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Planning for Physical Education

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. We can start the planning process with the program outcomes, an activity, assessment tools, or an existing unit or lesson.  What’s important is not where you start, but that all elements of the final plan support student learning and achievement of the program outcomes.

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

· Which outcome(s) will students be working to achieve?
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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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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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· What will I accept as evidence that learning has occurred?  What assessment or evaluation tool will I use?

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

· How will I organize the activity to ensure learning for all students?

· 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)

Assessment/Evaluation

Sample assessment and evaluation tools for the specific outcomes included in general outcome B – Benefits Health, 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).
Safety and Instruction

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!

Consider the following management tips when planning for quality learning experiences with a large number of students:

· Stick to Routines!  Establish a signal for stopping and starting activities (e.g., a whistle, drum, hand clap) and practice using it!  Consider using both an auditory and visual signal and whenever possible, write directions/expectations on a chalk or whiteboard.

· Get Moving!  Students want to and need to move - be sure to maximize activity time for all students during physical education classes.  Consider teaching a variety or warm up activities that can be played with two or seventy students. As students enter the gym, post the name of the warm-up activity for the day in a prominent place.  Those who are ready for PE will be active right away without needing instruction, allowing you the time to address the needs of those who are ill, injured or late.  Ensure that all students have access to equipment and eliminate waiting in lines or sitting out whenever possible.

· Safety First!  When many students are moving in an activity space, it is important they can identify safe areas to stop to tie shoelaces, stretch a muscle, catch their breath, etc.  Reinforce the importance of stopping on the sideline as opposed to in the middle of the activity space.  Encourage students to take care of each other and take responsibility for their actions, which in turn will create a safe activity environment.

· Pack the Sneakers!  Staff role modeling participation in physical activity is a powerful motivator for students.  Be sure to participate on the perimeter of the activity space, which will allow you to see and supervise all students at all times.

· Have Fun!  There are many benefits to participation in physical activity, some of which are reduced stress and anxiety, increased energy levels and improved fitness.  Health Canada recommends that adults accumulate 60 minutes of physical activity everyday, so join in and get active!

Alberta Education’s Daily Physical Activity Policy Statement

Starting in September 2005, school boards shall ensure that all students in grades 1-9 are physically active for a minimum of 30 minutes daily through activities that are organized by the school.

Guiding Principles:
1. Schools have the responsibility of creating and nurturing a learning environment for students that supports the development of the life-long habit for daily physical activity and for healthy lifestyles.

2. Daily physical activities should:

· Vary in form and intensity

· Take into account each student’s ability

· Consider resources available within the school and the larger community

· Allow for student choice

Procedures:
1. Boards have the flexibility to use instructional or non-instructional hours to implement Daily Physical Activity.

a. Physical education classes are an appropriate strategy to meet the Daily Physical Activity requirement.

b. DPA should be offered in as large a block of time as possible but can be offered in time segments adding up to the minimum 30 minutes per day (e.g., two fifteen minute blocks of time for a total of 30 minutes).

c. DPA can be incorporated throughout the day and integrated into other subject areas.

2. School boards will monitor the implementation of DPA to ensure that all students are active for a minimum of 30 minutes daily.

3. Exemptions from DPA may be given by the principal under the following conditions:

a. religious beliefs – upon written statement from the parent to the principal

b. medical reasons – certification to principal by a medical practitioner indicating in which activities the student is not able to participate.

Guide to Education:  ECS to Grade 12 September 2005, pp. 32-33

www.education.gov.ab.ca/k_12/curriculum/bySubject/dpa.asp 

The implementation of the Daily Physical Activity (DPA) Initiative has many school communities thinking about creative ways of scheduling daily physical education.  Scheduling two classes of physical education in the gym at the same time is a common solution.  As a result, many teachers are faced with providing quality physical activity opportunities with a large number of students!

Activity Ideas

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!
WARMING UP THE MASSES
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( It Tag


Equipment:  Obstacle free playing area

Organization:  Everybody is “it”. Everybody is trying to tag everyone else.  When tagged, players kneel down on one knee until another player touches them on the shoulder (this can be any player other than the one who tagged), and they stand up and are back in the game!  Players who tag each other at the same time both kneel down.

Variation:  Students each have a partner.  Same game as above, except only their partner can touch them on the shoulder to get back in the game.  Once both partners are tagged, they are out.  Try groups of 5-8 students where there are 4-7 other players in your group who can free a tagged player.

( Colour Game


Equipment:  30+ Colour Game task cards

Organization:  Create task cards that list 3-5 items in the activity space that can be touched.  E.g., with your hand, touch something black, a circle, and a teacher; with your toe, touch a poster, something metal, something orange, and a door.  Students will read a task card, run to touch the identified objects and come back to read another task card.  If students are too young to read, use pictures!  Increase the level of difficulty by having students travel with a partner or two!

