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FOREWORD

In the "good 9ld daye" instruction in health, pnysical educa-

tion, and recreation was siuply not cornceived to he the task

. of our putlic schools. Each child had his choree to perfomm,

chores involving strenuous physical activity. HRecreation was
largely a family affair and a child learned all he needed to
know about health from the family's "Jdoctor book".

The growing complexity of modern scciety has brought these
areae of instructiun under the purview of the school. As a
result, whers adequate piograms of instructiun are in being,
the c¢hildren of tho community are vastly botter informed about
their own physical being and how wo care for it. They develup
a mnuch bwwacer interest in recreational activities and develop
wmore s«ilis to a higher degres of porfection.

'This makes for a better person and a bstter citizen which ie

after all, the primary objective of any public school.

; ‘ S T B o
Our curriculum guide gives concirete evidence of the high -
quality prograp available to the ‘children of Volusia County.
When these guiding prirciples are put into practice by skilled
and knowledgesble teachers, an outstanding program of instruct-

" 1on'will be the inevitgble result, i ..

t Gl oAl

John H. Seiley

- County Superintendent
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Poobe il ve -0 1o PREFACE

Fot only does cur guids give concrete evidence of the high
quality prozram availabls to the children and youth of Volusia

" Ceinty; it fuinishes a set of working papers complete with
perspective, purposes, aims ard elaborate attention to dagerib-
1ng a great variety of aoctivities. (3 . .o : -, _ ‘ -

This excellent guidé encourages physical educstion teschers to -
s6i28 wach opportunity to weld the schools contribution to a
physicel dévelnpment with other school efforts to secure the
mental health and personal well being of every pupil. No area

' ' of the stheols respimeibiiity provides a greater.prangz of -

. activities svhich can support pu.pil choicea e.nd self’ dlrection.

Toamd A ff'r ‘f' R

We reoop,nize and appreciate the ext.enaive erfort reqxd.red of our
* teachers in produstion of:this guide and commend it to sll of our
plvsical oducatiorn taa,chera for ite effect:lvs use,

| I Juwlisn B, Markhan
SN andy  Ereode P Dirsctor of Bducation

—
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I. PHILOSOPHY OF PHYSICAL EDUCATIOH—FIMSS
A, Purposes and Aime

1. Bu:ud dynamic fitness for today and tomorrow through activitiec
selected to increase strength, viger, and functional organic
capacit.y. » . .

2. Devslop physica.l ability and body coordination by providing a
varied program of activities that dema.nd the use of many
differuent skills.

3. Develop among boys and girls of today, meaningful and vitalized,
recreational habits and interests that will carry over in parti-
cipation of post school physical activities.

- , 4. Educate for behavior upon the principles of good sportsmanship,
E thus building toward good cha.ract.er and better citizenship.

)?. Place in the Curriculum

T Physlcal Education in the Elementary Schools 18 an m egral
part of the total schcol program. It is designed to jive the
child the opportunity through moverent to learn about the
wondsrs of his Lody, the "world about him" as he participates
in a variety of movement activities, the stimulation of creat-
iveness, of making choices and decisions, of solving problems,
and of exploration,

2. Physical Education through proper motivation and a provision
of meaningful experiences helps to promote healthful growth
and developmunt of the "whole child", physically, mentally,
and socially.

C. Basic or Guiding Principles Foi /n Effective Program

In planning an effective physical education program for the
olementary school, the following guiding principles should
bs considered.

1. Physical education is education taking place through
interrelated purposeful actions.

2. Physicel education includes a sufficient amount of big
muscls activity to acquire correct organic develojmant.

3. Physical educat:ion undertakes the introduction of basie
skills for higily c ganized sports through the use of
lead-up gamcs and modiZied rules.

4. Physical education is the development of recreational
habits and interests that carry over into post school
hours through a varied program of activitiea,

‘8



5.

10,

Physical edication should present activities in such a
mannsr that they will be educational and enjoyabla.

Physical education should be included daily in t:he school
progran as it is an ercellent tool in seeking release from
everyday tensions, problems, and fatigue.

Physical education contributes to mental dcvelopment by
giving careful consideration to activities _hat aid in
the ability to reason, to exercise judgement, and to
solve problenms,

. Physical education shovld be planned ard presented in a

manner that aids in the developnent of character and
the social graces,

Physicm education should provide an instructor as the
model of inspiration through her or his active participa-
tion in ali activities.

Fhysical education should be pla.nned to meet the needs

-of each individcal child and the competition offered
_ should be within the framework of the child's world.

N

N\
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IX. SUGGESTED PROGRAM OF ACTIVITIES

A,

R

Scope and Sequence of Activities
(Specific Aetivitiea For &.ch Age Group)

1. K:lnde gu'ten

'I'hie eection, eomcami.ng the kindergarten child, has been

" -inoluded in the physical education guide to pennit kinder-
garton “sachers, primary teachers, physical education teachers,
and othe. educational personnsl to become aware of the exper-
iences and growth patterns of children and the continuity of
thelr learning activitiés in early childhood. The growth and
developmental chsracteristics of children in this period shows
the need for many learning experiences in a variety of physical
- education activities and skilla, «

Active games to give the child proper development in
large muscle activities.

(1 Come A'Long (ooa page 21»)
(2) Charlsy Over The Water i
() Hit the Box (See page 24)

Dramatized rhythms to develop the eeneé of
rhythns and mtarpretationa ‘

Marjorie Dow - !
Jacx in the Box . - -

| J.g hmkory, Dickory, Dock

e

Singing gamnas to dpvulop a senu of responding to music
(1) Yulberry Bush

sz Bluebird
{3

Looby Too - -

thdamenta.‘l. rhythna to dwelop locamtive movement

l) W&lk n

2) Rwm

3; Skip 4 ‘ ) L
B Hop . i .. cunoalln

) N T

Self-testing and stunts to develop strength,
agility, vigor .md bod;v eortrol ‘

1) Duck Walk _
2) The Ostrich i * 7w
3) Forwnd Boll < - ¢

- P
Lt e Y KN <G {

c:l.aumou ga.u to hpmve Hnger dexterity
and arm and leg ooon!:lnation o

g i Ten Litt1s Pingers {.¢.
Bock-a-bye-Baby
“10
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2. Grade 1
The areas of growth tha.t. are promobed by the physical
education classes in the elementary sci.ool include co-
ordination and power, socialization, conduct, and creative-
ness. The activities used as a means to promote this growth
_fall into four major fields: games, self-testing activities,
rlwthmic activities, and apecia.l conditioning activities.

.5. Gmas and Contesta :

L , (1) Coo:@’g_@_g_g gd Power. - In grade one emphasis is

“«.. iry .+ ., on developing ability to manage objects in games.

- : » .+ Types of activities include games of low organiza-
tion such as chasing and dodging games.

(a) Stoop Tag .: - (See page 27
(b) 014 Mother Witch(See page 25
¢) Sam Snitch 2See page 26)
(d; Call Ball . . (See page 24)
e) Teacher Ball .. (See page 27)
f) . Target Toss ... (See page 27)

.. (2) Socialiwzation and Conduct. Games and contests provide
cpportunities for learning in the areas of socializa-
tion and conduct. The emphasis is in learning to
follow rules, share turms, and have fun in games, It
38 at this grade level that children begin learning
to care for game equipment. |

N <2a) Mother Goose Party -
b) Halloween Party
(c) Valentine Party

(3) Creativeness. Games and contesta provide opportunities

in developing dramatic play and originality in imitative

« ;. games thereby rromoting growth in the area of creative-
ness. The activities would include dramatization of
stories in movement, nursery rhymea, and follow-the-

leader type games. L
(.s; Did You Ever See A Laasie?v See page 74)
2b Simon Says ‘ See page 31)
M oa (e) Find the -Leader . ;\ s+ - . (See page 32)
fren e B coE
(4) EM&L&.@A&M_;
wioy PRI '\ 4

Endurance and agility . . ¢,
Important basic ekills
<l +; Cardio-respiratory development
Enjoyment, :rn & .5 binsoavin b
i‘ Sportsmanship
g; 15314ty to follew directions
o h) Proper use of equipment . :

114¢

g Muscular development : @ ..
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b, Self-Tusting Activities

(1) goordination gnd Power. Self-testing ac*ivities
R o provide excellent opportunity in promoting growth
’ "~ in the aress of coordination and power. There

. gshould be a strong emphasis in developing balance,
ability in stunts, ability in handling objects,
and ability in hanging, climbing, and jumping.

"~ Types of activities requiring equipment should
inciude activities using mats, balance beam, stall
bars, rings, jungle gym, climbing ropes, box, spring
board, and jump ropes. Suggestions for activities

' beth with and without eqtd.pment include:

(a.) Animal 'ualks : (See page 61)
. (1; Cradb walk -
52 Rabbit walk
3) Chicken walk
On mat: two consecutive forward and backward rolls,
On line or balance beam: walk forward and backward,
- and walk with object on head.
Bouncing a ball and rolling balls at a target.
From rings: ewinging and sitting in rings.
Frem stall bars: hanging and side swinging.
From jungle gym: c¢limbing.
From ropes: hanging and ewinging.
From box: Two-foot take off; and stand and
jm Off. v [

b v i (2) Boelaliwation and Conduct, . Stunts provide opportunities
oo T ES St st fopr growth in the ability to walt for one's turn, in
S s et wnt L developing thoughtfulness for others, in learning to
S LT s s poespt responsibllity for the care of equipment, and in
acquiring aoc.tal concepts through imitative stunts.

o o

3

Irog O QL
Nt e N St v s gl ¥

(3) Creativeness. Self—testing activities should provide
opportunities to be creative,” Children should hLave
‘ the opportunity to make up simple stunts. Such crea:ive
weut potivities niaht mclude. :

{b Ball bouneing

Rope Jumping
{o) Apparatus stunts

S
o
~~
=
S
u
'
E :
- - h T
L

Enjoyment. <.-."\ ":7 . \‘.
Solf-conﬁdence [

ERIC St S N
= 12t

TR OO CE -
tﬁ
E
[

Y e
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c¢. Rhythmic Activities - -:

(1) Coordination and Power. ' In order to promote co-
ordinaiion, experiences are provided in fundamental

movements and in design using accent and tempo.
‘I‘he follow.lng types of activities are suggested.
(a) thdamental locomotor movements walk, run,
- skip, gallop, hop, and jJump.
T (b) Axial moverents: bend and stretch, sway end
et svd.n,g whirl a.nd twist, rise and fall.

(2) Sggtgli&lwm Rhythuic activities should
provide opportunities for children to learn to dance

with others provi.ding growth in the area of socializa-
tion, The following activities are suggested:

(a) How Do You Do, My Partner? (See page 72)
éb) Chimes of Durkirk - (See page 75)
“(e) Shoemaker '8 Da.nce - {see page 73)
(3) Cneativeneas. Rhythmic activities should contribute
to developing creative earnression.

f a) Phyt,}anic activities shoula include creative
: experiences in fundamental movement. The
"s -+ activities might include all the locomotor
¢ -and axie) movements. suggested under coordination
and sccislization. |

T ;= (b) . Creative oxperiences ir ideas and mood should be

Coosra et e e v ineluded. The activities maght include: impersona-

B RS oo tions of animals and cheracters, and impersonations
R - the elementa of rature, such as wind, rain and sun.

(h) ..T‘gsireg ﬂgs;cal Qu;oomew.

‘e

R . (a) Beauty of novement L
T tal o (b) Body control : . -«r. .
c) Ability to keap time uit.h musie
d) Good pusture
(o Coordination .‘;‘ |

d. Special (bnditioninr ct.:lvitiea

(1) ¢Coordination and Power. Special corditioning activities
should be included to give experiences in using large
body movements in telling or illustrating a story. Also
experiences should be provided emphasizing sitting and
standing properly. The following activities are suggested:

el I

a) BSoldier Boy - e ()

b) Horsey, Horsey .-i: .,

o) Fam Animals -:- .+ &

Q {d Taie of Peter Rabbit i )
e) The Elephantts Child -

130
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(2) Socialization and Conduct. The emphesis is in develop-
ing an understanding of how other people liks to see

us stand and sit. The actlivities recommended are the
saze a3 in cooxﬂimtion and power above.

(3) ‘Q_;wggg. The emphasis should be in providing
. 7. expariences using large body movements to tell or

*%iustrate an original story.
(4) Dasired Phvsical Ovtcomes. Acquisition of feeling

of satisfaction fram a comfortable, alert and bal-
anced poaition should be obt.ained.

o 3 Gra.doII v
l Gemea and Conteats o
(1) m*‘nm:a_msl._m There should be a strong

- emphaeis in Grade 2 in developing accuracy in hand-
 }4ng objécte and in developing the power to stop

o ' and ata.rt. Suggested activitiea are:
' (a.) Targat Toaa See page 27;
'{b " Beat the Bumv ST See page 28
¢) ‘Circle Stride Ba.ll _ (See page 31)
v .- (d} Teacher Ball ~ -+ (See page 27)
e) Gray Owl . ~ (Bes page 28)
b 2 w1 (£) -Pox and Gease . ‘ See page 30;
: DA - 'GardncrandScwp Seepagezs
pionow r.ow et (b)) Stone o Seo page 29)

' . The major emphasis of
gumes and contoata involve _earning how to avoid
ing"It'i 'AJ1l forms of "You Canft Catch Me" games
m uoed Suggeated activitiea 1nclude.

.....

Ea Cat a.nd Ra.t. (Ses page 31)
b) Slap Jack - “(See page 33)
&c; Hi1l DAYl Ses page 32)
d} Midnight Sn page 32)

(3) Creativeneps. In' ordar to grow in creativeness,
games should be used ‘which develop dramatic play.
Children should be encouraged to make up new games

and creats homeinade targets, games, equipment and
rules. Suggaat.ad wtiv-it‘as are:
LET nonied bromentoey e fualoco I aey
vioooag et {a) - Raac Babbita Rm S See pago 29)
e LS -2 (b)  Gardner and Scmsp - (Ses page 28)
{d)  Humteman i & .3 Jee pags 29)
. . d Harblaﬁ ey DY
SO AN * (o) Sustion Darts =~ ';:;';'.
3 Qe TS Py BO’DBMTOU‘ .-- 4 ’
R ‘l*_ e ' (4) “Bebdrea Fryotoal Outcaua: i
ceinned Bleiortown hL R

numw dmlopnnnt v

o

14'

m\duranco
e ‘; '

LR
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Importa.nce of skills
e) Cardiorespiratory deve]o;ment
(£) Good sportsmanship
. (a) Avility to mr‘erata.nd nnd tollow directions
(h) Safety ... . . -
(1) Proper use of eqnipnent,

9 AR

b. Selt’-testing activities
V s
(1) Q@rdina&,‘lon and E g . In grade 2, self-testing
activities are excellent opportunities for further
development in balance; in handling objects; and
abllity in hanging, climbing, jumping and stunts.
Suggeated unit.s mcluded. .
On ma.t, two conaecutive forward % backward rolls.
. Without equipwerit, animal walks. (see page
From stall bars, hanging and side swinging.
On lines and balance beams, wulk forward and
oo backward, and walk with ¢bject on head.
v -vo - (e) From rings, ewinging and sitting in rings.
1 1:f) f) Frm dunglg me, clmbingu
" . :: @) From ropes, hansins and svinging.
Y . o I
<o (2 M_Lmu_qm&qug& There should be experiences
i.. -, - helping children learn to care for self-testing equip~
.+ ;. .. mnt and to work together to carry out a group project.

2.0 O

e e (3) Creativeness. Self-testing activities provide an
Vg ot v Lt vy o excellent opportunity for growing in creativeness.
C st aaey o, Inventing stunts and similar activities are recommended.

g “Relaxation
Strength BT P
; . Endurgnce g )
d) Skills _
R R YRR T ) Good posture - ; .if m) Lo
Cealg olimEnb s f F’lgzdbility S,
LY e EY T ARG ”J’.' o
b .. Oo  Fhythede Actd.\{itiea sl g
: s ot ekt ag g‘,. u-:n-v_‘ . -
(1) Coordination and Powey. Rnythmic activities can
5 contritute to growth in coordinatisn and power by
eppmaidng fundamental movements using accert, tempo,
. and phrasing. A few suggeatad unita are:

i ; Iooomton——wa‘lk, run, akip, gallop, hop, and jump.

b) Axial--bend and stretch, syay and swing, whirl and
twist, rise and fall.

sc; A tempo and accent to any of the above.

d) Experisnces in désign using phasing in ball bouncing.

Q (e) Folk dances;-such as Danish Dance of Greeting.

EMC (See page TN B )
— s 15

2
~.l
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(2) Socializatdon and Conduct. The emphasis 16 on learning
to dance with others. Traditional group dances could
be used. BT R

.0 7t (a) Chimes of Dunkirk ' . (See page 73)
R  {b} A-hunting We Will Go (See page 75)
- “ (¢) How Do You Do, My Pa.rtner (See page 70)

(3) Creativencss. Rhythmic activities are good opport-
1 unitics to develop creative expression. In addition
; to the activities listed under coordination and power,
"he foLlowing are suggested. -

, (a) Impersonation of charactera, animals, toys,
Lo s v elements of nature
o« % 0 (b) Did You Ever Sees A Lassie? (See page T4)
. (c) Iooby loo ~ (See page 72)
o (d) Shoemaker'a Darne .17 (See page 71)

R e (l;) Deaired Pnraica.l Outcon'as e

(a.) Beauty of mcvement ) ,

b) Body control - Toro .
¢) Ability to keep time wit.h tha music
{d) Good posture - o

(e) Coordination ~~ il

e d Spoeial Gonditionmg Ac‘ivities . '

(1): &ea&inmo and gm_r. Special oonditioning activities
ot urvees. ... &hould be includec to give experiences ir. using large
ST 0 body movements, in teliing or ﬂlustrating a story, and
S lefrning how to _grow tall.’

