If your opponent is moving you around your court, where should you move in between your own throws?  Why?

How was having a baseline/ recovery position useful during a wall game?

	Safety:
	Basic gym character expectations.   Head up and eyes open at all times to watch for projectiles and swinging hand extensions.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	3. Check the white board for game.  Coach will explain activity to squad and equipment manager will retrieve equipment for the group.

4. Athletic trainer will lead stretch.
	

	Learning Activity:
	4. Game 1- One wall handball.  Students will play a competitive game, with appropriate rules, and try to defend their own space by moving back to the centre of the court between throws.  Have the students move to the wall space at the end of their court; split the wall space in half using the plyon as a marker on the floor.  Conditions- All throws must be underhand and upward; throw from where you catch.  Ball must bounce once after hitting the wall.  Ball must bounce inside the boundaries (red lines and pylon).

5. Game 2- Two-minute games against rotating opponents.  Within the court closest to the wall have two members playing; the remaining two members will stand in the half court furthest from the wall..  After two minute games switch players; continue to switch until you have played all members of your squad.  The goal is to move your opponent, recover, and score the game.  Conditions:

a. Alternate who serves at each re-start

b. You score a point if:

i. The ball bounces twice in court before the opponent can catch it

ii. The ball bounces off the wall then outside the court

iii. The ball bounces on the floor before it hits the wall

iv. Opponent throws overhand

v. Opponent catches the ball before it bounces once on the floor
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	N/A
	


Deck Tennis

	Week:
	November 24-28 & December 1-5
	Day:
	8

	Unit:
	Net & Wall- Deck tennis
	Grade:
	3

	Environment:
	Inside
	Why?

	Equipment:
	24 rings
	Focus- Playing a game and maintaining a rally.

What is the best way to throw the ring?

	Safety:
	Basic gym character expectations.   Head up and eyes open at all times to watch for projectiles and swinging hand extensions.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	1. Check the white board for game.  Coach will explain activity to squad and equipment manager will retrieve equipment for the group.

2. Athletic trainer will lead stretch.
	

	Learning Activity:
	1. Start-up- Have the students partner up in their court.  Provide each pair with a ring.  Have them experiment with what is the best way to throw the ring so their partner can catch it every time.

2. Practice task- Have the students combine back into 4 with one ring.  Have them practice throwing/catching the ring with a group.  Try to catch it 5-15 times in a row.

3. Game 1- 2 vs 2 Cooperative Deck tennis.  Have the groups split back into pairs with one pair on each side of the net.  Have them develop a sequence of throwing and catching.  Can your group catch it 10-20 times in a row.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Cooperation.
	


	Week:
	November 24-28 & December 1-5
	Day:
	9

	Unit:
	Net & Wall- Deck tennis
	Grade:
	3

	Environment:
	Inside
	Why?

	Equipment:
	24 rings
	Focus- Playing a game and maintaining a rally.

What is the best way to throw the ring?

	Safety:
	Basic gym character expectations.   Head up and eyes open at all times to watch for projectiles and swinging hand extensions.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	3. Check the white board for game.  Coach will explain activity to squad and equipment manager will retrieve equipment for the group.

4. Athletic trainer will lead stretch.
	

	Learning Activity:
	1. Start-up- Have the students partner up in their court.  Provide each pair with a ring.  Have them experiment with what is the best way to throw the ring so their partner can catch it every time.

2. Practice task- Have the students combine back into 4 with one ring.  Have them practice throwing/catching the ring with a group.  Try to catch it 5-15 times in a row.

3. Game 1- 2 vs 2 Cooperative Deck tennis.  Have the groups split back into pairs with one pair on each side of the net.  Have them develop a sequence of throwing and catching.  Can your group catch it 10-20 times in a row.
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Benefits health.
	


	Week:
	November 24-28 & December 1-5
	Day:
	10

	Unit:
	Net & Wall- Deck tennis
	Grade:
	3

	Environment:
	Inside
	Why?

	Equipment:
	24 rings
	Focus- Creating and defending space during deck tennis.

