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Planning for 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





[image: image12.png]



[image: image13.jpg]health and life skills Alberlq

program of studies

The aim of the Kindergarten to Grade 9 Health & Life Skills
program is to enable students to make well-informed
healthy choices and to develop behaviours that
contribute to the well-being of self and others.

©
X,
‘)9

HOME SCHOOL COMMUNITY

- -
wellness life learning
CHOICES¢ }CHOICES
v v
Students will make responsible Students will use resources
and informed choices to effectively to manage and
maintain health and promote explore life roles and career
safety for self and others. opportunities and challenges.
/Personal health relatlo“Shlp . )
CHOICES /Learnlng strategies
\/Safety and responsibility T / ;
Life roles and career
Students will develop effective development

interpersonal skills that
demonstrate responsibility,
respect and caring in order to
establish and maintain healthy
interactions.

/Volunteerism

\/Understanding and
expressing feelings

/Interactions

/Group roles and
processes

Home, school and community partnerships are critical to the delivery of the Health & Life Skills program of studies.

Resources available to support implementation:

¢ Resources @ www.learning.gov.ab.ca/k_12/curriculum/bySubject/healthpls e Health & Life Skills Performance Assessment Tools
- Health & Life Skills Kindergarten to Grade 9 Guide to Implementation Available as a result of collaboration between the
English: LRC Product #495674, French: LRC Product #529315, Alberta Assessment Consortium and the Edmonton

www.lrc.learning.gov.ab.ca Regional Learning Consortium. www.aac.ab.ca,
- Health & Life Skills Kindergarten to Grade 9 Alberta Authorized Resource List Assessment Materials — Public Domain
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Assessment/Evaluation

Sample assessment and evaluation tools for a variety of outcomes that can be achieved through physical activity are included as part of this handout.  For more assessment and evaluation ideas, look to the K-12 Physical Education Guide to Implementation, the Teacher Resources section of the Physical Education Online website (www.education.gov.ab.ca/physicaleducationonline) or the Alberta Assessment Consortium (www.aac.ab.ca).

Moving to Inclusion

The outcomes included in the K-12 Physical Education Program are the same for all students, even those with a disability.  The “Moving to Inclusion” series of resources is a great source of information and ideas for providing meaningful learning experiences and opportunities for all students in physical education, as well as tips for getting the necessary support to allow all students to learn, have fun, and achieve the program outcomes.  A copy of the “Moving to Inclusion” series was sent to all schools in 1994 and is available for purchase or download from the Active Living Alliance for Canadians with a Disability website (www.ala.ca). 
Activities

Choose activities that will allow your students to have fun while learning and developing the knowledge, skills and attitudes necessary to achieve the learning outcome(s).  A small sample of these kinds of activities is included in this handout.  Always be sure to maximize the amount of time students spend being active; the limit is your imagination! 

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!
Safety and Instruction

The amazing race for school communities is a teambuilding challenge for groups of all ages.  Students will be asked to demonstrate communication, leadership and fairplay skills – outcomes included as part of General Outcome C – Cooperation in the K-12 Physical Education program and General Outcome R – Relationship Choices in the K-9 Health and Life Skills program.  Consider having students set up an amazing race for their peers, or the staff can set it up as an activity to build school spirit.

	Cooperation

	Communication
	

	Fair Play
	

	Leadership
	

	Teamwork
	

	Relationship Choices

	Feelings
	

	Interactions
	

	Group Roles
	



Organization Groups of 4-8 students will complete the challenges organized as stations.  Once each challenge is complete, the group will receive one letter clue, which will allow them to spell the final puzzle.  Enough stations need to be prepared so that each group is able to participate at a different station. (i.e., 10 groups = 10 stations).

As students enter the starting area, each one will receive a “plane ticket” (piece of paper with the name of a country on it and a map of where the country is located).  On the signal to begin, students must gather with others from the same country and find their “backpack”.  Contents of each backpack are:  one length of material for each team member and one long skipping rope.  When teams arrive at the backpack, they place their plane tickets inside and each get a strip of material.  The material identifies the group as a team and should guide their creation of a team name and team cheer.  

While completing the amazing race, all team members must have at least one hand on the team rope.

On the signal to begin, teams travel to a station, read the challenge card and complete the challenge.  Only one team at a time may be at each station.  When complete, the team receives a clue and moves to a new station.  Once all teams have completed the amazing race or participated for a pre-determined amount of time, have each team demonstrate their team cheer.