( Snake Pit


Equipment:  CD player, upbeat music

Organization:  Groups of three students start with two on sideline “A” and the third on sideline “B”, approximately 20 feet away.  When the music begins, the first student on sideline A sprints to their group member, who sprints back to sideline A when tagged.  Continue sprinting until the music stops

( 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!

MOTIVATING THE MASSES IN ALTERNATIVE ENVIRONMENTS 

Students participate in a variety of land-or water-based activities in alternative environments.  The selection of activities will depend on the climate, resources and facilities available in the school or community.
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( Animal Game


Equipment:  Life cards of various animals, “Chance” cards, map of playing area boundaries, skipping ropes.

Organization:  Discuss the concept of a food chain.  Create life cards for animals on the Animal Game food chain – more life cards for those animals lower on the food chain:  e.g., 

        Human 





Eagle
         Wolf




         Fox

     Deer




  
Rabbit    Snake

      
       Mouse

A life card can be a piece of laminated construction paper with a picture of the animal, with a hole punched in one corner and an elastic pulled through.  Be sure to use different colored paper for each animal.  The Animal Game is one giant game of tag, where the goal is to tag as many animals as possible that are lower on the food chain.  Each time an animal lower on the food chain is tagged they give one life card to the tagger, i.e., wolf tags rabbit and collects one rabbit life card.

Before beginning play, be sure to outline the boundaries of the playing area.  Animals lowest on the food chain receive the most life cards and enter the playing area first – e.g., Mice each receive six life cards and enter the playing area first, rabbits and snakes receive five life cards and enter the playing area one minute after the mice, fix and deer receive four life cards, etc.  The human only receives one life card, is the last to enter the playing area, and also receives a sponge ball they can throw to tag animals.  

Should any animal lose all of their life cards, they return to “base” (a bench on the tarmac or in the gym) and jump rope for two minutes before choosing and reading a “Chance” card.  Chance cards explain a situation that will impact the playing area, students read the card, take the appropriate number of life cards and re-enter the game.  Sample Chance cards include:

· Rabbits have over reproduced and as a result the food supply is low.  As a rabbit, you now only have two life cards.

· A genetically engineered plant has mutated and been eaten by the deer.  You are now a deer immune to all viruses.

Variations:  Consider adding the elements of virus and natural disaster to the game.  While distributing life cards, slip a white “virus” card with one animal.  When the animal with the virus is tagged, they receive all but one of the life cards from their tagger, regardless of position on the food chain; i.e., wolf tags deer with the virus card, deer receives all but one life card from the wolf.  If the wolf only has one life card left, it is given to the animal with the virus and the wolf heads back to base to skip and choose a Chance card.

( Orienteering Review


Equipment:  one clue sheet for every pair of students

Organization:  Have students place a hand over their chest or take their pulse to feel their heart rate. Challenge pairs of students to work together to find the correct answers and solve the final equation.  Post a number in the location of each correct answer.  Consider including an explanation or probing question in the locations of incorrect answers.  The challenge is not only to complete the final equation, but also to keep the heart rate elevated throughout the search!  Encourage students to check their heart rates often – use heart rate monitors if they are available.  When finished, students return to the gym to cool down by drinking water and stretching.  

#1 – Which meal of the day is the most important:



Breakfast – GO TO the basketball hoops



Lunch – GO TO the entrance to the gym



Dinner – GO TO the north soccer goal

#2 – Running without shoes is…



Good for my knees and back – GO TO the portables



Might hurt my knees and back – GO TO the bench of the east baseball diamond

#3 – The sun rises in the…



East – GO TO the elementary bike racks



West – GO TO the playground slide

#4 – I’m 10 years old, my maximum heart rate is…



190 – GO TO the evergreen tree farm



210 – GO TO the fire exit door of the gym

#5 – To be healthy, we should be active for how many minutes everyday…

        

60 minutes – GO TO the SW corner of the field



90 minutes – GO TO the garbage can on the tarmac

#6 – You and a friend are skating on a very cold day.  Your friend complains that her hands are cold as she 

takes off her mittens.  You might guess her hands are frostbitten if they are…



Red – GO TO the picnic tables



White – GO TO the nearest water fountain


_____ + _____ - _____ x _____ + _____ - _____ = _____


   #1
 #2        #3          #4
         #5
       #6
   Final Answer!

MOTIVATING THE MASSES WITH 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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( 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:  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.

( Active Relaxation


Equipment:  One mat or mat space for every student

Organization:  Yoga, Pilates, Tai Chi and other forms of stretching and relaxation are great ways to improve fitness and manage stress.  Consider inviting a yoga instructor from a community organization to lead your students through a session, or play some soothing music and try the Tense?  Just Relax! activity from the Teacher Resource – Activities – General Outcome B – Grades 4-6 – Well-being section of the Physical Education Online website, www.education.gov.ab.ca/physicaleducationonline.