How would you win a point while playing against another team?

To score a point where should you try to throw the ring?

What should you do as you catch the ring?  Why quickly?

What should you do if the ring comes over the net but is going out of bounds?

How can you best cover your own court?

If there is a disagreement over a point, what can you do?

What should a team do after any game?



	Safety:
	Basic gym character expectations.   Head up and eyes open at all times to watch for projectiles and swinging hand extensions.  Please do not throw a projectile towards a target that is not ready to receive.
	

	Initial Activity:
	5. Check the white board for game.  Coach will explain activity to squad and equipment manager will retrieve equipment for the group.

6. Athletic trainer will lead stretch.
	

	Learning Activity:
	1. Game 1- Two vs two cooperative deck tennis.  Using their court have two students from each squad stand in each box of the court.  Have them alternate throwing and catching over the net to the other team developing a pattern.  Can you throw and catch the ring 10, 15, 20 times.

2. Game 2- Two vs two competitive deck tennis.  Goal- Awareness of court spaces and importance of quick catches and throws.  Alternate serve, with each team serving in turn, by underhand throw from midcourt or back court.  To score a point:

vi. The ring lands on opponent’s court

vii. Opponent throws the ring out of court

viii. Opponent does not throw the ring over the net

ix. Opponent throws overhand
	

	Cool-down:
	High 5 for 5.
	

	Assessment:
	Activity- space, decision, adjust, base
	


Invasion and Territory

Prairie dog pick off

· Provide each student with a ¼ pool noodle and a hoola hoop.  Have them place their hoola hoop in an open space with their “prairie dog” standing up inside.  The object of the game is to protect their dog from outside the hoola hoop while using elephant balls to knock down others prairie dogs.  If you are holding an elephant ball in your hand you may only pivot.  If your prairie dog is knocked down, pick up both objects and move to a new open space and start again.  Progress to moving beside the person who knocked your prairie dog down.  Form a strategy to have the most number of prairie dogs in your prairie dog family.

Out of the swamp…And onto the island

· Divide the class into two groups and the gym into four parallel quadrants.  Have each group sit in the middle two quadrants of the gym (divided by the red lines) that run from blue people to stage.  This is their swamp.  They cannot leave their swamp until they catch a ball thrown by a team mate who is on their island.

· Select one student from each team to go to the opposite island; so the other teams swamp is between them.  This student is trying to throw balls over the oppositions swamp to have one of their players catch the ball so they can leave the swamp.  The swamp in the middle is allowed to block the throws and return it to the person on their island.

· First team to get all of their players out of the swamp and onto the island wins.

· Modification-After a player catches a ball in their swamp they must make it across the other teams swamp without being tagged to be free.  If they are tagged they have to return to their swamp and catch another ball.

Speed pass

· Set out a large playing area marked by pylons.  Spread polyspots/hula hoops throughout the playing area.  Split the students in groups of 3-5.  Have each group start at one end of the field with a pile of 5-8 bean bags/ balls/ rings.  The object of the activity is to work as a team to pass each object one at a time up the playing field to form a pile at the opposite end.  In order to send or receive a pass a teammate must have one foot on/in an open polyspot/ hula hoop.  
· Modification 1- Once completed select one group to become a passive defense within the field.  Their job is to cause a warm defense or to fill empty polyspots/ hula hoops to make it more difficult to have an open space to send/ receive their bean bag.  Increase/ decrease the number of defense as you see fit.
· Modification 2- Set up an active defence who’s job is to interfere with the passes only.

Resources

Teaching Games for Understanding: Theory, Research, and Practice by Linda L. Griffin and Joy I. Butler

Sport Foundations for Elementary Physical Education: A tactical games approach by Stephen A. Mitchell, Judith L. Oslin, and Linda L. Griffin

Teaching Sport Concepts and Skills:  A tactical games approach by Stephen A. Mitchell, Judith L. Oslin, and Linda L. Griffin

Fun and Games: 100 Sport-related Activities for Ages 5-16 by Anthony Dowson and Keith E.J. Morris
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