{a) Activitioa for dramatizing etoriea i.n movement :
wind, leaves, rnow, rain, and at tho bwach.

{b) Activities for learning how to grow tall: good
posture, balance atunta. i

R TGN S

(2) Socialization and Copduot:’ Activities should include
expsrience ir using large body movements in telling or

i1lustrating a- story, and in dramatizing growing themes
in movemsnt . LT

(3) Creativeness. Aotivitioa obnuld include storiss encourag-
ing originality of movement and emphasize experience in
using large body movem pf,p to‘ toll_ or illustrata a story.

() aital Outcomes, A feeling of satisfaction
néd from a ecmfortable. a.lert, and balanced positicn
uJ_.g bc gb‘bﬁ.ned. ) -

~ :'.

STl
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Grade ITI e

1'

- 2,

'a. Games and Contests

Coordination and Power. In Grade 3, a simple progress is made
to athletic events. Quick responses, strategy, daring, speed,
and accuracy in throwing and catching are learned. Suggosted
activities are:

"a.‘.Sack relay LT L (See:page 48)

b. Duck, Duck, Goose : (See page 39)
¢. Three Deep - . . . L (See page 38)
d. Hook-On : (Ses page 37)
e. Bean Bag Taiget Tosa .. . ~ .(Sose page 42)
f. Bowling Ses page 39)
g. Soccer Dribble Relays See page 38)

&g;ﬂizatiog and Condyct. Emphasis should be on devolopment
of cooperativa play. Introduction slould be made of the inport-

ance of respect for the opinion of others in group games. Suggested
units might i.nclude part.ner games B.Ld gsmes of other lands.

a. Partner Tag (See pase 38)
b,  Buddy Spud ... (See page 35)
¢. Japanese Tag See page 37)

d. Flying Dutchman (See page 34)

Cregtiveness, Emphasis should bs placed on small group gams3s
and the variations derived from inventiveness. Development of

. - dramatic play is mporyant ror this ago group

hn

R Y]

e Develop new games by ve,ry:l.ng ‘the rules of previously lcarned

games such as the ones listed wdar coordination and power.
b, Charades (See page 136)

. ¢. Bird, Beast or Fish (See page 34) ;.

el

. 1

- 1.

a. Balance de;r'eibﬁﬁant :

- bs Muecular development

¢. Endurance and agility .

d. Cardio-reepiratory devolopmnt :
e. Enjoyment A
£. Sportamanship T
8. Proper use of oqu:lpment

h_-- Safoty IS el . tx‘ ‘
b. Self-Teeti.ng Aotivities e |

COordination and Power. mphaaié should be‘ 6n balance, detvelop-
ment of &¢ility in stunts, ability to handle objects, eye-h:nd
coordinstion, progression in sfmpl: athletic events.

a. Human Ball
b. Rocking Horse
¢. Inch Worm

347
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g o o e s e

d. Chinesy Get Up .

e. Wheelbarrow

£, Tandem ‘ R . '

g. Obstacle and Ghallenge Course (See page
h. Sit-ups

i. Push-ups

jc PlllJ.‘upB

k. Knea bends

1. Way Back

t and Conduct . Fmphésie is Bn leam:lng how to test
for strength and skill. Stum-a nateq _lmdex- coordination could
m used for Stlmt ShOWB- L i

reativeness. Emphasis is on originality by developlng new stunta
t,hrol.gh varlation of actions used in previously learned stunts.

Desired Phvsical Outcomes . -

R T R E T S B
a. Relaxation
b. Strength
¢. Endurance - i s
d. Develommental akilla cin
e. Good posture
£. Flexibility

o. Rhythmie Activities

1'

2.

: ed for stud:les 1.n nou valua.

Mﬂ.@.ﬂm Emphasie should be on studies in meter,

note values, phrasing and fundamental movements. : Studies in
phrasing inclwde activities in axial and locomotor movement with
pariicular use. of switigs and aua.ya Iocomotnr movement. is recammend~

NI 5 & SO !
a, Iocomotox\-—\dalk, run, akip, gallop, hop and Junp
b, Axial--bénd and stretch, sm.y and awing uhirl and

7. twist, riss and fall., ... .

c. Quarter note--walk,
d. Half-note~--step-bend, bend
e. Wwle note-—step and point three times,

Sceialization and Conduct. Rhythmic activities sre excellent
opportunities in providing experience in rhythnic pattems of

" other ﬁoophs‘ and in pi.:‘tﬁor dances

Pl el el iy . -t Lt "J .
" Indian rbythna include the follou:l.ng danee eteps step

"'—‘* ' drag close, uhufﬂo, backb?mt, toe flat, heel boe, stup
hop, hop, - b0 e S

. b, Indian Bravea ) o

¢. Indian style LT e

d. Bromm dance Sheonunio Ty
6. Jolly is the Miller , e
f. Bleking 2o 7."-'-7’."" ‘
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Creativeness. Experiences. in phrasing, mster, and note value;
and in ideas and mcods should be included. For studies in meter
and note, 3ee coordination and power under rhythmic activities.

a. Did you Ever See & Lacsie?
b. Looby Loo

c. Shoemsker's Dance

Desi sical Outcomes

a. Beauty of movement
b.. Boly control -

¢, Ability to keep time to music |

d. Good posture and coordination
e. Husic appreciat.ion

AR RO

d. Speclal Conditioning A t;vitiea

1.

2.

Cogrdination and Power. Emphasis is on exsrcising, running
drilling and simple standards of good posture.

a) Posture Test
b) Practice good posture in waJld.ng
standing, sitting and running.

Socialiggtion and Conduct. Exphasis ie on the
ability to recognize good posture in othera.
Activities might include: :

- (a) -Taking turns recognizing good posture

Y (b Ponture improment 1n others

-t

L.

9

gm&ﬁm Enphaais is on 1arge body movenent s
usire transportation themes and mechanios and industry
themes, Originmty should be atressed.

iy oy

PESREETIRNY 24 e

MME&M- A fealing of aatiafsction
gained from a comfortable, alen. md ba.lnnced position
should he obtained. 3

[

5. GRADE IV '. vt onc

8.  Gemes and Contests . .. . e

e LI

1.

PR

TS P (N VS SN e & BELY SR B

Qﬂm Power. In Grado 4, the aldlls learned
in the third grade are used for limited competitive
-activities, The emphasis is on developing power and
,-oontrol of force in handling objects. The child begins
" to use a sense of strategy in his play. ..

I

Hot Potato :
Balloon Ball
Beat Ball
long Jump Rope
long Base
Nowcomb

o OO OR

"y
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Socialization and Conduct. Leadership qualities begin to

develop and the student can assuma more responsibiJ ity.

reativeness. The fourth grader becomes interested in why

. a game is played as it is. The study and analysis of rules,

B techniques, equipment and strategy of a gane is helpful,

. 1;,

‘Desired Physical Outcones.

a. Cardio-respiratory endurance
b. Mrseular agility - ‘

. ¢. Improvement of basic skills and running speed
© v di - Safety o L
" 8. Learning aports ekills

‘f. Recreational carry-over - . . .

. g+ Leadership and eportamanship " -

h. Game appreciation

“+ . 4. Growth of team spirit
7t §. " Self-discipline

b, Self-Testing Activities

Coordination and Powe ‘. The eniphasis is on practice in

1.
development of balance and agility in stunts, and activities
involving hanging, climbing, and jumping. :

. a. Forward roll
b. Backward roll
S 6. Cartwheel - Gy
- d. Head-stand - =~ - " . . .-
e. logioll =~ ... 07
f. Back spring
g 4Obbtac1e ‘and chan.enge courae
AR Sit-ups - SOV P
. 4. Push-upse ) o -
77§ Knee bends - G See el s
R S P Y S S R T I SR A
2, Ma&mmmm- The child must leam to respect
7 the opinion and judgmenit of others. To learn the role of the
DU officidl and to takeé part in handling a game does much to
create the image of fair play and sportsemanship.

3. . Some chiidren are interssted in studying and
analyzing rules and techniques of games. Encourage ths child
to think of varied uses of techniques ‘and modified rules,

P T s A0uh VY sl Fe TS e

R 'Hmular -tmath R A
b. Coordination B S T S U DU P R
¢. Muscular endurancs
d. Sk - A
e. Good posture snd bodymechanica BRI
f. Relaxation FUREIL N
g. Flexibility HESR T e R T
h. Self-confidence and eourage RN
1. Satiefaction fabe woyese . 3
J. Safety a‘.i:'”'s’ ST S
k. Understand purpose of warmups IR Y

1. Uoo md care of e@dl:mnt
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c. Rhythmic Activities

1.

B

2.

3.

I’

Cbérd‘.xiatioﬁ and Fower. Emphasis is in duavelobing ability

- in vigorous stunt-iike movement patterns {especially boys)

in mere difficult dance steps. Also included is a study in
meter, note values and phrasing. T <

a. Jolly is the Miller - e
b. A-H\nting Ve Will Go '

'Soc;alim qg___ d Cor_ndac;. The child should have experiences

in group dancing, in dancing with partners, and in traditional
0ld and social dancing, Activities aro listed under coordinsz.-
tion and power. : - . | . )

Crestivenegs. Interest is shown in inventing rhythmic stunt-
like movements, dances with challenging steps, and the use of
creative accompaniment.

Deg;rgd mx gl QOutcomes

a. Beauty of movement

b, Body control

d. Special Conditioning Activities

1.

2.

3.

"o from a caaforta.ble, alert and balance:l posit lon should be

6. GRADESV&VI el b

f..?:!“»

1.

Coordinstion and Power. Emphasis is on fundamental exercises
in rmnning drills, posture development, and general body tone.
Activities are the same as Self-testing. .

Socialization gnd Copduct. The child should learn the proper
way to lead exercises and to help otbera with faulty posture.

Creativeness. The student can learn to invent mimetic exercises,
and to manirulate a posture manikin to show jvod or bad posture.

A

‘s 4 0 meg. A feelin,g of satisfaction obtained

obtained, - -~ [ ot v RN

v st 3 “ y o b

Gma and Contoate N

1o Power. The skills and strerigths developed
in tho lower grades become increasingly important in the
upper elementary grades as more highly org;n:lzed and competitive
activities are presented, )

(a) Hopscotch

Bowling -+ , ¢, o:owic 0t

Buddy Spud - S
Captain Ball e

Goal SOCCOY :riim, 1o, neltiti .

Bounce Ball T
Giant Vollsyball I
Modified Girls' Bagketball - ... = ..

M
R e S

SR O R0 O
et et
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(1) Mcdiried Boys' Basketball
(1) Kickball
{k) Meyer Ball

Sgeialigation and Copduct, The child continues the practice
of respecting jludgments and opinions of others by lsarning

to umpire and ruferee gamss and contests, by running a touma-
ment, and by planning games for social recreztion.

Creativeneass. The ¢hild is encouraged to initiate new activities
or msdify old ones. Children can help in the selection of events
for a program or field day. -

Desired Pl ysicul Qutcomes.

(a) Cardis-respiratory endurance .

(b} Musculer sgility B

(¢ Improvunent of basic skiils md runni.ng speed
(d) Learning sports skills '

(e) Safety and reeroa.tiona.l carry-ovar .

gr) Sportasanship . - S

g) Gams appreciation

" - (h) Enjoymert of competitionv

(i) Pmper care and use of equipment

b. Selt-'l‘esti.ng Aetivities

1.

" 2.

jon and Power. Emphasis ie on developwent of balance,
agility iu stunte. hanging, climbing, Jumping and athletic events.

n; Hesl Click
Indian Wrestlse v
¢) Hand, Knee, Shoulder Balance
{d) Angel Stand
e} Stomach Balance
£} Hand Spring
g) Knee Spring
h) Neck and smmer Stand
i) - Kip - .p -
J; Pyramide ;. : -

Obstacle and Chmange Gourso
1) Knee Benda
m) Push-ups -
n Si‘b-'ups s
o) Full-ups - -
(p) Way Back _

R Y !'.‘ P ! M N

uck. Emphasis 1s on assuming
ragponsibilities: ,

{a) ZExorcise 1oader

. (b) Captatm . .. v n
“. (o) ¥Bquipment mmger

Creativepness. Emphasis is in selzscting events, planning
program, promoting publicity for program or field day
should be stressed,

22
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5

L, Desired Physicsl Outcomes.

B éa) .Strengih and coordina.tion .

' b} Endurance . _

o (¢) ski11 . .

. j(d; Good posture and body mechanica

"+ (e) Enjoyment
f) Self-confidence : : .- T
\g; ‘Satisfection in accomplishment Co o
{1) Use and care of equipment

o. FRhythmic Activities L A

++ Coordination and Power. For coys the emphasis is on vigorous
athletic and stunt -like rhythms and dances showing prowess in
sikill,:, For ;irls the emphasis is the sams plua light and lyrical
movements and marching'w s:l.mple ccumands.

2. fg_cmm ﬁ!ld. Coggucg. Experiences should be provided in
group and partner dances, using dances with frequent clianges
of partners. Bot.h social and folk dances ahould be utilized.

3. Qm.a.nmm &nphasia lies in inventing s‘-nple pattem dances
and creating dances for special occasiéns, -

oo b MMLLM&Q@_

Beauty of movement

Body contirol

Keeping {ime to music
Coordination -« ~:'.
uelf-expz*ession ‘
Poise oo

s.ﬂ./vvvv

a
b
¢
d
e
£

LR 3 o “
1. ggggummm. Enphasia ie on ﬁmdamental exercises
and how to improve posture. Acti\r:lth;s are the same as those
for self-testing, -~ .0 ..~ S

2. Soojalisstion and Conduct. Plnphasia ia on 1eading mimetic
exercises, undserstanding social values of posture, and work-
ing for olass improvement of posture.

3. Creativeness. Emphasis is on selecting or inventing exsrclses
for drills, -and lsaming to nelect proper exercises for improving
"posture,

4. Desired Phvaical Qutcomes. A feeling of eatisfrotion obtained
from a comfortable, alert, a.nd bala.nced poa:l.tiona should be
obtained.
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ITY. METHODS OF TEACHING

A. Planning the Year's Program

The physical educuation teacher takes mmany factors into consideration
when planning the year's program. Certainly the folleowing points
are basic in good planning. :

1. Philosophy

2. Objectives and gosls :

3. Learning readiness of the child

4. Size of classes and iength of periods

5. Needs and characteristics of the child

6. Number of physical education instructors

7. Availabllity of faecilities and equipment

8. Number of periods psr class with physical
education teacher during year ‘

It must be kept in mind that the overa.ll effectiveness of
the program will primarily depend on two things. First.
there must be a philosophy of physical education in which
the instructor can justify his program. This philosophy
must be expressed in such & way 23 to be in direct corre-
lation with the £chool philosophy and education in general,
Second, immedjate and leng range objectives must be kept

. in mind during the course of the year. Perlodic evaiua-
tion of the program is of prime importance.

Grades Kindergarten Through Third. Many types of Physical
exercise are needed in kindergarten through third grade.
This age group needs opportunities to participats in activ~

" ities utilizing a variety of large muscle movement. The

~ instructor should plan an assortment of activities suitable
for his class that could be introduced informally as an
integral part of the total program of activities for the

. children. Time, placement, and emphasis of physical activ~
ities will vary according to the maturity of the groups.
On the primary level, at least 30 minutes daily should be

. glven to class instruction. The physical education class
period should be carefully planned in order to presgent a
wide variety of activities so that a number of skills can
be learned. Points to consider shen bullding the dailv,
weeklr, monthly, or eemester's pmgram in physical educa=~
tion should include:

1. The specific grade level
" 2. The general and specific objectives
, 3+ The number of pupils in the class
4. The age and sex
5. The interests and needa of the pupile
"6. The carry-over values of the activities
7. The avallable facilities and equipment

24
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GRADES FOUR THROUGH SIX

Children in grades four, five and six are growing rapidly and developinug
new needs as they progress. Growth needs can be met by means of longer,
more vigorous, and more sustained play in the coctivities they experienced
in the primary grades. Over exertion must be avoided. Children in this
age group frequently diive themselves too hard in play.

As ccordination 1s established, practice is essential for continuous growth.
Opportunities should be provided for the following skills and aectivities.

1. ©Skills and techniques which 1nvolve the t.ota.l muscula.r systeu.
Rhythmic activities. .. - _ i
, Stunt skills and challenge type apparatua.
. Running and tag games. . .. .
. Team games simpls in or anization but. offerin.g each c¢hild
an opporttmity for vigoroua play.

wEwa

Authorities i.n the tield of phyaical education strongly advise that no

pupil able to attend a public school be permanently exeused from the
physical education program because of general organic or nervous weakness,

of a crippled condition, recent injury, or health deficiency. These students
should be assigned tempora.rily cr pema.nently to some less vigomus forms of
activity., - . o _

Over the period of a échool year, the percentage of time to be allotted to
various physical education activities should be determined.