MOTIVATING THE MASSES WITH INDIVIDUAL ACTIVITIES

Students participate in running, jumping and throwing activities; individual manipulatives; combative or self-defense activities, and target activities.
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( 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:  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).

MOTIVATING THE MASSES WITH 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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( Squirrel’s Tail


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.
( Human Foosball


Equipment:  4-6 indoor soccer ball/sponge balls, pool noodles cut in half/pinnies

Organization:  Like the table game, the object of human foosball is to score goals by kicking the ball into the opposing team’s net.  Two teams play against each other.  Groups of 5-6 students are connected by holding half a pool noodle, or pinnie between them.  Team A holds yellow pool noodles, team B holds pink pool noodles.  Start in the centre of the playing area with one row of team A facing one row of team B.  Alternate teams behind them, i.e., a line of team B stands behind team A, and a line of team A stands behind team B.  Ensure that a defensive team is standing directly in front of their goal.

Each line of players may move to the left or right, forward or back to play the ball, but they are not permitted to pass the lines in front of and behind them.  They must stay in order – as do the wooden players on a foosball table.  Should a line of players break apart, that line is not permitted to play the ball until they have reconnected.  This means that they are all holding on the pool noodles and are all standing.  For safety reasons, the ball must be played at waist height or lower.  If a ball is popped up, play is stopped and a free kick is awarded to the other team.  All other soccer rules apply.  If playing in a gymnasium, the walls are considered in bounds.

Variation:  Start with one ball to allow students to get used to communicating and moving together, and then add a second, third and fourth ball!

( Pinball
Equipment:  Obstacle free area, 8 pylons, 8 whiffle/cosom balls, 4-5 sponge balls

Organization: Evenly space four pylons at the end of the activity space and balance one whiffle ball on top of each pylon.  Divide the class into two groups who play on either side of a centre line.  On the signal to begin, the teacher throws the sponge balls into the activity space and students begin to throw/roll the balls in an attempt to knock down the other group’s whiffle balls.  Remove any cone and balls that are knocked down.  Should a student be hit by a sponge ball during play, they move to the side and complete a pre-determined activity before joining the game again (e.g., 15 jumping jacks, 20 bench step-ups, 15 wall jumps, 20 foot touches – opposite hand to opposite foot and the pattern is “inside-inside-outside-outside”.
( Berserk!


Equipment:  Two balls (or other rolling objects) for every participant

Organization:  Students start scattered throughout the activity area.  A referee and a timer are needed to start the activity.  The timer starts the clock when the referee scatters the same number of balls as participants in the activity area.  The challenge is for the group to keep every ball in the activity area moving for as long as possible.  Should the referee see a stationary ball, they point at yell “berserk!”.  The group is allowed six penalties or “berserks” before the time stops.  The timer adds one more ball to the playing area every 20 seconds.  Choose a new timer and referee and being again!

Variation:  Try berserk with balloons or other light objects that must be kept in the air as opposed to keeping balls moving on the ground.  Be sure to check for latex allergies before planning balloon activities.

MOTIVATING THE MASSES WITH 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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(Hip Hop Dance


Equipment:  CD player and music

Organization:  Lead students through a few of the Hip Hop moves listed below or provide the students with a list of moves and have them create a sequence in groups of 2-10 that includes at least 4 different moves of four counts each (choose from those listed, or create your own!).  Select music that has a strong four-count beat.  Suggestions include but are not limited to:  Jenny From the Block, Jennifer Lopez; Crazy in Love, Beyonce, Miami/Getting Giggy with It, Will Smith

	Attitude:  Cross arms at chest.  Turn to right and tap right foot for four.  Lean back and show “attitude” in your expression.  Repeat on the opposite side.  Continue pattern.
	Raise the Roof:  Pretend you are holding an object or pushing up the roof.  Two hands raised together on one side of your body above the head.  Four counts then change to left side.

	Fish:  Place hands in “praying” position at waist.  Flick hands at wrists three times to the right followed by a clap.  Hands should be placed near body and move slightly higher with each motion.  Clap should end up at head level.  Repeat on the opposite side for four.
	Round’em Up:  Roll hands over each other like a boxer for two counts (Tweedle).  On next two counts face palms up and forward.  Bend elbows bringing hands back to chest two times on left side.  Tweedle for two counts then elbows back for two on right side.  Repeat.

	Push Down:  Opposite to “Raise the Roof”.  Push down with palms facing the floor, 4 times on each side.  Tap foot of same side 4 times as well simultaneously.  May adapt to two pushes on each side and two taps.
	Robocop:  Body faces forward and throw right elbow out, then left, then bring arms in together and swing downward beside hips for two counts while swinging body outward at the hips.  Repeat for four counts.