The “Safety Guidelines for Physical Activity in Alberta Schools”, suggests minimum guidelines related to equipment, instruction and supervision, to ensure the safest possible physical activity experiences for students. A physically and emotionally safe environment is essential if students are going to learn and have fun!

Challenge Ideas

Choose challenges that will allow your students to have fun while learning and developing the knowledge, skills and attitudes necessary to achieve the learning outcome(s).  A small sample of these kinds of activities is included in this handout.  Always be sure to maximize the amount of time students spend being active; the limit is your imagination! 

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!
BEAN BAG FROG LEAP (Physical Education – Application of Basic Skills)

Equipment:  4-5 playground balls, 10 beanbags, 9 polyspots or other targets
· Let go of your team rope.  

· Each of the 10 frog beanbags must land on a numbered polyspot marker.  Each team member must take a turn holding a frog on top of a playground ball behind the indicated line, and bouncing the ball to propel the frog in an attempt to have it land on a polyspot marker.

· Once all frog beanbags have “leaped” onto a marker, add up your total points for the challenge and your team will receive the clue.

THE ROPE TURN (Physical Education – Basic Skills)

Equipment:  None - team rope included in backpack
· Let go of your team rope. 

· Each member of your team must get through a turning rope twice without touching the rope – this includes the turners.  Each team member must first get through the rope individually, and the second time through linked with one other teammate.  The rope must spin continuously - don’t forget the turners must also run through!  Should the rope touch a team member, the entire team must begin again.

· Once all team members have run through the rope alone and with a partner, your team will receive the clue.

CROSSING SYLVAN (Physical Education – Teamwork; Health – Group Roles and Processes)

Equipment:  pylons or rope to identify the “lake” boundaries, 3-7 polyspots
· Do not let go of your team rope.

· Your team must cross the “lake” by stepping only on polyspot markers.  One teammate’s foot must be on a marker at all times or the marker will float away.  Markers can be passed to the front of the line.  Should any team member touch the “water” or let go of the team rope, the entire team must return to the start and begin again.

· Once your team has crossed the lake, your team will receive the clue and receive 10 points.  One point will be lost each time a team member lets go of the team rope during the challenge.
GUTTER BALL RACE (Physical Education – Teamwork)

Equipment:  bucket or container, small ball, gutters (empty paper towel or toilet paper rolls cut in half lengthwise)

· Let go of your team rope.

· Use the gutters to roll the ball from the start line into the bucket.  Should the ball touch a team member’s body or fall to the floor, the entire team must return to the start and begin again.

· Once the ball is guided into the bucket, your team will receive the clue.
DETOUR! (Physical Education – Communication; Health – Interactions)

Equipment:  Pylons or rope to identify boundaries, 4-8 foam footballs
· Let go of your team rope.  Your team must choose to complete ONE of the two following challenges;

BLIND SIGHTED CATCH

· One team member will be blindfolded and must catch 20 sponge footballs thrown by the remaining team members standing 4 meters away.  All team members must take a turn throwing a football.  Once 20 footballs have been caught, you will receive the clue.
       BLIND SIGHTED THROW

· All team members but one will be blindfolded.  The person who is not wearing a blindfold must catch 20 sponge footballs thrown by the remaining team members standing 4 meters away.  All team members must take a turn throwing a football.  Once 20 footballs have been caught, you will receive the clue.

PROJECT MATCH UP (Great review for any concept)

Equipment:  game pieces describing the concepts, definitions and images to be matched up
· Do not let go of your team rope.

· Remove the pieces from the envelope and re-create the table matching the concept, definition and image.

· Check your answers with the challenge leader.  When all answers are correct, your team will receive the clue and receive 10 points.  One point will be lost each time a team member lets go of the team rope during the challenge.

CRITTER CRAWL (Science – Small Crawling and Flying Animals)

Equipment:  one eagle, dog, house fly and spider card in an envelope, numbered cards placed face down – be sure to include four 2’s, four 4’s, four 6’s, and four 8’s.
· Let go of your team rope.

· Choose one card from the envelope.  Your team must collect all four cards in the deck of cards that match the number of legs of the animal you have chosen.

· Team members will travel one at a time to the cards, and turn over one card.  If it is the correct number card, bring it back to the group.  If it is the incorrect number card, place it back on the floor face down.  Every team member must travel in such a way that they are moving on the same number of body parts as legs of the animal you have chosen

· Once the team has collected the 4 appropriately numbered cards, you will receive the clue and receive the number of points represented by your cards.