GRADES " TymE oF AGE OF TIME
Primary .. . - Rnythmicel activiues | b5
k-3 . . . .- and tody mechanics . . : '

., [ -

o .‘-»Rmminggamesand _ 25
<., . tmall group play -

,I'Apparatuaplay 20

LT stats L - - 0

Intermediate = Faythmical activities 30
and body mechanics

Games and relays o 20

Running games L 15

Apparatus, stunts, and L 20
physical fitness

Team games 10

Individual and dual ganes 5

28
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Unit Planning For Progressive Development

A well-planned uuit of instruction necessarily provides for progressive
development. Because meny levels of ability are present in the hetero-
geneously grouped physical education class, an effort must be made to

meet the needs of the low range as well as the advanced group. Simple

lead~up gemes and drills are helpful in achieving the skill and confidence

the less skilled group wust have in order for all ability levels to play
together successfully.

There must, be several opportunities in the course of the unit for the
student to messure his progress. Improvepent is a great stimulant in
physical education. -The program must be geared in a way that all the
students, regardless of ability, show progress if they concentrate their
efforts.

; oA
Yays To M_s_ang'u_rgﬂ Progress
1. Tests
a. Skills test
b. Written Tests . ’
c. Physical Fitness tests
2. Progress Check lists (Self-'l‘esting Activities.)

a. Stunts
b, Tumbling

3. Individual Appa.ratus Play
a. Challenge Courss (obsta;ls course)

Faa . P -
A IO Sl .
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SUGGESTED PLANS

PIAN I
ana.ry Levsl (K-B)
o Physical Fitness Exercise % 5 minutes

Rhytlms =~ ° " 10 minutes
Games of low organization 10 minutes
Evaluation .. .. .. . 5 minutes

© w0 Ue 30 minutess-Total

_PLAN IT
Primary Level (K-3) .
Physical Fitness Exerciee 5 minutes

Teaching new Activities 15 minutes
Reviewing games 10 minutes & -

30 minut.e s.-'rotal '

PLAN ITI

Primary Level (k-3)
Physical Fitness Exercilse 5 minutes .

Self-Testing Activities - 10 minutes
Lead~up team games 15 minutes
30 minutes--Total
ELAN IV

Primary level (K-3)

Physical Fitness Exercise 5 minutes
Relays, Large Group Flay, - 25 mimrutes
Mimetics, ete. o

30 minutes--Totsl
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{é SAMPIE YEARLY -PROGRAM
- _Grades K-3
!
GRADE  WERKS MONDAY PUESDAY = WEDNESDAY THURSDAY ~ FRIDAY
i K 36 - Rhytamde = Play - -  Rhythmic  Play " Rhythmic
‘ Activities Activities Aciivities Activities Activitles
] 1 36 Play Rhythmle .  Play Raythmie Py
‘ Activaties Activities Activities Activities Activities
g ) 2 36 - large Group Small - -  Self-Testing Large Group Rhythmic .
- ..., Flay . Crouwp Play Astivities Play ~ Activities
3 36 : - » Small Group Tears Games -Large Group Self-Testi;'.g Rhythmic
N - Flay activities activities

28, -
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SAMPLE YEARLY PROGRAM

Grades 4-6
— Grade Weeks  Moncay Tuem.iay ) Wednesday  Thursday Fridar
4 36  Team Game Small Group Rhythmic  Self-testing Small group
_— Activities Play  Activities play play
. . Large Group Large Group
play B play
3 36 Rhy't.}nnic " Small group Tean gane Jelf-testing Team game
- - . activities play activities  apparatus* activities
o Large group C o Stuntget
play Individual &
. Dual Sports
6 36 Small Group Rhythmic Tean Game Self-testing Teamn Came
play  activities Activities apparatus _  activities
Large group Individual &
play Dusl Sports

* Self-testing apparatus--horizontal bars, horigontal ladder, rops,
climb, peg boards.

Challenge (obstacle) course

#¥ Stunts—Primarily tumbling mat activities.

g
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GRADE K
COMF ALONG (13)
PLAYERS: Any number
EQUIPMENT: None

DIRECTIONS: Players join hands and form a single circle. "IT" is on
the outside of the circle. "IT" runs around the circle,
taps one of the players on the shoulder, and says "Come
Along". Thkeo one who is tapped starts in pursuit and tries
to tag "IT" before he gets to tre vacant place. If he
succeeds, he becomes "IT" and challenges another player.

GRADE K
HIT THE BOX (13)
PLAYERS Any number
EQUIRMENT: One ball or bean bag and a cardboard box

DISECTIONS: Children stand in a circle facing the center where the box
has been placed. They take turns trying to toss the ball
or bean bag into the box. Each child rune in to retrieve
his equipment and tosses it to the person on his right in
the circle. :

SCORING: One point is mcored for nach time the ball or bean bag
stays in the box.

GRADE I
CALL BALL
PLAYERS : Not more than 8
EQUIFPMENT: One ball

DIRECTIONS: Stould the skill of the group be such that the children have
diifsculty in catching the ball on the fly, it may be advis-
able to permit them to catch it on the firet bounc..

For a player, when his name is called, to catch the ball and
thus become the thrower. For the thrower to toss the ball in
such a vy that the player whoee name has been called has an
opportunity to cate’ it.

One player, eelected b’ the leader to be the thrower, is ziven
the ball. The other playors take positions in a 1ine in front
of and fasing the vhrcwer as shown in the diagram. At a signal
. from the leader, the thrower calle the name of soms player and
. then tosses the ball atraight up into the air. The player, whose
Q pana ie called, runs out &nd attempts to catch the ball.
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Should he succeed in catching the ball before it touches the
ground, he changes places with the thrower. Should a playcr
whose name has been called fail to catch the ball, the thrower
shall retrieve the ball, call the name of another player and
again toss the ball, Should the thrower toss the ball in such

a way that the player whose name he called dces not Lave reascn~
able opportunity to catch it, the player is considered as having
caught the ball and shall change places with the thrower. The
leader shall be the judge as to whether the player has a reason-
able opportunity to catch the ball. Should the thrower interfere
with the player trying to catch the ball, the latter shall be
considered as having caught the ball. If, when the thrower has
tossed the ball three times, none of the players called have

" succeeded in catching it, the thrower shall say "I have had three
" turns and I choose (30 and s0) to be the thrower!

The game continueg in the alove manner until the end of the

playing period.

- GRADE T -
PARM ANIMALS (3)
Any number »
None

Children line up at one end of the playing area. A safety
line is established at a distance of twenty-five yards and

_ one.child is chosen to be the farmer. Each child chooses

" _a farm animal he wants to be and does not tell anyone what

" he chose. '

S
o 1 (SN

RO

[ .

e

R When everyone has made up his mind whal he wants to te, the
* parmer stands in the middle of the playing area and imitates

any apimal he wishes. If he says, "Moo, Moo" all those who
chose a cow must run to the safety line. Those who are
caught by the farmer must stand on the sideline (in the pen.)

“ If he says_"Quack, Quack" all dugkq run and so on.

14

_ If the farmer wishes to do so, he may choose one or two from

those who were caught to help him. The last one to be caught
becomes the new farmer., -~ -

oot “Wy\ GRADE T ~¢f . .
AR S ST ST 3 BN P

OLD MOTHER WITCH (3)

. ‘.
7.

S DA ;- L

. Fa <. I I S
(SIS RS RIS S

* None 3"\ 7%

At the l-ader's signal, turms and walks away from the group
impersonating a Witch.
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The children follow, chanting:

0ld Mother Witch

Fell in a ditch

Picked up & penny

And thought she was rich.

The "Witch" turns suddenly, points to one of them and says,
"Whose children are you?"

The child may answer any name he chooses, such as'Mrs. Smith's“.
When a child finally answers “Yours" the "Witch" attempts to
tag as many children as possible before they can cross the
starting line, Children tagged are eliminated from the game.
Children not tagged go to the starting line and the game then
continues as before.

When the "Witch"has had 3 twne, she chooses another "Witch"
from among those not tagged.

SCORING: The "Witch" tagging the most, WINS,

GRADE I

SAM SNITCH
PLAYERS: Not more than 8
EQUIB&ENT'- : .Nonel _ |

DIRECTION3: At a signal from the leader, the "IT" calls, "Sam Snitch,
Sam Snitch wants (so and sos coms over." Whereupon those
players vhoese namesare called run toward the opposite end
1line, and the "IT" attempts ton tag them before they can

.. tToss it. All players who are tagged stand to one side of
* the playing area. If a player crosces cither side to avoid
. being tagged, he is considered as having been tagged. If a
., .. player succeeds in ocrossing the end line to which he is runn-
. ing, without being tagged, he is safe, and remains on that
end line until a new "IT" is chosen.

“IT"takes his place in the center of the playing area and
calls one or more of the remaining playera in the same
manner.

¥han "IT" has had thres turns, he then says, "I have had three
turns, and I have tagged (80 many) players. I choose (e> and
80) to be "IT". . The new "IT" muat be chosen from the players
who have not veen tsgged. If all have been tazged the last
one is the new “IT". R P :

The "IT" having tagged the most playsrs 1s the winner.

\‘1 . . R . .

B 33




PLAYERS:
EQUIPMENT:
AREA:
precTIS:

GRADE I
_STQQP' 4G (12)
-60 - |
None o
Playground or Gymnasiun L _

One player is chosen t.o ‘be "ITY If played in the gyﬁh, or
on a playground, it is good to set aside boundary lines.

.. ITY chases the other players, trying .to tag one of them.
‘" The players may eascape being tagged by suddenly stooping

or squatting, but each player may stoop only three times.

" After the third time of stooping the player may resori only

to running to escaps being tagged. - Any player tagged become3

llmll

w1

TARGET TOSS

2 oqual teams

2 wastebaskets and 2 balls or bean bags.

Children are divided into two teams. Each c¢hild takes .

. turn tossing ball or bean beg into basket with one point
" given for each succosfful thmw. Tean reaching UGame"

a _-firat wine.

PLAYERS: .

EQUIIMENT ¢

DIHECTIONS:

A certain nunber or points is designated "Game"
S One poi.nt fo: auccsurul throw. o o

GRADE T
44t .t o TRACHER BALL (3)

..6-10

T T R

Rubber ball -~ -

The children are in groups of 6 or 10 players with onc
child as the leader or "Teacher", The leader faces Lhe
others who form a 1ine about 8 feet from hiia, He toss:
the ball 40 each starting at the head of the line and
continuing in turm to the foot of the line. Anyone w
missea the ball goes 1o the root. If the "Teachar! mi:¢
he goes to the foot. The child at the head becomes th
lesder and the play is continued.

B}
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PLAYSRS:
EQUIPMENT:
DIRECTIONS:

L

FLAYERS:
EQUIFMENT :
DTRECTIONS:

. 8 to 10 por gmup R

35

GRADES 1-2
EEAT THE BUNNY (7)
Any number ’
Small ball, large ball
The Bunny (amall ball) is started first and ie passed from

"child to child around the circle. When the Bunny is half

way around the circle, the Farmer (large ball) is started.
If the Fanmmer catches the Bunny, the Farmer wins. If the
Bunny catches the Farmer, the Bunny wins. If either ball
is dropped, the child who lost it must recover it and start
it back in play again before thu other ball passee his position
or it counts as o\ win for that dall. .- .
Note: If balls are too difficult for the group to handle,
use beanbags of differeut cclors.
GRADES 1-2
GARDNER AND SCAMP

8 to 10 per group

~ Nome

One player is the Scamp and etands inside the circle.
Another player is the Gardner and walks around out-

_ s‘de the circle, saying "Who let you into my garden."

The Scamp a.nswers, "No one" a.nd t.h. Gardner begins to
chase hin. Scamp runs in and out and across the circle
and does tricks and stunts which the Gardner must imitate
as he chases him. o

When Gardner catches Scamp, they choose new players for
the next game.

Note: IXf Gardner fails to imitate Scemp, 'a new player -
is chosen for the Gardner and the old Scamp remains "IT"
agatn. T

Tovotyy :-_'3 “ Cee L )
RN . S i3 - Lt

"5 .”; GRADESI-Z 1

GRAI owr. (7)

None

"IT" walks around outsids of circle touching each person
lightly and saying "Gray Owl" as he touches them. ¥hen
he touches scmeone and says "White Owl" that person chasss
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"IT" around the circle. If chaser can "ag "IT" before "IT"
reaches vacant place in the circle, the tagger remains "IT".
If chaser does not catch him "IT" gets to walk around the
circle again. If first "IT" is not tagged after two tries,
he chivses a new "IT" from the persons in the circle.

GRADES 1-2
HUNTSMAN (3)
PLAYERS: Any number
EQUIPENT: None

DIRECTIONS: One child is the hunter. He calls "Who wauts to go hunting
v with me.” The other children answer "I do" and fall in line
behind the hunter who leads them anywhere within a designated
area. They must follow him and do everything that he does.
. Suddenly the hunter calls "Bang' and all children must rua
.. back to a safe area. The first one back usually becomes the
; bunter, . . T

GRADES 1-2
STONE (7)

PLAYERS:  10-19 to a grewp
EQUIPMENT: Kone

DIRECTIONS: FPlayer, in center, is STONE., He sits there while other
....r players al;ip around ‘him, L .

... - When the STONE.jumps up, players run to either goal as
"7 ' STONE chasea them. Anyone tagged by the STONE before
reaching a goal becomes a STONE too, and sits in the
center with the first SIONE. The other players continue .
777 to skip aropd the STONES. No STONE can move until the
first STONE woves, - '/  ° “ =

. Gama g'o'e_u' on until all children hare; caught.

M PP . P F - PP - o
REEH . PSPRE G N O R BN v

T R AT S GRADES 1 '
R S T S O RN w- 1-2

"7 RIN, RABBITS, RWN (7)
EQUIRNT: = None ".° "'’ " TSt
DMTMS: Mark out areas for hotws with one or more rabbits in each.
.« ... .."T" (the fox} calle, run, rabbits, run uand all just leave
G T hor and go to diffetent safe areas without being tagged.
. . Those who are tagged ty "IT" must go to the den and remain
" out of the-game until a néw "IT" has been chosen.

r\.i



e PN,
N

30

PLAYERS:

EQUIPMENT:
DIXECTIONS:

PLAYERS:

EQUIFMENT :

Usually the last or one of the last to be left in the game 1s

“chozen to be the new nIT",

Varie.tion' "I’I’" may call ekip, hop, gallop, trot, dance, walk,
etc. instead of run. All (including "IT") must follow the
directions called.” '

GRADES 1-2
TAKING A TRIP
Any nmumber

None

Children stand in a single circle. One child is chossn by
the leader to be first. He then decides a mode of transporta-
tion that he would like to use when hz takes his trip. He
takes his trip around the outside of ‘he circle pretending to
use the transportation he chose. (Exauple: Pretending to be
riding an airplane.) When he returns to his place he chooses
the next person to have a twrn. Uame continucs until all the

cnildren have had a turn.

cmm“s 1-3
FOX AND CHEESE (12)
Small group

None

Rectangular area 30 ft. by 20 ft. Short bouniary lines are
designated as end lines. The Fox take a positio: ‘1 the
center of area. Geese takes position behind one of the end
Unos. . ° LI '

3 o

DIEEGTIONS' Fox must ta.g ae many Geese as posa;ble. The G‘e‘ese must cross

@ SCORING:

‘the opposite end line witrout being tagged.

Game etarts when Fox calls "Run, geese, run" whereupon Geese
run and attempt to cross opposite end line without being
tagged. Geess who run out of bounds, are considered as being
tagged. Teagged gesso are eliminated from game and stand out
of bounds on one siae, Geese not tagged continue to run to
opposite ends Nhen Fox call "Rm, Geese, Run,"

When Geese havo run three times, the Pox says "I bave had three
turns and I have caught Geese. I choose_______to be Fox.
The new Fox shall be chosen from those Geese who have not been
eliminated. If &)l have bean tagged, the last oie caught is
the new Fox. .

d.hv ¢

C'u':e m:ta over again with new Fox ard everyone else are Gense,
At t.he end ot the period, tho Fox t&gging the rost Ceess is winner.

TACiToxt Proviied o ENIC it e I e
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GRADES 1~-6
SIMON SAYS (3)
PLAYERS: Any number
EQUIPMENT: None
DIRECTIONS: Single circle facing inward.

The leader takes his pldace in the center of the circle
* or in front of the group and starts by making a motion
of some sort and says "Simon says, do this." All the
~" . - players’are supposed to do likewvise. At times the lcader
Lo \vd.ll 8say, "Do this" or make the designated action. If
s . someoné moves or follows: the action without Lhe words
; "Simon says" he gets a dud, and must pay the penalty
: when he hae acquired three of then. .