	Step Clap:  Take one big step to the right, drag left foot to close with right while clapping once.  Then take a big step to the left.  Continue alternating sides.
	Butterfly:  Face knees and hands together inwards.  Close and open by crossing limbs in and out simultaneously.

	Wave:  Make wave motion in front of body like an “s” shape with two dips.  Alternate arms, two waves on each side.  Bend knees and bounce body slightly with motion.
	Jackson:  Touch shoulders, cross over hands on chest, slap thighs, turn feet “in”, “out”, “in” while head turns sharply to the right.  Repeat.


( Make-a-rena


Equipment:  CD player, music

Organization:  Lead students through a few line dances, Macarena, Cadillac Ranch, Cotton Eyed Joe (steps to a number of line dances can be found in the Teacher Resources – Teaching Tools – PDF Resources section of the Physical Education Online website, www.education.gov.ab.ca/physicaleducationonline.  Then challenge students to make their own dance or practice and perform a line dance.

Variation:  Videotape the dances and show to students at a younger age level to promote participation in physical activity.  Take pictures of the students dancing and post around the gym or include in a school newsletter.
MOTIVATING THE SCHOOL COMMUNITY!
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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.  The following activities are adapted from the Ever Active Schools Promising Practices:

( Turkey Trot (K-9)


Equipment:  A pre-determined route, stopwatch, class list, parent and community volunteers!

Organization:  After learning about running technique and pace, and as a warm up for the Turkey Trot, challenge students to walk, run or jog a pre-determined distance, e.g., grades K-3 - 1km, grades 4-6 - 2km, grades 7-9 – 3km, grades 10-12 – 4km, staff – same distance as homeroom.  Record the time it takes for each participant to complete the route.  Students set a goal as to the time it will take them to complete the same route on the day of the Turkey Trot.  Schedule all classes to walk/run/jog the day of the turkey trot and invite parents and community members to take part.  Consider rewarding the students who best estimate their completion time with a donated frozen turkey or Cornish game hen!
( MOGA Madness (7-9)


Equipment:  The imagination of the members of your school community!

Organization:  MOGA – Most Outrageous Group Activities are active living challenges created by youth, for youth.  The Canadian Intramural Recreation Association (CIRA) compiled a treasury of MOGA activities in 1998.  Using these to spark ideas, consider challenging students to plan their own active MOGA event!  Sample MOGA activities for large groups include:  MOGA Tractor Pull in a farmer’s field with four teams of 100; Giant Centipede Walk; Can-A-Rama where students created a 3.5km “assembly line” and passed cans of food that were donated from a local grocery store to their school field.  Each student had a short jog to pass a can to the next student.  All 1890 cans were donated to charity.
Resources

1. Alberta Education

Daily Physical Activity School Handbook, 2005

www.education.gov.ab.ca/k_12/curriculum/bySubject/dpa 

2. ABCD’s of Movement for Grades 1(6, Edmonton Public Schools, 2002.

LRC $58.00 each grade level, www.lrc.education.gov.ab.ca
3. Activ8, Grades 1(3, Grades 4(6, Grades 7(8, The Foundation of Active Healthy Kids, 2003.  Free of charge!  www.activ8.org
4. Be Fit For Life Network, www.befitforlife.ca 

5. Health & Life Skills Guide to Implementation K-9, Alberta Education, 2002.

English:  LRC Product #475964, $26.18

French:  LRC Product # 529315, $26.18

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

6. MOGA Madness, Canadian Intramural Recreation Association, 1998.

CAHPERD Product AL-TMM-E, $20.00, www.cahperd.ca. 

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

Product MTI001E, $25.00, Active Living Alliance for Canadians with a Disability, www.ala.ca 

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

English:  LRC Product #425597, $14.75

French:  LRC Product # 461335, $14.75 

Online at www.education.gov.ab.ca/physicaleducationonline
9. Physical Education Online

A collection of activities linked to the Alberta Physical Education program outcomes, teaching tips, interactive skill video clips, and much, much more!

www.education.gov.ab.ca/physicaleducationonline - www.education.gov.ab.ca/educationphysiqueenligne 

10. Ready To Use P.E. Activities for Grades K-2, 3-4, 5-6, 7-9, J. Landy & M. Landy, 1992.

LRC, $44.75 each, www.lrc.education.gov.ab.ca
11. Safety Guidelines for Physical Activity in Alberta Schools, Alberta Centre for Injury Control and Research (ACICR) in conjunction with many partnering organizations, 2000.

LRC Product #517063, $18.75, or online at www.med.ualberta.ca/acicr



Intended Audience:  Grades 1-9 Teachers


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.
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