OPTIC DIRECTION (Science – Light and Optical Systems)

Equipment:  hand held mirrors, e.g., locker mirrors, one light source, star targets
· Let go of your team rope.

· Using the mirrors, your team must direct the light so that it touches every star on the obstacle course.

· Once the light is touching all of the stars, you will receive the clue.

PEANUT BUTTER JELLY (Physical Education – Communication; Health - Interactions)

Equipment:  None – material included in backpacks
· Do not let go of your team rope.

· Your team must stand in a line shoulder to shoulder and connect your leg to the teammates leg beside you.  Once all legs have been connected, your team must travel to the designated end line, cross the line and return back to the start.  Should any team member fall to the ground, the entire team must return to the start and being again.

· Once your team has returned to the start line, your team will receive the clue.

MAGIC 15 (Math – Number Operations)

Equipment:  a variety of multiplication, addition, subtraction and division cards in an envelope, a deck of cards placed face down in a hula hoop at least 10 meters away

· Do not let go of your team rope.
· Your team must travel from the start line to the cards where one team member will choose a card.  The team will then bring the card back to the start line and repeat the process until each team member has chosen a card.  Using the cards your team has collected as well as the operation cards found in the envelope, the challenge is to create an equation to which the answer is 15.  You may add, subtract, multiply or divide the numbers, and your team has the option of eliminating one card.

· Once your team has created an equation to which the answer is 15, your team will receive the clue and one point for each card used in the equation.
NUMBER BRIDGE (Physical Education – Teamwork)

Equipment:  cards numbered 1-30, stopwatch or timer, rope or tape to indicate boundaries

· Let go of your team rope.

· When the challenge leader signals to begin, your team will travel to the number bridge, start with the number 1 and count to 30.  Each number must be called out loud when one team member touches that numbered card with their hand.  No body parts are allowed to touch the ground inside the boundary lines and the numbered cards cannot be moved.  Should any body part touch the ground inside the boundary lines, the entire team must return to the start line and being again.

· Once your team has completed the challenge in 30 seconds or less, your team will receive the clue.

RING IT (Physical Education – Communication)

Equipment:  10 quoits, rubber rings, or rolls of masking tape, 2 pylons, pylons or markers to indicate boundaries

· Let go of your team rope.

· Two catchers on your team must each catch 5 rings on a pylon thrown by team members 3 meters away.  All team members must take a turn throwing a ring.

· Once each catcher has caught five rings, you will receive the clue.

LEADER OF THE PACK (Physical Education – Communication; Health – Interactions)

Equipment:  equipment to create an obstacle course – e.g., chairs, hoops, pool noodles, elastics
· Do not let go of your team rope.

· One leader from your team must let go of the team rope while all team members are blindfolded.  Without touching the team, the leader will lead the group through the obstacle course.

· Once the group has completed the obstacle course, you will receive the clue.

SAMPLE PLANE TICKET:
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SAMPLE LETTER CLUES:

	B 

The

Amazing Race For School Communities
	B 

The

Amazing Race For School Communities

	 B 

The

Amazing Race For School Communities
	 B 

The

Amazing Race For School Communities


The Amazing Race for School Communities

TEAM CANADA

Welcome to the race!  Before getting started, your team has five minutes to complete the five following activities.

When complete, wait for the signal to begin.

1. Provide every team member with a bandana to be worn.

2. Place all team tickets in the team bag.

3. List 5 things the team knows about your country:

4. Create a team cheer.

5. Get ready to start by placing your team backpack against a wall and having all team members hold on to the team rope.

Team Name:

	CHALLENGE NAME:
	

	Points:
	

	
	

	CHALLENGE NAME:
	

	Points:
	

	
	

	CHALLENGE NAME:
	

	Points:
	

	
	

	CHALLENGE NAME:
	

	Points:
	

	
	

	CHALLENGE NAME:
	

	Points:
	

	
	

	CHALLENGE NAME:
	

	Points:
	


    FINAL ANSWER:





























































“ATTITUDE is a little thing that makes a BIG difference”








Intended Audience:  Grades 1-12 Teachers


Workshop Outcomes


Participants will:





Participate in the amazing race for school communities to support student learning of the physical education, health, math, language arts, science and social studies program outcomes.


Become familiar with instructional strategies to foster cooperation and fun.


Identify opportunities to access ongoing support and resources.
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Which outcome will students be working to achieve?








What will I accept as evidence that learning 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 safety considerations for the activity? (Check the “Safety Guidelines for Physical Activity in Alberta Schools” document as well as your District policies)








What activity 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 all students?
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