_ cmng 2
CAT AND RAT (3)
PIAIERS " Any number. " - . . K

DIRECTIONS: Children Join handa and fonn a circle with one child
inside the circle (Rat) and another child outside the
circle (Cat). Tha cat tiles to catch the rat. Child-
ren agssist the rat by lifting their arms to let him in
and out but prevent the cat by doing so by lowering
hands or squatting dow:. When Rat i3 caught, he joins
circle and Cat then becomes a Rat and a now Cat is R
chosen. If group is large or play is slow, there
mey be 2 Cats ch- .ing one Rat. Aleo there could be
two Rats md two Cats with oomo meane of :Ldentiﬁ'—

O ‘,4 -' ‘ ingnato‘ N 1:' o, )
o R N T el

-f,:; P "': GRADE 2 L
. e cmcm smmn Bm. (3)

)Tt e (A . : . o

PLAYERS Amymnbor;-..w ='.3:f:‘- T i i--}
EQUIPMENT: Volley ball or large rubber ball

DIRECTIONS: The players are in a circle. Each player takes a stride
stand position with feet touching foot of player on both
sides. The child who is "IT" stands in the center with
the ball. He rolls the ball attempting to roll it out of
the circle between the feet of any of the playersa. If he

31

is successful, the person who allowed the ball to pass out

' between his foet becomes "IT". The players must use their
LAY m‘wmmm‘log,.)':‘4‘\'3’:-_!’11:". N

- “ I .
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PLAYERS:
EQUIPMENT:
DIRECTIUNE:

FLAYERS
EQUIMMENT:
DIRECTIONS:

- Nohe ~

GRADE 2

FIND THE LEADER
Any nunber
None
Players stand in a circle facing center.
One player is asked to leave the rucm. While he is cut,
a leader is selected from among ths players in the circle.
The leader starts any motion he choioses with his hands,

arms, head, or feet, which is immediately imitated by the
othar players. The child who left the room retwns and as

" he watches the group change from one motion to arnother he

tries to find the leader. Players should make every effort
not to be obvious in their observaice of the leader whose
changes of motion they follow. Th: leader, too, should help
confuse the guesser by looking at :ny other player as if he
thought he was the leader. The "I is allowed three guesses
to find the leader. If unsurcessiil., he must "give up" and
select another player to be "IT",

It he guesses correctly, he may be "IT" again until he has
had three turns, after which he selects another to take his
place. This game is most successfil when played by approx-

imately ten to fifteen children.

_ GRATE 2

_ HILL DILL (3)
Any Number
Nome
The group of children stand beshind line with "IT" half way
between them and another line at opposite end of playing
space. "IT" calls "HILL DILL come over the hill cr I'l1l
catch you standing still." All leave safety line and run
acroses plaring .rea to opposite line. MIT" tags &3 many
as he can. Those caught then help "IT" catch rumers on

next calls. Those caught by "IT" must hold hands (couples)
and have to stay together while chasing others.

GRADE 2
MIMIGHT (3)

Any number

B L . L
One player {s the fox and the others are the chickens. fThe
fox may vatch tha chickens only at midnight. The gane starts

S a8



33

with the fox standing in a den marked on one corner of

the playsround and the chickens in a space marked in the
opposite corner. The chickens come out and scatter around, -
approaching as closely to the fox as they dare. They keep
asking hin, “"What time is it?", he answers with any hcur he
chooses, Should he say "Three o'nlock" or "eleven o'clock®,
ete. they are safe, but when he says "Midnight" they must

" run for their goal as fast as they can to avoid being tagged

"ty the fox. All that are tagged return to the fox's den and

FTAYEES:
REQUIPMENT :

DIRECTIONS :

PLAYERS:

EQUIB{ENT:
DIRECTIQIS

ARFA
OCORTNG !

tie7 P« HIT THE CLWB (5)

" help him tag the nexi time Only the first. fox may tell the

r.ima of ‘night,
GRADE 2
SLAP JACK
Any number .
None

The children form a circle, standing with their hande folded
behind them palms turned up. One player is selected to bte
a17", He runs around behind the circle and slaps someone
on the hand. - The 7ns slapred gives chase. If VIT" is tagged

. he must raturn to ths circle and the chaser becomes "ITY If

"IT" 4sn't caught, ho continuss to be "IT" and the chaser
returns to the circle., When a player has had an opportunity
to rm and has returned to the circle, he folds his hands in
- front to show that he has already pla.yed and is not to be
chouen again. )

VI

i GRADES 2-3 '
‘ Two Indian Clubs, one vollsyball i

A pla;er must. roll the ball and lmock dom the opponents'

" Indian Clvb, thus scoring a point for hia tean. A team
wins bty scoring the mist points.

' Players take positions behind thair club. Player' stands to

© " one side of his olub and rolls. ball trying to knock opponents
. - team and thereby making a point. First players on opporing

"team recovers the ball and rolls it back towsyd the opposite
club, ‘Second player on other teams catches ball and rolls.

30 feet by 10 feet, two clubs 20-25 fest apart.
Ono point for knocking down club.
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PLAYERS:
EQUIPMENT :
DIRECTIONS:

PLAYERS:
EQUIRMENT :
DIRECTIONS:

SCORING: _

eV

GRADS 3
BEANBAG TOSS

* Apy number

Small bﬁgket_s or one-gallon cans, beanbags

Thére shoﬁld be an equal number of children participating in
each line. The buckets are placed about six feet in front of

. each line. Each child tries to get the bean bags into the

bucket in front of him, One point is given for each bag land-
ing in the bucket. After everyone has hed a turn the total
nunber of bags to hit the bucket is counted. The linz with the
most wins. :

GRADE 3
BIRD, BRIAST OR FISH (6)
Any equal number
Pencil, paper .
The 'playeré divide into teams ot equal sige, spaced around a
large circle. Each team sends an actor up to the leader, who

is stationed in the center. The leader writes down the name
of a 14ving creature and shows it to all the actors from the

. different teams. When all have seen the name, they race back

to thelr groups. As they go, they show by symbolic action,
vwhat category the creature belongs to. To show that it is in
the beast category, they go back on all fours, for a bird, they
mimic flying, and for a fish, with hands together, they show
the undulating movement of fish swimning through the water.

As they attempt, with pantomine, to show the identity of the
assigned creature, their temmmates shower them with guessec.
The actors may nvt make a sound but may, with gestures, in-
dicats whether the guesses are "hot" or "cold".

The game is repeated again and again, with new actors being
sent.up each time and a new word being chosen. The leader
should begin by using simple creatures, like "eagle" "lion"

" and "shark® and should work up to tough little-known ones or
to ones that are hard to classify, like "turtles" or "spiders".

_ When A team member finally guesses correctly, the actor rushes

back to the leader, who gives his tesm points on a sewse., If

" geveral teams are playing, it ia wise to give several teams the
" oredit each time, possibly 3 pointe for the first team to guess,
_72 pointe for the qeooqd, and 1 poeint for the third.

43>




PLAYERS:
EQUIRMENT :
DIRECTIONS:

GRADE 3
BUDDY SPUD

Any egqual nurver
“me volleyball

The playing area l& about a 50 foot square Jith boundary lines.
The leadsr divides the children into pairs or buddies, and the
pair to be "IT" is chosen. The pairs place themselves anywhere
within the play area. The ball is given to the pair that ie "ITY
The Buddies are oupposed to hit another pair {one of a pair will
do) below the waist with the ball. All pairs not "IT" can move

- anywhere within the plsying area. The "Buddy" with the ball may

PLAYERS; -
EQUIRMENT:

DIRECTIONS:

SCORDIG :

not move but may try to hit another couple or pass to his "Buddy!
The "Buddy" without the ball may run to a more advantageous point.
and bis "Buddy" may then pass the ball *o him. In turn ke tries
to hit another couple. If znother couple ic hit with the ball
they become the "IT" couple. The game then proceeds ao above.
* GRADE 3
BOUNCE BALL {1)

10 to 36 players
A tennis ball, small or largs rubber bail

Gymnasium or playzmund

The class is divided into two equal teams, with one teau
on each side of the center line. .

The game starte with one player dropping the ball and then
.. batting it with the palm of hie hand across the center lire
.., to the opposing team. The server msy have two trials to get

the ball over. If he fails on his two trials, the opposing
team scores one point. One person serves until his team

. .geores five points, then the ball is glven to the opposite
 tean, The ball must bownce once or may be bounced any number

of times before returning it to the other side. The ball may
be. dribbled up from the back of the court to get into a more

. advantageous position to return it. The ball must bs hit from

above with the open palm. A tims limit ahould be set to deter-
mine the 1ength of the game.

One point 13 given when the oppcnents fail to ret,urn the ball;
fail to hit the ball from above with the open palm; fail to
bounce the ball before retu.ming it; or fail to return the
servae.

B ¢
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GRADE 3
CHARADES
PLAYERS: Any number
EQUIPMENT: None

DIRECTIONS: Phil, who has been chosen "IT" says, "I'm thinking of a
one-syllable noun that rhymes with "bail%? The word he is
thinking of is "JAIL" but none of the other players know
"this. The object of ths game is for them to find it out.
In turn, each of the other players guesses at Phil's secret
word, knowing only that it must be a one-syllable noun
rhyming wi'h YBAIL? The novelty of the game is that they
may not offer thelr guesses; t.hey must act them out, for
Phil to identify

Li'sted below are several exemples:

Jane rises and shakes herself, clutching at an imagin:ry
support, pretending that she is fighting a heavy wind,
"Ho, says Phil, it is not a "gale!

Alice pretends that she is a playful puppy and wags hes
hand behind her. "No, it is not a puppy's tail says Phil."

Jim pantomines the aclion of walking down a staircase, holding
tightly o the bannister. "No, it is not a "rail" says Phil.

Flnally, Rex clutches imaginary bars and shakes them angrily.
He pretends to peer through them. 'Yes, eaid Fhil, you have
guessed it,.‘ ’I’he word is "Jaill

Having guessed ths word, Rex the;: starts Llie game again from
the beginning by thinking of a new-one-syllable noun.

Tne most impértant rule of the game is that the person who is
“IT" in this caae Fhil, must identify each uord which has been
'acted out as a guoss, before ruling on it.

The goal of the other players :la not to stump Phil, but rather
bo guaas nia word,

. Therefore, if he has difficulby in :ldentifying the word being
acted out by a player he may ask same of the other players to
help act out the word. If he still cannot guess the word, the
other players reveals it, end Phil's word is also revealed.
Then a next person is chosen to be "IT! _

GRADE 3

FLYING DUTCHMAN
PLAYERS: Any equal number
© _ EQUIRGNT  None 43 '
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DIRECTIONS: Two children are selected as "IT! The rest of the children
form & circle. All face center and hold hands. The "IT" pair
walks arouid the circle on the outside and touches the hands «f
one pair in the circle. This pair breaks hands with the rest
of the circle and runs in the opposite riirection from the "TT'
pair. They try to get back to the space they left before the
R “"IT" does. If they succeed then the "IT™ is "IT" again If

they fail then they beocme "ITY
5 Touches this
couples hands

. GRADE 3
) HOOK-ON
PLATERS: ': Anynmb?r ‘ ’
JQUIFHENL" . None ‘

DIREC'I'IONS: A1l children playing, with the exception of two, take
partners and hook elbows. " The couples scatter out in
any way they wish. The two cho3sen begin the game by
one chasing the other. To keep from being caught the
one being chased may hook elbows with one child of one
of the couples. The child on the other side of thie
couple then becomés the rumer. If caught the runnsr
becomes the chaser and the chaser becomes the rumner. .

GRADE 3 L R _t
L L JAPRESE m: ~ CALIED KAGE-BOHIONIOO ~ "'

(YR
v

FLAYERS: Equal mnber T e

FEE S
n,,; L et

EQUIPMENT: Nohe ' -~ © &% -7 si &0 S )

DIRECTIONS: The children scatter by pairs in a designated play area.
The coupla selected to be "IT" tries to step on the
shedows of another couple.. If the "IT" coupls succeeds
in doing 80 the couple oh whoss shadow they stepped bs-
comes the new "IT", ..
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PLAIEEB :
EQUIPMENT:

DIRECTIONS:

PLAYFRS:
EQUIPMENT:

DIRECTIONS:

SCORING:

PLAYERS:
EQUIPMENT :

DIRECTIONS:

SCORING:

GRADE 3
v PARTNER TAG
Any number
None
The leader divides the chiléren into pairs, with each pair
joining hands. One pair is chosen to bd "IT" and must hold
hands and try to tag another couple. If a couple breaks

holding hands they automatically become "IT". A rule should
be made that there be no tagging back so that children not

playing may have a turn.
GRADE 3 .

SACK RELAY
Any equal number
One sack (burlap) for each line participating
Any desired distance ‘is marked off--equal distance for each
1line. The first child in each line begins the race on the
command of "GO", by putting both feat into the sack and hopping
down to the marker and back. The nexi child then takes the sack
and repeats the perfomance. The first 1line to finish wins.

One point for each race won. .

| GRADE 3
., SOCCER DRIBBLE RELAY

' Equal number

Soccer balls, markers ... .

An equal numter of children should be in each line,
An adequate distance from the first person in each
line is marked off as the distance the ball is to
be dribbled. The first group to findsh dribdling
the ball to the marker and back is the winner.

.. One point for winner.

: ; A

© GRADE 3
THREE DEEP
Any number

None ’45
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DIRECTIONS: Two children are selected, one as a runner and one as &
chaser. The rest of the children form a double circle
with everyone facing the center. The chaser then goes
after the runner, To keep from being caught the runner
runs to the fron: of one of the couples in the circle and
takes a stand. The child in the outside circle then must
run. If a runner is caught he turns and beccmes the chaser
and the chaser becomes the runner.

* GRADE 3-6 -
| ,_ . BOWLING
FLAYERS:  Not more taan eight players
EQUIPMENT: Three Indian Clubs, two Softtalls

DIRECTIONS: Each player attempts to knock down és many clubs as ponsible
each time the ball is rolled. The player scoring more points
_than any other player wins the game.

Area 30 to 40 feet long and 10 feet wide, with a foul line at
one end. At opposite end from foul line, set up clubs in s
triangular formation with head pin nearest the foul. line.
Chooze ons retriever to ruset pins, Other players line up in
a single line behind foul line and are the bowlers.

First bowler rolls the two balls one at a time, toward the
Indian Glubs. One poivt ie scored for each c¢lub knocked
down. After a playor has been a bowler and rolled his two
balls, he becomes the retriever for the next bowler. The
old retriever takes his place at the end of the line of
bowlers.

SCORING: Player with the highest number of points at the end of the
period is declared ths winner.

GRADES 3-6
DUCK, DUCK, GOOSE
PLA!BIS " Ay nun‘bor o
EQUIM: *None.. -

DIRECTIONS: One child is selectad as the tagger. All other children
form a circle facing the center. The tagger walks around
the outside of the circle and each child he passes e gives

“the name of "DUCK", When he comss to scmeons he vishes to
have chacs him he touches hie shoulder and says “GOOSE" then
the "GOOSE" chases the tagger. If the tagger is caught he
must go to the "MUSH FOT" in the center of the circle. If

. the tagger reaches the spot vacated by ths "GOOSE" he is
(&) : eaf's and the "GOOSE" becomes & tagger. . - © ¢

ERIC S |
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PLAYERS:
EQUIPMENT :
AREA:

DIRECTIONS:

SCORING:

PLAYERS:
EQUIPMENT :

DIRECTIONS:

47

GRADE 4
BEAT BALL (1)
Two teams of ﬁine players each.
Softball diamond and softball
Playground or softball diamond (35 or 40 feet)

When a team is in the field, each player is assigned a
position. When a team is at bat, a batting or throwing
order must be followed.

The first batter throws the ball into the field and runs

the bases in order, continuing until he reaches home base

or is put out. The players in the field catch the ball and
throws it to the first baseman; the first baseman throw the
tall to the second baseman; the second to the third and the
third to the catcher. If a runner reaches hame base before -
the ball does he scores a rumn; otherwise he is out. The
ball must be thrown to each baseman in order. The baseman
must have his foot on the tase before throwing the ball to
the next baseman .

If a ball reaches a baseman or catcher before the runner
touches the base, the runner is out. Three outs and the
tean changes places.

A run 15 scored each time a runner successfully runs to all

the basges.

GRADE 4
LONG BASE (1)

2-20

Softball and bat

Playground or gymnasium. Mark off a home plate as in soft~-
ball, a pitchers' box thirty feei distant and a long base
three by six feet, thirty feet from the pitchers' box. For
the younger group, the distance may be shortened and the lonyg
base should be placed to the left or right of the picthers'
box to avoid collision.

Divide the gﬁoup into two teams of five to ten players each,
" with a pitcher, catcher, long basemsn., One team is at bat

I and the other team is scat,t,ered in the field as in softball.

" The batter stepe in the box, and the pitcher pitches the ball

to the batter who attempts to hit it. A batter remains at
bat until he Lits the ball. Any ball that touches the hat
is a fair hit. (foul; foul tip or fair hit.) When che batter
hits the ball, he ruia’ qu.ickly to long base and reuains there
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}— until the next batter hits a ball, or he may attempt to
- v run home before being put out. Several players may occupy
. : long base at the same time, provided there is a player at
; bat. All players on long base may return to home base on
- any hit except a foul ball. A run is scored for each base
runner who reaches home base wichout heing put out. If a
~ -base runner leaves long bage, he canrno’ return, except on
' "~ a fly bell caught. The teams exchange positions when three
outs are made.

] A rumner is out: 1. If a fly ball hit by him is caught.

: 2. If the ball is held by the long
baseman with one foot on base, before
the runner reaches base.

3.~ If the runner is tagged out at houms base.

L. If tagged or hit enroute to home base or

- )ang base (off bass) by a ball held or

. thrown by an opposing player.

5. If tne runner does not tag home base.

6. If all players are at long base and
there is no one to bat, the side is out.

v~y

-t

SCORING: A point 18 scored for tte team at bat each time a runner reaches
.- home without being put out. Five to seven innings vsually con-
stitutes a game. ol R :

1 ———y

| GRADES 4-6
. " BARNYARD COLF {8)
PLAYERS:  2-4 |

EQUIRMENT: Beanbdag or tall per player; 9 # 10 tin cans or bicycle
tires scattered in irregular formation. The holes are
numbered. .

J AREA : Playground, gymnésiun or corridor

DIRECTINS: Players follow each other in sequencé, each trying to gst hic
besnbag or ball in hole 1 with aa few throws as possible.
. Play continues in like manner for the remaining holes.

SOORING : The winner is the player who m;kes n.tne hoJ:es in the fewest
©. .+ throws (strokes). - T e :

oSS 46

BALLOON BALL (4)

l PLAYERS: Any number
! EQUIIMENT: Balloon (e

NTRECTIONS: Rows one, three and five are Team A. Rows two, four ar: six
[MC are Team R, The airle near the windows is Team A's goal; or
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the left and right sides of the room may be the goals. A
balloon 13 tossed into the air in the center of the room by
the teachsr. The seated players gtrike it with the open hand
and try to get it over their opponents' goal. Players may not
strike tha balloon with their fists or leave thsir seats. If
either of these violations is committed, the balloon is tossed
“into the air by a member of the teau which committed the viola-
tion.

SCORING: Each goal counts one point. The team scoring the greater

numbsr of points wlns the game.
v GRADES 4=6
BEAN BAG BALANCE (4)

PLAYERS : ‘Anfntmbsf - -

EQUIRMFNT: Beanbage or erasers

DIRECTIONS: One player is chosen for the rumner, and another for the

: chaser. They come to the front of the room. Each is

given a beanbag or an eraser. The other rlayers are seated.
The chaser and runner place the beaubag or eraser on their
heads. At a signal the chaser attempts to catch the runner
béfore he reaches his seat. If either player touches or
loses the beanbag or zraser, he takes his seat. He then

must choose a player to take his place. If the runmner is
touched by the chaser, the runner chooses another runner.

FR]

GRATES 4-6
BEANBAG TARGET TOSS (8)

PLA!ERS 2 or more e

EQUIMGNT: 3 beanbags -

AREA: P].é&é:ﬁmd, g,ymnasi\n or claasroom

R

.«‘1

DIRECTIONS: The concentric circles are drawn on the ground or the t‘loor.
Throwing line drawn 10-30 feet away from rim of outer circle.
Each player throws three beanbags at target in ors tum. The
winner is player with most score in predetemmined number of
rounds. Beanbugs landing on line do not count.

GRADES 4-6
EBATER GOES 'ROWND (4)

\)4 cT R yLobate it i .

[MC EQUIﬂ(nﬂ‘ Bollod newspaper or h?;tz[;‘ cloth
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DIRECTONS:

PLAYERS:
mﬂm :

DIRECTIONS:

. player, the two join hand. and become "IT".

e A 1 3 g - e et L . - PR
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The children are arranged in a ¢ircle with their hands behind
them. One child is chosen to be the beater and stands outside
the cirole, carrying a rolled newspaper in his hand.

" The beater goes around behind ths circle and places. the rolled

newspaper in the hands of & pliayer. The buater then turns to
the one either the right or left and taps him lightly on the
back. The one tapped runs around the circle, pursued by the |
newspaper-holder, while the original beater joins the circle,
taking the place of the player to whom he had given the news-
paper. The newspaper-holder tries to catch the rumner. Which-
ever of these two is last to reach the vacant place becomss the
beater. The new beater places the paper in the hands of another
pleyer and the gams continues.

4

- GRADES 4-6
, | cHATY 4G (4)
' lm;rr number
Non; ,
Pla&gmund {

One:pla.yer is chosen to b3 "IT". As socn as "IT" tags a
When they tag
another player, he joins hands with one .f ‘the two. As the

line grows, the only players who mey tag are the end players.

_4R}n.m‘ers.my dnge undexj thg g.nns of the players in the line.

: GW k—&
DECK TEINIS (8)

2 posts, 3 x 3 inches by 7 feet, 2 fest and 4 inches in

ground at center of side lines. L4 eyelete on posts for

net ropes. Net stretch tightly so top is 4 feet 8 inches

. high for entire length. Deck Temnis ring.

e Playgmmd, gymasiun.
- court 18' wide.

S.'mglea court, 12>d.0 feet; doubles
Divided into two 9 foot courts. Neutral

area 3' from the net on each side. .

. i (ses drawings on next page)
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SINGIES COQURT - ci DOUBIES COURT
BASE LINE A - BASE LINE
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DIRECTIONS: Deck Tennis ring is thrown back and forth over net in effort
to prevent opponent from returning it. Ring must be caught
with cie hand, and must be returned immedistely with the same
hand. The ring must travel in an upward direction, for a down
stroke is always a foul either on the service or a rally stroke.

For singles game one player is on each side of the net. For
doubles games two persona play on each side of the net as

- partners.

Server standing outside of the r.ight court. tries to throw
ring with upward toss beyond neutral area and into ciag-
onally opposite half court. If the server or a teammate
makes a point, the ring is thrown again by the server from
left court. The server continues to altermate from left to
right courts until his team mekss an error or fouls.

Fouls: Catching the ring with both hands, changing the ring
from catching hand before throwing, stepplng on or over the
rear boundary 1line vhile serving, msking a downward stroxe
while throwing the ring or permitting the ring to touch any
part of body other than catching hand.

SCORING: Game consists of 15 points. Serving side scores a point when-
ever the receiving side misses a play or makes a foul. If the
gams reaches 14 a1}, 1t is a deuce game and one player or team
must win two succes pointa in order to win., A pmatch consists
of two out of three | ’

(] = - ro- e
. .
Aruitoxt provia c
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PLAYERS :
EQUIPMENT:
- DIRECTIONS:

45
GRADES h-6
FIRE oN THE MO!.NTA]N

L _ Any number o

None

_Players foru a double circle and all face center. Those on

~. the inside represent trees, and playere on the outside circle

take their places behind the trees, ona behind each tree. One
player chosen as the lookout (IT) sta.nds in the center.

(s

- The lonkout cries, Fi.e on the Mountain! Run! Run! and begins

. 15 choaen to ca.ll on tho Judge.

"7, the next player to call on the Judge.

clapping. Players on ths outside cirele begin running to the
left. After they have gone around the oircle at least two times,
the lookout stops clapping and takes his place in front of a tree,
The runners do the same. The rumner who can not find a tree be-
comes the .ookout and former trees are now the runners. The

game contlinues as long as desired in the same manner.

GRADES 4-6
¢ .. . GOOD MORNING, JUDGE (4)

Any number. .-

None

Ga,os
'

: Oné child 1s chosen to be the Judge, and is seated in the front

of the room with his tack to the sesated group, Another player

5 Tho PW‘Br ohosen to call on the Judge tiptoen up to the front
. .. and in a.disguised voice rays, "Good Momning, Judge!
;. may ask the player to repeat once.

The Judge
The Judge has thr¢e chances
to guess who is bidding him Good Morming. If he succuds, he
remal . the Judge:. Ae soon as he fails to recognize womeone,
that person becomes the new Judge. The former Judge sclects

. GRATBS 46

(i i+ . HANDS UP—HANDS DOWN (4)

Any number .
Coin o ' o

L e e ————— e
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DIRECTIONS:

SCORING:

PLAYERS:
EQUIRMENT:

DIRECTIONS:

The players are seated in two rows, and a leader is chosen
to stand before each row or team. To determine which team
shall start the game, the leader tries to guess in which
hand the play director holds some object. A coin is given
to the starting team. .

At a signal from the leader of the gusssing team, the players
pass the coin rapidly from one player to another. Each player
makes the motion of passing in order to deceive the guessing
team. After a short period of passing, the leader calls out

- "Hands Up" and all passing stops and hands are raised over-

head, tightly clenched. The leader then says "Hands Down"

and all hands are brought down on the desk, with opened palms
down. The first player of the guessing team guesses where the
coin 1s. Example: 'Mary's right hand! Mary raises her right
hand and puts it in her lap if she does nct have the coin.

Each player on the guessing team has one guees, and is penalized
one point. for each wrong guess. The passing team then becomes
the guessing team and vice versa. The coin goes to the new
passing team, and the action continues as before.

After the two teams have had equal twns at guessing and
passing, the scores are totaled. The team with the amaller
nunber of points is the winner. g

GRADES 4-6

HOPSCOTCH (8)
1-10
One emall, flat beanbag, button or other small object per player.
Hard surface area; court painted, drawn, or chalked.

Thers are many different hopscotch games but I shall use the
American version. Player stands at "start" and tosses object
into space, hops over his space and lands with left foot in
space 2 and right foot in space 3. He then hops on one foot
into space 4 and lands on two feet in space 5 and 6. He con-
tinues hopping, landing with one foot in a single space and
two fest in adjacent spaces. When he Lops into e&pace 10 on
one foot he may take extra hops around on this cne foot so
that he will be in a position to start back. When hs reaches
spaces 2 and 3, he leans over, retrieves the oblect from space
1, hops into space 1, and out. On his next twrn, he tosses the
object into space 2, avoids landing in this space until he has

. returnsd. On his retwrn, he stops on one foot in space 3, re-

trieves his object from space 2 hops into space 2, then 1, then
out. The first player continues toseing into each space in turn.
If he comnits a foul, he loses his turn and the next ctild etarts.
A player resunes his twrn where he last missed. The sume foot
must be used for all single-space hops. First child completing
the game is the winner.

‘- '35:} '.‘
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PLAYERS :
EQUIRMENT:
.. DIRECTIONS:

. PLAYERS: :
Emrfnm:
AREA

'nmc'rmaq.

3 or more -

L7

Fouls: Stepping on any line, tossing object gn a line or into
wrong space, hopping more than once in a space square except
where the rules permit, changing fest on single hops, touch-
ing hand or other foot to court when hopping or retrieving
object '

,‘5 ~ 10
9
5. b
.. [ CHn
R
GRADES 4-6
HOT POTATO (3)
Anymnber
Eraser . L

m the players but one form a circle around the room. One
player is chosen to be Gyl and does the cal].tng An eraser
- 1s give'x to one pla.yer. - )

When the player \ho is "IT® calls “pasa the potato" the player
with the eraser (not throwing it) starts passing it to his
right or to his left. After a short period of passing from

.~ ome player to another the "IT" calls,. "Hot Potato! Whoever
- 418 caught with the eraser becomes "IT".

| GRADES 4-6
- LONG JUMP ROPE (8)

3/8" sash cord, 16' -?Jo' long

Plnygromd or gmmai\n

N

'I‘o teach tvoglnmro, hnvu t.han firat. stand next to the ropo
and juwmp over it, then swing the iwpe slightly from side to

]

54
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eide and have them jump it each time it touches the ground.

" Increase ths arc of the swirging rope. Then have them stand
next to the.rope, swing it over-head, and have them jump over
it as it touches the ground on the other side of them. Jump-
ing off both feet should be taught first, with emphasis on
Jumping on toes, and landing on toes, and balls of feet with
knees slightly bent to absorb the jar. The double Jump as the
rope touches the ground should be taught next. To help children
get the rhythm of double jump, c2lling"AND JIMP, AND JWMP] or
"JWMP, JUMP" helps.

GRADES 4-6
NEWCOMB RULES
PLAYERS: There are 12 players on a team, arranged in three rows. The

player on the right in the first row is the server.
EQUIPMENT: 1 volleyball

AREA: { € & mm

DIRECTIONS: To throw the ball in such a manner that it will hit the court
on the other sice of the net, and to prevent ball thrown by
the opposing team from landlng on the ground.

: To start the game, the server, on whichever team has been designa-
s ted to 'start the game, moves to the right rear of the court making
the team rotate as shown in the diagram. The server then tosses
the ball over the net, while the other team attempts to catch it
" and throw it back. The ball is tossed beck and forth over the net
until 1t touchea the gmund.

" In order t.c be 8 legal serve, the ball must. completely clear the
net. 17 the ball goes into the not it is an illegal eerve and
scores a point for the other team, If it touches the top of the
net and goes on over, the serve nust be done over; however, if
this happens after the serve, it is legal.

If the ball goes out of bounds, either on the serve or on a play,
a point goes to the team which did not touch it last. If the ball
is caught out of bounds, it must be thrown to a teammate before it
can be thrown over the net.

Players may not move vdth the ba.ll

SCORING : Each time the ball hits the gmund a point 13 scored for the team
¢ 7' on the other side of the net, unleass the bau, which has not been

EMC e touchod, rits out of bounds. -

v
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After each point the ball is put into play immediately by the
team who was just scored against. This done by a serve after
the team was rotated.

In order to keep the players informed of the score the server
announces the score each time a serve is made, putting his own
score first.

GRADES 4-6
PULL TAG {4)
PLAYERS : Any number
EQUIPMENT: None

DIRECTIONS: Plzyers form a large circls, facing center. One playev
is sélected to be "IT" and stands on the outside.

2IT" pams around the circle and tags & player who leaves

his place and runs in the opposite direction. When the two
finally meet at the vacant place, they take hande and pull
each other away from the opening. The only advantage in
returning to the opening first is to secure a better position
for pulling. The unsuccessful player becomes "IT" in a new
game.

GRADES 4~6
TETHER BALL (8)
PLAYERS: 2
EQUIPMENT: 1 tether ball (tennis or volleyball size)
AREA: Playground or Maim . 4

DIRECTIONS: The object of the game is to wind the ball around the pols.

The person on the right (0) hitting it to the right, the

_person on the left (X) hitting it to his or her left, which
" "ie in the opposite direction. The winner is the person who

e - tirst winde the ball around the pole within the "WINDING AREA."

Variations: May be plqed in any combination of the following:

1., FPlayed as singles, or as doubles,
2. Played with bare hand or fist, or
- paddlss, either forehand or backhand.

- 3, Played using a restraining circle three
by five feot, a restraining line through
center, no restraining cirele or line, and
using different length of cord.

SCORING: In the upper grades ecoring may read 5 for inside circle, 3 for
middle circle and 1 for outside circle.

) (s«hi&fm next page)




PLAYERS:
EQummn
DIRECTIONS:

1'-2' Winding area

J

-8'-10' Pole

A 5! Diameter

Circle

Restraining Line

GRADES h-6

'I‘OICMY TIDDI.ER‘S GK}UND

Any mxnber

Nome .

¢t i :
The plarl.ng ares ia di.r:l.ded uy a li.ne into two equal parts.
One space belongs to "Tommy Tiddler" and the other to the

- phyvera. Ono player ia choaen to be "Tamy Tiddler!

,"Tcunv Tiddler" steuds on hia side of the line and cross it.

All the other players are on the other side of the line, and

. yenture across onto "Tommy Tiddler's" ground, picking up gold

and silver.” "Tcemy Tiddler" may tag any person or player on

o hia gmund, amone t.a.gged changes places with him,

LG e .
: ]
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PLAYERS:
EQUIRMENT:

DIRECTIONS:

"+ - works it down to. his basemen.

SCORING:

51
GRADE 5
CAPTAIN BALL (1)
20 {twenty)
Ball
Gymm.si_m or playground
There are ten players on a team--five basemen and five guards.

Basemen occupy circle in their own territory. The guards are
at liberty to run. i

" The captainé of the teaina toss for choice of end, or of recelv-

The game starts by throwing the ball to the center
guard of the team winning the toss. The rules and fouls are as
in the current Girl's Baskethall Rules. At the beginning cf the
second half, players change sides and positions: the basemen at
North end of court become guards at South end, 8o players always
have bassmen at same end. Other team receives the ball at the
beginning of the second half. When the guard gets the ball, he
vWhen a baseman gets it, he throws
it to another baseman, preferably to the center circleman. Baee-
men should not throw back to guards, nor should guarde necessarily
try to throw to center circleman, but to any baseman for a score
48 made only when a basemsn, passes to a baseman, never when a
guard passis t¢ a bascman, .

ing first.

One point is Scoer man a baseman catches a ball thrown by his
own baseman. Two points when the captain (center circleman)

- .. catches the ball from his baseman. The ball goes to the center

only at the beginning of each half. Game is played in ten minute
halves, with 5 minutes between halves.
N ..__5 ‘
GIANT WLLEYBAIL (1)

12-36 Two even teams, one on each side of the net

-Ball-giant volleyball or cagsbsll, 18" in diameter

Playgrownd or gymmasiur—Volleybsll court
Uso regular volleybell rules, with theae oxceptionst

1. Two hada may Le used for the ssrve, and

another player may help the ball over the nel.

2.  The server stands with both feet behind the

boundary line und in the center when ssrving.
3. Any number of hito may be used by a player in
.. . trylng to get the glant vollsyball over the net.

] ¢ 3

« 3
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PLAYERS:
EQUIPMENT:
AREA,

" DIRECTIONS:

59

GRADE 5
GOAL SOCCER (1)
12-36
Soccer ball or rubber ball which may be kicked.

Soccer field or playground where stationary g.&als
may be used

Two vqual teams, players on each, team are numbe. sd
The fielding team spacs themselves along the 25 yard
line, The kicking players stand behind the end line
with ths firet player on tha starting line.

Ore k:l.cks the ball, which is on the end 1ine between
the goal posts. He then attempts to run to base and
back to the goal before the fieldere on opposits team
can successfully dribble and kick the ball through the

. goal, putt.’mg him out

There are three outs to a side. The ~player next, in line
for the kick acts as goalkeeper, when 1 ie kicking 2 is
the goalkeeper, etc. The goslkeeps.' has privileges of

a regular goalkeoper. (He may use his hande to stop the
ball or may pick up the ball to throw or kick it.) The
game is played in innings. The teem with the most points
at the end of on oven number of innings is the winner.

FPouls: To touch the ball with the hards {except the goal-

© keeper.) If someone touches tho ball, the runner ie safe
and a point is scored. " "

SCORING:

EQUIPMENT:

DIRECTIONS:

[N

If the runner successmlly reaches the goal before the ball
enters the goal, a pqint is scored for his teanm.

' 'ORADES 5-6 '
BASKETFALL (2)

" There are 5 players on each temm, a cemter, 2 forwards . :

and 2 guanis. )
Basketball, whistles, goals, pennies.

To start ths gsme, the: toeeses the ball up between
the two centers who stand in the center circle. Each tries
to tap the bull to one of his own players. If the ball goas

" out of boinds it's tossed up sgain, A center player may not

* touch the ball imtil mother player haa touched it.

[SLIFRN YOS o [ CE I TS B A T

The object of the jaxe 16 ror eeoh ew to work the ball

" down the court and make a basket in its goal. The ball

may be throws with one or both hands, passed, batted,
bounced, dribbled or rolled. A player may not stop dribbl.
ing and then start ag&m, nor may he take more than one step
with the ball. st



53

When. 4 basket is made, a mamber of the team scored upon
throws the ball in from out of bounds under that goal.
The ball is started at the center only at the beginning
of each half ot‘ the game.

Peraggg, Fog;g Tripping, holding, charging, pushing,
and touching an opponent.

. Penalty For A Personal Foul: If a player is fouled upon

SCORING :

EQUIEMENT:
DIRECTIONS:

"

oy

L. .! -~ ..'_,.. Loy ’ L
{ -...L -zd \:-1. e 7wy

while shooting a baskot, he gets 2 fres throws, otherwlse
only 1 free throw is awarded. The player fouled upon is
the only one vwho may teke the fres-throw. If he makes or
misses the basket, an opponent throws the ball in from out
of bounds under the basket. ‘

Violations: Xicking the ball. . - Stepping into the free-
Runndng with the ball, throw lane during a
Causing the ball to free-throw. Dribbling
go out of bounds. - - a second timo

enggy_ for Vmution An opponent throws the ball in from
: out of bounds at the point on the

sidelines nearest the spot where the
violatlon occurred.

1

2 points for a basket made in regular play. ‘
X point for a basket made on 3 free-throw.

GRADES 5-6
BASKETBALL (2)

e d -~

—t “ v—'_ ‘.‘ ‘.
There are 6 playora on a tean.
Basketball, 6 penniea, whiatlea, goala.

The object. of the gamz is tor the players on one team to
get the ball in thelr o basket and to prevent the other
team from getting the ball into their basket.

There are 3 forwards in one half and 3 guards in the other.
Any one of the forwards muay et as Center. FPlayers must
remain in their own half of tue court. Only forwards may

, 1
. . [

. The referees puts the ball 1nto play by tosaing it up between
ths two center players.  Each tries to tip it to a player on

her team. After the ball has been tipped, neither jumper may
toush it until it has been touehed by another player or hits

tho floop, ! "hewr et

B OO TIPS B 5,‘4\(‘;.-‘*\ . . i

o 1»' '-" 3 'n;o ban w be bounced or throm rmm ph,yor to player.,

L "“

RN 2 U ST
¢

Jtavedy ey geay B
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SCORING :

FLAYERS:

EQUIH@T
D}[RECTIH! Siz

. Fouls:

. "Yiolations: Béuncing the ball more than once.

_s'g 1

Touching the ball while it 1s in possession of a
player, pushing. tripping, blocking, charging and unsports-
manlike behavior.: : !

Penal: r 4 Foul: One fres throw to be taken by the player

. fouled if 3 forward, or a peraon chosen by the captain if a

guard is fouled. .

Causing the

ball to ‘go out of bounde. . Sf,epping q_vpzj a zone line. Runn~-

ing with the ball
Eg.nel&y_'m_ﬂgmm An opponent. takes the ball out of

bounds at the point nearest the place whers the foul occurred.

After each score the ball is put. in play by a jump-ball at
the center of the ceurt :

: If two opponente cetch the ball at the same time, it is

toseed up between them by the referee.

" After each baaket R the scoring team ehould rotate clock-
wiee eo that pleyere get a chance to play other positiona.

2 points tor a field goal
1l point for 8 rree-'thmw

G'MDB 5-—6
EID[ENTARY VOLLEIBAIL

There are 12 playere on a t.eam arra.nged a# indicated in the
diagram telow. Tho player on the right in the first row is
the server, o

One volleyball Net.
The object of the gmo 1e to hlt the ball over the net in
such a mnner that the opponent.s cenmt retum it.

Ky atart the sm, the server mvee to the x'isht rear of the
court. . The server then hits the ball over tho net with an
\mderlmnd pass. The opponents try to retum the ball, with
an overhand or inderhand pass. A player may not hit the ball
twice in succession. The ball mdy only be hit three times on
any side before it goes over the net.

\)Gl

I
Tk
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In order to be s legal servs, the ball must completely clear
- the net. If the ball goes into the net it is an 1llegal
serve and the ball goes to tne other team, who puts it into
. play by serving. If it touches the top of the net and goes
) on over, the serve must be done over. However, if this
- happena arter the serve, 1t is legal. '

Lo I.f t,he ball goes out of bounds on the gerve it goes to the
o+ . other team, If the ball goes out of bounds durlng play and
i . serving tamx wis the last one to touch it, a side out is
called and the ball goes to the other tesm. However, if
* . the team o;:~site the server is the last one to touch the
ball a point goes to the serving team., .~

F c. & olows'

1 Lett.ing the ball hit, On your side of the court.
2, Hitting the ball out of Bunds. =™
3. Hitting the ball more than once in succession.
~ &,  Touching the net. ..
5. Hitting the bhall more than 3 timoa on a side.
6. Hitting the ball into the net.
S Lettingtheballcanetorestintm hands.
- Asaiating on the serve. ’ .

+ -

" Pepaltdes are ae follows: e
RIS [ R . o IS Y .
1. A foul by the receiving side gives a point to the
- serving team.

: 2.' A foul by the éérving side constitutes "breaking a
serve" and the ball goes to the other team.

SCORING: Only the serv.ng team may score. 21 points is a game.
‘faii 1. - The serving team rotates (indicated in the diagram on
- page 54) impedintely befors each twrn at service. In -
order bo kaep the players informed of the score tha
server ‘announces the score each time a serve is made,
pulting his own score first. B AR

. émnss Feb
| KIOKBALL (2)

[PPSR .t .
FEEE A RN

PLAYERS: 10 on a tcam—-z teama' A L
EQUIRENT: Soccer ball . 2
AREA: . Center field

ol
PR

DIRECTIONS: There are ten players on a team, a catcher, a pitcher,
three basemen, two shortstops and three fielders. For
fewer players, the shortstops may be eliminated. For
more playsrs, additional fielders may be added.

Players take their places as indicated in the diagram
on page 56.

(62
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The first player on Team B stands behind home plate and
attempts to kick the ball (rolled to him by the pitcher)
into the field and then run to first, second and third,
and home bases before being tagged by fielder, hit below
the waist with a thrown ball, or "thrown-out" at base,

To be "thrown-out” a fielder with the ball in his possess-
ion must tag the base before the runner gets there. If
this occurs on second or third base the runner may attempt
to get back to the base he left if it is unoccupied.

If four balls are pitched which fail to go over hore base,
the ball is pla.3d on the base and the kicker is allowed
a free kick.

If o pitched ball crosses home 'piate. and {8 not kicked, a
strike is called. Three strikes constitute an out. After
three outs the teams change places.

The pitcher should roll the ball in such & manner that it
will not bounce and will roll over home basa.

To be a fair kick, the ball must lsnd within the territory
which is bound by an imaginary line from hoxs through first
base and from home through third bace. A foul ball is countecd
as a strike unless it would make a third strike. afier two

. gtrikes a foul ball does nut count and taker} over.

nio

SCORING: - .. 1 point for each person Qmssing homg plate safely.

Sy

Loft Field - ;- Second Baseman .. Right Field
Left Short Stop . Right Short Stop

Third Baseman X X First Baseman

B 4

et om0 oor oo K Catcher ;oo
Ay ,7"..'."':' RTE
USRI I S L M TR Y

Wi s . e ‘ B
Lbubis AL S M T SAL I K SN, B RV
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PLAYERS

EQUIPMEN? :
DIKECTIONS:

57
GRADES 5-6
MEYER BALL
2 teams of 10
One basketball

There are 10 players on each team, five are forwards and four
are guands, which stand in the opposite half of the court. A
captain stands in a threa-foot circle at each end of the court.
(}layers must remain in their own half of the court.)

The cbject of the game is to get the ball to tha Captain (tha
forward standing in the end circle.) :

-

The referea pute the ball into play by tossing it up between
the two players. Each tries to tip it to a player on his/her
team. After the ball has been tipped, neither jumper may touch
it until it has been touched by another player. The ball may be
thrown or bounce-passed from one player to another, the guards
attempt to intercept the bali and get it to a forward of their
own team. The forwards tiy to relay the ball to the Captain or
get it to another forward who might have a better opportunity.
If two players get possession of the ball at the rame time, a

b Jumpball® occurs. If the ball goss out of bounds, it is thrown
in by an opponent of the player who touched it last. A goal may
not be scored on a throw-in.

Foulg: Touching the ball while it is in the possession of a
playor. Pushing, tripping, blocking or charging. Unsports-
rmanlike behavior.

Penalty: Onme free-throw to be taken by the player fouled.
Violaticns: Running with the ball, Bouncing the ball more

... than once, Causing the ball to go out of bounds. Stepping

over a gone iine. .

- Penalty for -a Violation: An opponent takes the rall out of

bounds.at the point nearest the place where the foul occurred.

After each scors the ball is pui in play ty a jump-ball at the
i« center of the court. Extra players will stand out-of-bounds at
. - the center line and rotate in when their team scores, or ball

: .. goes out of bounds, - " T - .

~ o

' C‘i( L “w o

‘ If the captain roce‘ivJa the ball from a forward he scores a

point for his team. If ho receives the ball in a lonig throw
£10m one of his guards he doas not score a voint, but he may
attempt to throw the ball to one of his forwards or back to

" a guard

[
o T

" (See diagrem on moxt page)

R S B
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G_L Captain

X|0X | . N &— Restraining
line

GRADES 5-6
‘ SIMPLE SOCCER
PLARES: 2 teama of & o

EQUIPMENT: Soccer ba.u, colored arm bar-‘s cr panniea for means of
identifying team members. .

DIRECIYONS: .ach team has: one goal keeper, three guards, and four
R forwards stationed on one halfof the field shown ( in disgrem
on next pego)

Attcr the thmw-in from centor ﬁold, by \hlehevor team has
besn designated to start, the game, playerc pAy go any placs
~ on the designated half of the field. All throw-ins are nmade
with a two hand ovarhead throw, td.th both feet on the ground
. andwgethor MR
. EEEN v BRI . -
. Tho object ot the gamo 13 to k:lck tho ooccer ball between
" the opponents goal post, not gyer but bs.tmn

Playsrs advance the ball by dribbling. They nay play the
ball with any part of thou' body except hands snd ams.

The only time a player w uge their hands is on a throw-
in play.
! 65 ’
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If a player touches the bsll with his hands or amms, a
player on the opposing teem gets a free kick from the
center of the field. Othar fouls are tripping, pushing
with hands or arms, rough play and poor sportsmanship,
each giving a free kick tn the opposing player who was
fouled. If the ball goes out of bounds, an opponent with
8 two-hand overhead throw, tosses it back into the fisld.
A goal cannot be made on a throw-in. The bzll must be
played by a team member first.

The Job of the gual keepor is to kesp the ball frem going
between the goal posts.

The Job of the guards is to get the ball to his forwards
on the other half of the fieid.

The Job of the forwards 13 to get the ball between the
opponents goal posts.

One point is awarded when a player gets the ball between
the opponent's goal posts. After sne team has scored, the
other team puts the ball in play again by a throw-in at the
center of the field.

In orde- to keep the players informed of the score the goal

keepers will announce the acore each time a8 goal is mads,
putting his own Score ‘fir’st.

S

. @

A
AA
BDB
AAA
B

oz ™

B

B
B
G
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STUNTS and
TUMBLING

EXERCISES

{
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STUNTS
«lDUCK WALK (13) » i)aepk kn?g berdto “.aéu.at position. Hands on hips or
tucke? y:fx_:d{;_ar a\xjm;:.d.t.alf Walk!u_i.thout raising hips,

" FORWARD ROLL (13) Stand with feet well apart, knees bent, Flace hands
o . on the ground close to the feet. Lean over, tuck the
‘ head under so that the chir is on the chest. Teking
iYe weight first on the hands, go ovar carefully until
the back of the neck and shoulders can take the weight.
" Then roll over. ' - S

THE OSTRICH (14)  Children bend body at the waisf,, graep the ankles keepin
S kneez a3 stiff as possible, and walk forward.

CRAB WALK (12)  Sit down, take the weight on the hands and feet., and walk
‘ ' backward, forward or sideward. Do not Jet the body sag.

RABBIT HOP (32) = ' Bend the knees deeply, oxtend the arms and place the hands

o cnthe floor in front of the body, without moving the hends,
e spring forward, bring ths fest to the hands. FExtend the

arms, place the hands on ths flcor in front of the body and

‘ et e bring the feet to the hands. Rapeat immediately.

" CHICKEN WALXK (12) ’ Walk with the knees deeply bdent. The arms are¢ ouxtside ths

¢ rwan (oot - T thighs and the hands are clasped in fromt of the kneco.
B U N R R A L

P R Poernhiio ot om,
. . 'y N, R . [ .
ST TR SRRV AR S Py U S N S YL ‘.m.w ¢
Do . P I BT verreran PR Y N
. e . . -
PR

ST LI T LTI SO R NE S (A S LR WP PR

s ATEDS 4 yoond
HIGH XICK'® . i * Pupils stand eréct and tiy to kick their feet as high as
their heads. Pivst right and then left foot.

' MBASURING WORM *" The weight is supported 6n the hands and toes, with the

Tl st 0 U oty Pacipg the floor. The student first walks his feet

PR LRAELE LR B > his hands, keeping the hands etationary, then walke
S ystt Y pie hande away- from fest. Knees may 1ot be bent.

71 DUCK WALK {7 Deep kriee band, hanle on kiees, walk forward in this
Trawe eauia 845U pagiedsn, ” Plade hands behind back, palms togsther,
fingers pointing bickwarde to make a duck tail.
Students quack like ducks.

[ ro a¥reaow il
A Y I A T Y] P vow .o

.

LI rricgiey pee. LD ool T

_ C7iB WALK -1 3: Y from ‘squat position reach backwardc and put both hands
ST ""f S f1at on the floor without sitting down. With head, neck
sEtuy v mli ok gnd body 20 a m;cwum, and back toward the floor,

rn or walk, v

[

fYeys
'68
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CHURN THE BUTTER

MULE KICK

!
3

FORWARD ROLL

Tl e o
ORI - ] |

Lot

TANDEM
Pty ot g e

RV ITE I T\ B T

Yopos

o,
LT

e both feet to erect position. . [,

4.1 va .One child A, gets down on hands and feet. An
' .17 eite astrids his shoulders, leans over, and places his hande
cnwtl.y on the ground in don?
oy back over the nhipa, and $1 this position they walk.

Beck to back, elbows locked, number 1 bends forward
from the hips, number 2 springs from the floor, leaus
back and 1lifts feet frcm the flcor. Repeat zction with

- number 2 bending forward. (llave students of equal size.)

The child st.ooﬁé dowr{l‘ a.nd place“é.hie hands on the floor

;- 4n front of hie feet so that his arms are the front legs

of a mule, He lowere his head like a mule, and suppoit-

" ing himself entirely with the front legs, kicks out with

ths hind lege. - -

" Squat down with hands flat on the flsor, elbows inside

and pressed against the imees. Lean forward slowly,

. transiering the weight of the body oritv the hande and -

altows, until the feet ewing clear of the floor. Keep
heed well up and point toes backwards. An additional
stint may be performed by leaning forward, tcuching the
hesd to the floor, thnus forming a triped.

Place the hande on the floor. Bend hesd forard , chin
touching the cheet, back round, roll fcrward on the
neck and back keeping the body in the shape ot - barrel.

. Gracp the ankles while coming up to position of attention.

The roll may also be done without the uee of the hands,
Standing straight, drop to a squat position, then roll back-

., ward in a vall, keeping “he head well forward during the
© . yold. to avoid bumping it. = Use the hands to assist in complet-
. ing the roll. Stand on the finieh.

From the position of attention on the mat, jump to a elde
;. stride position (heels about one foot apart sidaways) swing
...~ loft amm through the cideward position to upward, right am

remains at right side. Swing left aim to sideward poeiticn,
right am to upward poeition, Lend trunk to the leirt swing-
ing right leg sidewards and upwards. Support the body weight
on the lefi arm as left foot swings frum mat. Continue the
circle sideways, fest spread ard overhead; cupporting ihe
body weight .on the rignt amw; then on iight leg; then on

s

Another child B,

fropt of A, B then puts his instepa on A's

LSt tyagron o daristions When three or mure children walk in the position

ceddersd eniog ool baka 88

described abovs,.the stunt is known as the

CThed M b o6 sdan of o) Sentipeday Ly, oo

WHELLBARROW

w3 g Lra
1 BEPR AN B G S+

ctendt s b

Q

et e e

Two children perfom this stunt.’ One child bends over and
placuos hiv hand on:the floor in front of him., Ths other
ggayzhina i::‘tg?” and m&m feat from the floor.

y this position they walk fo the bottom tne ¢n his
handn ‘and the other on his feet. . '

89

[



CHINESE GET-UP

HPRMAN BALL

ROCKING HORSE

TNCH WORM

BRIty 40f L,
LRI PRI

L e GRADES 3-6
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Two children sit on the floor back to back with knees

bent and elbows hooked. Both children should be about

ths same sizc to balance each other. Both children begin

to rise to» a standing position Ly pushing against the

lower back of the other child. They then lower tiemselves
+ in ths same way without moving thoir feet.

Child sits on the floor with the knees drawn up close to
the body. Puts his arms between and under his legs, link-
ing the fingers togetl.or in front of his ankles, as shosn
below. Hold securely then roll, falling forward onto the
lower leg of one side, and back to a eitting position.
Continue rolling without stopping. Care must be teken to
start the roll bty going forward, rather than dropring to
one side.

Child lies on the flobr faco ‘doun. The arms are stretched
back so that the ankles can be prasped. With chin up and
he.nda holding a.nklea tight the child rovka tack and forth

Take the woight on the feet and handa, face cownward, with
tne body parallel to the floor. In this position the elbows,

 back and knees avre straight. Without bending the knees, walk

. uvp to the hands taking suall steps, then walk forward on the
hands until the body is fully extended and again parallel to
the floor. Repeat in a continuous rhythm, walking elternate-
ly with tha feet and with the hands. ’

S
/,_

S"‘UNTS
T I v

e

;.. Stand \d.th feet. coml‘ortabl,y aplu'l: Hande on hips. To a

count of 1, 2, bend the knees until the body 1s in a sitting
- pasition and retum to \eg:l.ming poaiti.on. Repeat. -

A IAC‘ oo

. Bar paral]el t.o grmmd and .)uat hig,‘-. endough %o that the

2t childrent's feet do not touch the ground. Child jumpy up,
* 1 or e halped, and graeps the bar. While keeping his hody

" straight no pulls himeeélf up until his chin is well above
- the bar. Then he lowers his body to tha beginning position

E IR RVl f’,‘ <« noand repeats, fou g Lriohave L

Lot
Support the weight on the hands und feet, facing downward,

PUSH-UP
«i boet 5" keeping: the body siraight and almdst parallel to the floor.
ct o ansd ir Keep arms straight and shouldérs wide apart. From this
vk 1 et position bemd the elbows wntil the chin touches tihe floor.
' Body should remain straight. Without 'pausing stiujghten
I the elbows and retumn to the etarun.g position and repeat.
“fria NUENEER BESTON LTS SIIE L B R 83 S S e ’
sn—ur '} 14e on floor vn back.  Claep hands bohind the head. I.egs

eh ok * b v straight. Using the stomech muscles pull up into & oitting

pontm. u. back and repeat.” !

Lryooanl Aty el abd oae ies s 0

EKC aovloatst s wf e € ;&'1..,\{ .,'. boos o

e 0
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WAY BACK  Stand vith fest slightly apart, hands on hips. Te a
SR ot of 1, 2, 3, 4 bend the body forward and touch
+-e8. (1) Strajghtan avd place hands on hips. (2)
bring arms up and throw elbows backward a3 if trving
to touch them behind the back. (3) Return to beginning
‘ position. '(4) Repeat.
. STINI‘S
GP.ADE l;
FORWARD ROLL - * Described wnder Grade 3 -
BACKH:\RD ROIL Deseribed lmder Grade 3

CART WL i l‘aecnbed under Grade 3
. ST ‘: Y. .
_HEAD STAND Lraw an eqv °latera1 trie.ngle on mat or gmund. Have
o w o s the student place hds hands on two points of the triangle
"2 . and his forehead on the third, he then walks his hips up
- +«i"7.  as high as possible, keeping the back straight. He vaises
Cor U7 firet one leg and then tha other to gain an inverted position.
Livourt P oo The back 16 arched evenly, hips and knees are locked, and the
0w, toes poirting up. The weight's kept slightly off balance
torard the hands. The student comes down by bending at the
hipas. (Student helpers may be used or studsnts msy work in

pairs.)

JIMP STICK Stand, holding stick horiwnta.lly acrosg the front of thighs
by grasping with hands about eighteen inches apart. Use
overhand grasp. Jump forward over stick without touchirg

L o %.etting go. Do’ bho Beme ctunt I:o.ckwards over stiock.

“b a'jj Targe 7, A el Bhed WS

- Stand vith one foot roruu'd, ama to aide. Knees of forward

foot flexed slightly and rear foot lifted as trunk bends

Y o7 o forwatd and arms reach toward the mat or ground. s hands

oL ‘-"J ol tomh mat," the' forward foot pushes off from the floor and
L “both legs are lifted. .Force of the pucn varries hips over
: ‘: i i thé hoad 8o that. portomr is in an inverted position. In

i .7 L -order.to maintain bAlance, head siould be up. Return to

stund by reversing procedure. . (May work with partnor or

helpor
EANCEICIE OV IR S T Fon Wi o 2 S0 o
. KNEE-DIP . [: sr St“ on onei tobt; gx‘aepin.g the other foot bahind the
piy w0t L0 Lo baok with the ‘opposite hand. . Try to toush bent kres to
TV e 20 LT Fleor and Mum to mndinr posiuon without losing
.w?ai,,s_s'x“- Atizus. bhlanse., J:.'v_x. ; S Vet e
R BORRIRT a:fl.z'"..': caltints ot ol d eaeg o
sm aou. .‘ 'mepupﬂ-thmm hhlaelf aidow‘ﬂum falls, he lands

3 ‘\,I Jend crtt seeconshie oot and haind at the same time; thus bresking. his
SERY S AP N **. c;: 7 £a1l. .The hand and knee'sre immediately turned in to
avoid injury,; The shouldsr is turned under and the child
rolls over on his back with legs extended. As he mlls
ontohistmmi.n he brings his knes up and ende in a
kneeling pod : .

P . 71
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LOG ROLL

DACK SPRING - .
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Thres children on hands and l..ses on mat about three .

. feat apart. 7%he middle child rolls to the right at the
- . same time the child on the right leaps over the middle

¢hild and rolls. The c¢hild on the left leaps over the
rolling right person. This continues until signal to stop.

One boy takes a position on the ground on his hande and
knees. A second boy from the side throws his hands on

~ the ground near the first boy, and tums a forward roll

over the first boy's back. The boy under raises his back

- . slightly just as he feele the first boy going over him.

.. This may be used as training for the handspring. (Use

IR
R i

e e,
PO I AR

p b

helper or epotter.)} -

A

cavt i STUNTS v -

.- GRAUES 5-6 - ...
V.o LR

Teke a short run and 8 hop, oend at the hips and place

‘* the hands on the mat, shoulders wide apart, fingers point-

ing ahead,.elbows slightly bent, at the eame time kicking

the legs up and over the head and pushing hard with the
©. . arms and arching the back., Bring the lego inder:the body
i .. and allow the kness to bend to cushion the lrnding. Spotter

TR B B ¢ iy

.. A% 1ies flab with his knees arawn up and his feet firmly
. :planted ua 4he floor., "B" mme and piaces his hands on
‘. the kmses of "A" and does & hand spring. As he goes over,

MAN - gasists by dracing the back of "B" and giving a alight

Coitin ity o push AL necessary. o -0 o iy

ST

R N

ECK AND SHOULDERS The pvpil 1ies on bis back and then raises hi: feet and

STAND

KIP UP

1

hips until they are ae nearly perpendicular over ths
shoulders as possible, The weight is talanced Ly the
upper arm with the hand braced againet the back.

The pupil lieo on the mat, then places hie hands over
his head with the palms on mat. The legs sre brought

up and back until he is partially in a neck and ghoulder
stand, the legs are whipped forward, the back is arched
and the hands push up simultaneously the pupil lands with
his knees slightly bent to cushion the landing. Pupil
may g0 into formard roll or handspring if desired.

. Come in many shapes, sises and rforms. Children should

bs allcwed to put to oreative use the indiridual and
couple stunts they have learned. They should be allowed
and encouraged to create their own pyramids and given an
opportunity to show them to the rest of the class.

The heel click 1 done into the air from th
q e, on pore

side etraddle poeftion o heols together nore
tkan once if possible.

OV wp




INDIAN WRESTLE Two players lie on their backs facing opposite direci-~
A . lons, sids by side, with adjacent armms locked. At a
signal, the adjacent legs are brought upward and inter-
locked at the knee., The wrestle consists in trying to
force the upponent to roll over from his position.

HAND, RNEE, - "A" 1ies on his baclk, knees bent, feet flat, on floor,
SHOULDER lags epread, aros reaching forward and up. "B" stands

BALANCE between "A's" feet, places his hands firmly on "A's"
; thighs, just abuve the knee and leans forward so that
A" can grasp hies shoulders as he kicks his feet up in
the air. '"B's" lags should be atraight, toes pointed,
back arched.

ANGEL STAND Partners stand close togeilher, facing the same direction,
"A" in front "B" in back, with his feet spread apart, knees
slightly bent. "B" places his hand nn "A'e" waist. "A"
grasps "B's" wiist. "A" springs up and places his feet on
"B's" thighs, vith his kmees bert. “'A" gradually ieans
forward sprending his ars eidewaye and straightening his
¥nees. +B" at the same time, lets his hands slip down from
"A'a" waiet and grasps hia knees t.o support. him.
STOMACH BALANCE “A" lha en his back with hia lmr;ea tent to chest and his
» Tt b upper ams resting on the floor, elbows bent at right angles.
"B gtands in frout of "A" and place2 "A's" feet flat
against his (B's) abdomen. He then places his hands on
i WAtsY hande and springs up cnd forward ss "A' straightens
- his knees.  "B" should streighten his knees, point his
. .. toes, arch his back, hold his head up, spread his anus
sidewards ani balsnce in this poaition. To recover, "A!
bends his knees and "B" dropo back into a standing position.
"B" then leanc forward grasps "A'e" hande and pulls him up
to ttandiﬂg pusition., ' =+ .
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Starting Formation:

Measures:

1-2
3-4

1-8

HOW DO YOU DG, MY PARTNER? (12)
GRALE 1

lHow d'you do, 1y partner?
How do you do today?

Will you dance in the circle?
I will show you the way.

Partners in double ocircle with inside hands Joined

all facing counterclockwise. Boys form the inner

cirele, girls on the outside.

Boys bow to partners
Girls curtsey to partners

Partners shaks right hands, then

turn to face counterclockwies and
Join left hands. With both hands
Joined they wait in readiness to

skip through Keasures 11;,8.

Skip with partner sirging, "Tra, la,
la, la, la." On the last two measures
the boys move forward to the next
girle ahead to repeat the dance with
& new partner.
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7780

1 WA1l Show You The Way




1

SHOEMAXER'S DANCE
GRADES 1-2
Stavting Formation--Double cirele, partnars facing, boys on

the inside circle and the girls on the
outside.

Measures: 1. Wird the thread; lolding the fists in front
of the body, roll one fist around’the other
three times,

2. Reverss the direction and repeat the action
of Heaaure 1.

3. Tighten the thread: Jerk the fists apart
two times, - :

4. Clap own hands together thres times,

1-3. Repeat the action described for Measure
1-30

4. Tap the pegs: Tap th» fists together
three times.

5-8. Boy takes girl's left hand in his right,
and they ekip in “he c¢ircle counter-
tlockwise,

. L. L gt ae f . e -
S oL ;

", 5-8. Repoat the abo*n.
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- LOOBY 100 (7)
GRADE3 1-2
1. “horus is sung f.'n'et and plwere waJ.k or akip in eircle with
hands joined, o }
2. As each verse ie sung, children act with the words, Chorus is
repeated after each verse.
__CHORJS AS SHOWN
Verse 2: You put your left hand in, etc.
Verse ** You put Jour right foot in, etc.
Verse 4: You put your loft foot in, otc. 4
Verse 5t You pu: your head way in, etc.
Verse 6: You put your whole self in, ete. |
tont [ 2 L
- e A i
Lt —— wov— 1 4 { — > e
R =t S e e
Here we go Looby Loo, Here we go looby Light,
) — - lmi' —
24D s S o = ?‘I 7{"{}11? P N — -
T u*—(— 'r—jl_,_.c ’.'7 — 1 A.;I‘ET_I__ 2 1 _é. 7 d
Horo w go Iooby <~ oo, AL on a Satwdqy night. You
_i: Veree' * _ R R L
o —f— i 7 Tt ——— -+ :‘:_.I'L b
(L' PE ST R | y SEENY S OESUNE & YA L SR W s
12 1 - ] s 7 1 3 -
U put Ty your right hand'in,” - you - put your right-hend out, - you
o o4 — _" - B N f j PN Av
= L2 S = =2t =
give your right hand a shake,ehake,shake, and Turn your-self a- bout

7q ’s
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CHIMES OF DUNKIRK
GRADE 2

Formation: A single éircle, boysand girls alternating, is i‘bnned.
Partners face each other with hands on own hips.
Measures: 1-2 All stamp ‘not too heavily) left, right, left.

* 3~4 Al raise arms over head (so that faces can be
.. seen between the armms.) All bend bodies sharply
" to the left and clap hands over head; bend to
the right and clap, bend to the left and clap.
This represents the ringing of the town's bells,

Partners take each othsr's hands with arms
extended sideways. Sterting with the left

~ foot, they mumn in a amall circle while turm-
’ j.ng their pariners once around.

5f7

8 Flayers mm forward on the last measure and
Becure a new pa.rtner. I k_ AR

- ‘__The dance is continued untdl the muaic ends.
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DID YOU EVER SEE A LASSIE? (5)
GRADE 2

Victor Reeurd No. 21618, _and No 145-5066 (Album E 87)
1. Did you evsr sec & la.ss:le, a lassle a laseie?
2. Did you gver see a laesie do this way a.nd that?
3. Do this way and that wa.y, and this way and that w2y ,
4. Dif{ you ever ees g lassig do this‘ way an§i ‘that?

R Y f,,»;'j -4 e B

Formation: Children fom a single circle with hands joined, boys
and gisls altematmg A leader 1s selected to stand
in the cmtusr._f'ﬁ‘ ay : . !
I RS N L
Description: Moving to right or left, all aing During the sing-
ing of lines 1 and 2 the center player decides what
actinn to shgw the othera. . . _

During lines 3 and 4, the oircle players stop wallring ‘and skipping
and imitate the action ¢f the leader. Movements should be rhythmical.
The use of large; vigorcus movements uvuch a8 bending the body forward
and touching floor with hands, jumping high into the air, clapping
hands under a raised leg or running ir place should be encouraged.

At the end of the verss the center player selects a new leader.
The aulsaction of boys by girls and of girli by boys should be

encouraged,
-
Full BN o —t- ~1 ‘1‘/]_1
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. A-HNTIV WE WILL GO
GRADE 2

Line 1. Oh, a~hunting we will go,
2. A-hunting we will go, - -
3. We'll catch a fox and put him 1n a box, :
4. And then we‘ll let. him go. :

Fomation. 1. Sete of tm pa.rallel linea, not more tha.n gix
players. Partner face each other, boyﬂ on one
side’ and g:l.rla on the other side. -

2.7 0n f‘irab 2 1i.nes of aons, head oouple joins
crossed hands and slides down center to foot
of 17-3, Other couples sing and c¢lap hands

“" to tiw rhythm. - On 3rd and 4th lines, head -
" couple slidée back to position. - .

3. Bong is repeated. During repetition, head
-~ .couple drops hands, and each one skips out—
"o 1- side of his own line to foot, followed lsyy
© - playérs in hia om line. When head wwuple
-+ meets at foot; they join hands for an arch,
and other players skip with partner wundsr arch,

4. Second couple becomes new head couples when
original head coupls stays at foot of line.
Game is continued until each couple has heon
at head of line.

N
o T—K it
—t -~
24 ¢ » ) oo —, T
[ 1 [ >
Pyeas 20 R 4 el .
7T oh, a= hwnting oW Wl - g - ¢ L A=
-éi 7 1 p vy ” asm——
% 1= s 1= S ¥ ~
N L o L L y & & {1s L7 [ &
_!._;ll \ -, — -
hmt«- irg -/ + 'we will: =i - £9, - we'll
RERET .-.- - Y ,r.--‘-j‘...‘. . 0 . _: ! Fi - N
.'I": .E y ) 2 on -,
) WY —— -
X - —— -
catch a fox amd put him in a box, and
i
i
@ |
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JOLLY IS THE MILLER (ENGLISH) (12)
GRADE 3
Jolly is the miller, who lives by the mill,

The wheel goes around with a right good will.
One hand in the hepper, and the other in the sack,

The right skips forirard and the left skips back.

Starting Fofmatiéhi P/ rtuers in A doﬁblé circle, facing count zit=

Measures: l-b=- . .

clockwise. The boy is on the inside circle
holding his partner's left hand in his right.

As thei first three lix{eé of the song are sung,
all walk -counterclockwise around the circle.

LT .ody ; < -t IR % o - )
7-8—~ .. On the last line, each boy skips forward to
« . take the girl ahead for his new partner; at
- the same time, the girl skips in place or
(- moves 8lightly backward to meet the boy.
g e ~ - )
Ir 2 _
{ﬁl T~ —— tr o> .rﬁ“ — —f=
A==ty & S Pd
A i 3= e
LY~ I T 2 A v : ;

‘ Jol= 1y 4s the Mil-ler ‘lives by the Mi)l, The Wheel goes round with a
_4&_:1*_1,5!1& dwvill, ome = -~ o T o S N
-— ,f. - — - - N - — — }
é\ b - < ‘Tf:..
‘;.A‘.a 'AN“-""G .-eh - (-‘ o.,.-: -. TToT Ammemes \ )

" Hand in the

Hop-per and the

Other in thé Sack, The right skips for-ward and the

left siips back. fee vel TIIPAI
L IO LTI LI, !
U . e i . Y Tt
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' GOOD MORNING—-KNOCK! KNOCK!

The player who is "IT" sits with his face in his hands (or blindfolded)

and with his back to the other players. The leader motions to any other
player who disguises his volce and says, "Good Morning, M
The "IT" replies, "Good Morning ," naning the player whom he
thinks spoke to him. If the "IT" does not recognige the volce, the player
may repeat his good morning until the "IT" has had three guesses. If the
WITY cgn name the speaksr he may be "IT" again and another player is chosen
to speak. If the"IT" cannot name the speaker in three guesses, the speaker
becomes the new "IT".

Variation-~Knock! Knock! this is played like "Good Morning" except that the
player knocks on the floor behind the guesser and when asked who is there,
replies "It is I" disguising his voice as best he can.

ERASER PITCH

Place a wastebaskot in a convenient place from which a throwing line may be
established, from ten to fifteen feet in distance. Players take turns, each
throwing three evasers consecutively from the throwing line to the wastebasket.
One point is scored for each eraser that goes into the basket. The player with
the highest score at the end of the playing time may be declared the winner,

or a set number of points may be established and the first player to win that
score wins.

FIND THE LEADER

e,
Players stand in a single circle facing center. One player is asked to leave
the room. Whil~ he is out a lesder is selected from among the playors in the
circle. The lcader starts any motion he chooses with his hands, arms, head, or
feet which is iimediately initiated by the other players. The child who left
the roam returr.s and as he watches the group change fiom one motion to erother
following the leader's change, he tries to find the leader. Flayers should
mske every effort not to be obvious in their observance of the lesder whose
gradual changes of motion they follow. The leader, tco, should help to confuse
the guesser by looking at any other players as if he thought they were leaders.
The "IT" ie allowed three guesses to find the leader. If unsuccessful he mus:
be YIT" again until he has had three tums, after which he selecs another to
take his place. This game is most successful when played by approximately ten
to fifteen children.

SALESMAN

One child, the saleasan, has ten objects which he "sells" to ten peopls in the
room. As scon a8 a player buys (selects) an object he immediately puts it out
of 8ight. When the salesman has sold everything, he tries to buy them back.

If ho remembers correctly what each buyer bought, e gets the object back agsir.
Whan he has collected all objects another player becomes the salssman. The
leadsr records the number of mistakes in collecting the objects.

85"
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) SAYS

Playara stand with tists eloaed, thumbs up. The leader stands in front
and says, "Simon seys, Thumbs up" or "Simon says thumbs down" and turns
his thunbs up or down accordingly. Flayers do likewise. Should a player
turn his thumbs down or up whi:n the leader saya only “Thumbs up" or "Thumbs
down" he is out of the game. .. ..,...: . . " ; s

1. '.A gggg t_x; Ebzgj, g], ggmm m 1 m ' ntary Sgh‘ oo;l_,. ' '
Second Revision, Missour!, Grades 1-6, Pub. No. 103-G, 1963 .

2. Children in Action, Physicel Educatdon Instruction Q.uéﬂs
Dade County Public Schools, Miami, Florida .

3. Elmentary, znmmm.mnmgs_nm Grades 12
Pinellas COunty Public Sehoola, 1963.. -

4. Frosster, Jr., Carl A, and Owen, F.A. mmm_m_m(n 1.)

5. Hagen, Dexter, Williams, Ehzeisnl M in ﬂ.\z m.&m School,
Sacramento, 1951

6. Kraus, Richard, ggmg_um Lp_ggg_:_g HAMK HcGraw-Hill Book Co. Inc.1955

7. Latchaw, Marjore, Ammummmum
Blemsntary School, New Jersoy: Prontico—Hall, mc. 1965 ,

8. Miller, Arthur G. and Whitcomb,: Virginia, M ymm in
the Elementary School Gurriculus, Prentice-Hall

9. Prsicad s Health Eduostin for Elepentary and Secopdary Schools,
issued by the State Superintendent of Public Instruction, Raleigh,
Rorth Carolina .

10, Pureical Education in Elemertary Schools, minois, curriculm
Program. Bulletin C-Eight, 1965 ... - .

11. Pry:ical Fitness Elements in Recreation, President's Councdl on
Iouth Fitnesa, October 1962

12. sm,m‘usmm " fapehios Prsical E&mﬁjﬂjﬂ&hw
School, Rew York: Ronald Press Company,

13. Bucher, Charles 4. and Bvelyn M.  Resdes: Phyaical Education apd -
M in the Elegentacy ﬁskml 'rho ludm.lan Co. Nen Iork, 1961+
Lod g rAr ol el e nyieTha b
5. hx'ha, Albett M, 'Furth,: Sc'l. l!. md Mth, Joooph M. i
-Cpowth Th-~vesh Flay, Mtco-ﬂau Inc Ensleuood Clitf, :
wooe leOM, 1959 1o cora o iteen N .

.

shvenat dflien » L le e.e: :,-,..,.,,.'n. i .

vt Go  Masdmum Utilisation of Time and Spese . -/ «7i -t - T

The physical educstion pericd should be a fascinating one in movement
for a]l students. Instructors must remember to take interest in the
ehﬂdmi.fwoyomctth-touhminuustinmpmm

86



. 1 An i.ndoor facility (playrocm)

The following are auggestion't for posaihlel ma.:d.mm utilization of
time dur:l.ng a claas per:lod. . ; ’

1. Cong to a.nd iy Claaa SRR

a. If possible, clasaroem teacher ahould have the children lined
up and ready to go.

b. Use the nearest exit to playgmund.

c. Have the children go quickly but sa.fely t,o their destilw.tion.

IO

2. Roll taking -~ - @ -0 . cieionBURLI e

a. May be done during exercises. ' : i o
b. May be done after school by securing -+ S. i
an abaent.ee sheet from the office. X '

The recoumended basic physicel roquiraiente fdr a well- S
. rounded phyaical ed: .lcation program include the following

a. 2000aqumf$et"' B ST
e 'b. ljto{lafreetnm IR EETANN i . . o e

2. Ap outdoor tscmty (ha.rd aurfaced court)

8, 65 i‘oet by 100 feet Sraan ;'~‘—'"-"r RN N S
b. 10 feet between courts
"5 feet’ botween cou.rt- and sid{elima Sl :_‘ i
3. Playfield—-Tae aize depande on the nmber of teadng
- stations needed.: 360“117 360718 deeded ror one toach- :
mg station. 1D (IESA RS SRIETS RIS | T LA PO b R R R

&, Outdoor apparatua Iarea. _ _
5. Track and field area. <o i ot
6. “Adequaté storage area. i i tuiT ol s el oot

~ .
D

How the instructor uses the area 1o largely up to them.

2302 Ths' instractor should be sure timb they are getting the ... .. ..~

D.

maximun usage oitt o the:area for their program!s sske. '
the Paily Lonoh for Maximm Effectiveness (1 S

2o 20 N ved Lo sl DRl g L faafe v v b T e

In preparing a daily lesson plan, combined effort.a of the Mrucmr
snd ¢hild should beeonsidsred:. This type of plan stimulatos more
interest and tredults int. worthy experiences ih group dynsmics. Con.
sideration of space, squipment, weather, sire of class, and differc<nces
in individual skills and techniques should be carefully regarded.

An example of a dally lesson plan:in physicsl educatisn is outlined below:

a1, Admioft hm"l‘{".'f Hor bhooade fodao nciouhe Doste e oy

2. Specificobjectives iwurt ey covorcizpl Lot
3, Time ‘allotment :s: :‘ RN SN AR AN RN N R
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a. Primary (30-45 minutes)
b. Intermediate (45-50 minutes)

he Activities RO ’H;” LT
8- Typ. r‘v\,-»_‘- . im :f‘ ‘ui_:.'_l , N
v b Time allotmont A
c. Equipment used

5. Procedure

a. Intrdduction -

b. Class Organization L

¢. Demonstration - -~~~ ~

d. Teaching hints

e. Participation in the activity
f. Evaluation and follow-up

6. Outcomea duai.red

a. Skills e ‘
b. Knowledge = . . N
c. Attitudes A N

3

How to Teach Skills in msim‘mwétion cm’m '

It is important that learning of the varioua skills in the ’
elementary school be accompl:l.ahed. ‘I‘be rauona are as follows:_

1. The practice 'of motor skills contributoa towwd t.ho dynmnj.c
physical fitness and organic development of the ¢hild, .

2, The development of gatie skills, beginning in the first grado
will promote Letter participation and, .\ derstanding of .
activities as the child passes from one grado level to | |-
the nmect,

3. The "development' of opt!mu\ l.evola of akill hu social o.nd .
emotional implicatfons for the individual." The skills learned

- 4in physical educaticn classes provide an outlst for wholescmes °
physical activity in childhood as well as adult life. Physical
activity also pror.ldu an outlet from cnryday tenainm and worry

Children should be oxpond to orgmiud cports with rulo Mc&tions
for the various age groups, It 1s necessary that the instructor under-
stand the principle of lsarning :eadiness. The child eakes rapid gains
and enjoys the activity more if he is ready to le

In addition to 'tHe Wédor eport ‘sidlls, such amia'u hmping, climbing
acrobatics md rhythmic endeavors cen be uught by e;oom unita: stunto
ad t\nbline, challenge (oboucle) oourse.

Outlined below is a s-plo progran for ‘the. tonching ot the -ujor sport.

Q. .
f vl ¥h, B PR
1. m‘t and w w" f“ Nl e
Q&.of + erl "‘]l th‘tw“ ecéinm
" chdu it hﬁ and recognise the different kinda of bl ’alle.

S FRART “-»
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ERIC

2.

3.

'

5,

6.
PR RS [

“4." Children should kiow where to line up.

v, de Fourth mdq——mas m“t” T ' '.:‘.

b. The skilis of bouncing and cetch:lng a ba.JJ. may be taught
through relays.

6. There are various gamss which first and second graders can
play, such as "Call Ball" and "Square Bail" which teach the
skills of throwing, catching, and quick response.

d. Advanced second graders may be altlowed to practice basket
shooting. o

Third Grade

There are many games which can be played by the third grader
as lead-up games to the various major sports. It might be
done with the following procedure in mind: <

Exercises

a, Have the children set up in linss or squads with 1ine
leaders. = .

b, Have an exercise routine that is organiszed.

c. Have exercise leaders.

Activities for Fivst,Second, and Third Grades

a. Make all games interesting to students. .
b. Stop game when they are enjoying it the most.
¢, Give as many children as possible a chance to
be "IT" or the leader. ) L a
d: 'Do not forcs an activity on a child. ’
e.. Give the children a little time to play on their own,

§

Ev 4

Activitiaa tor ?ourth, Fitt.h, and Sixth Gradee
a. Have an esta‘biiehed rogram, -~ 7 7 LU
b. It 'is good if each class has a mund mbi.n schedule.
c. Select captains and rotii. them during the year.
d. ' _It is‘ hglpful to gtva eao.,h child a set of rules.

- i ‘ N TR

Clgm IJ N ‘f‘-',‘-“ 1E :i'!,'{.';c s sed
Coslab ca Ll wi Dotiii T

b, Children should know where equimment ie kept.

nril'd,. " Emphasise t0 the child that the eooner the
sufurs 1t gbove &re ‘earrded out, t,ha nore tine t.hey

9k L1y wil) have' to phy R T
1. Rfeomndod Physicsl Education 'l‘ime per Grade Level .
IR ITARL R PR AN 3% W SRR :

6t Firet grade————=in30 minutes 2 o I
b. Second grade——e—e——mo—ws3l pinutes ‘
c. Third gradee——m—————30 minutes , - . -

e. Fifth grad 35 uinutees
. Sixth grtdo—--—--——--—-las minutes .

It is uporunt to use the space wisely and effieuntly Every .
effort should bé made to see that thd area is well equipped wdth
the basie eseertiale the instrictér feels aré desirable.

89.



The following are suggestione for keeping the erea in maximum
usable ccadition. :

1. Keep area free from harmful debris (rocks, sticks, etz.)
2. Watch for depressions in the soil.
. Poeriodically inspect all apparatus for repalrs.
. Avoid overworking any particular area.
. Inform the children how each facility is used.
. Be sure each child knows how to use facilities safely.
a. Demonstration by the Instructor
b, Trial snd practice by the children
c. Praise, correction by the Instructor

W

The lead~up games which are useful

a. Kick pin or Kick ball.

b, Norewigan bal) or long base. This may be played by kicking
a soccer ball, throwing . basketball, or batting a softball.

c. Newconb Ball for Volley Ball. This is excellent practice for
throwing and catching. Ne%s should be low,

d. Various relays are used in third grade to teach the childre'
how to handle the balls. Dribbling, throuing and catching
all rcan be incorporated into relays.

e. lodge ball is an excellent trird grade game. Children at
this age like it, and it involvss the skills of throwing,

" catching, and dodging.

f. Though a little emall, third grades can 1earn soma organized

. sports such as basketball through the use of various lead-up
games that teach the skills of shooting, dribbling, passing,
etc.

g. Third graders can be held amoig the different groups, and the
children will au.rpri se thelnselvee with the nunber of baskets
they canmake. SR

‘
RN

" To sm up tho ekille uhich con be t,aught -m third graders.

a. Running - - de Batting .
b. Passing a.nd catching e. Basket shooting
c. Dodging f. Dribbling

The Phyeical Education direct.or ehould keep i.n rind that the teaching
of skills in the third and fourth grades muec be made especially interest.-

. ing, as children of this age are not necessarily athleticauy 1nc11ned,

s

and are in a transitionc) pomd qf growth. _

2 Fou.rth Grede Lo

In this age group the skills are best taught through participation.
Fourth graders are mature enough to be exposed to the modified sports.
Individual practice of skills should be presented first, keeping in
mind the procsdure of demonstration, trial and error, criticism and
correction. The Fourth grade progrun _1a a8 fonowaz

a. Flag football for boys .- et sl

b. Soccer or Kick Pin. As in the thin! grade, the lead-up games
can be taught first to teach and practice the akills involved.
Newcoxub Ball~~this is a fun gm and children enjoy 1t because
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they can do it well. After the akills have been practiced and

the game introduced, a little class tournament can be held to
introduce enough competition to make it interesting. Volley besll
can be attempted toward the end of the unit, if the direector thinks
that they can play it .well enough to enjoy it. Just as academic
subjects must not be "over the heads" of the children, a Fhysical
Education Diractor must be sure to gear his acbivn.ties to the sxill
level of the group. . -

d. Basketball--these skilla are uuught by relaya, and individual
practice. After the skills and rulea have been presented, lead-
up games, such as side-line basketball can be introduced. Fourth
grade girls and boys should be given the game itself, with modified
rules. The principles of fouling, sportsmanship and teamwork, are
all taught hers in connection with the skills. Basket and foul-
ehooting contests may be cond.tcted teaching the 3kills of shooting.

o ‘,‘Softball-o'l'he main ekills in wftball are.

i §l) memg i P el ;'5 :
.+ {2) Throwing . G
(3) Batting .- :
(&) I-‘ielding

These skille should be practiced for at. least two weeks at the beginning of
the softball season. For more. effective teaching, divide the class into
smaller groups, each group praoticing a different skill. They learn quickly
by doing. . You may combing skill practice with actual game play.-

4, Fifth a.\xd Six;.h Grgdas
The variou:. akilla have been presanted in the pmceding gradea. However,
gsometime should be spent in their practice and perfection. This is done by!

CL

a. Relays :involv:l.ng \;Arioﬁa ekills.
b, Dewonstration, trial, error, praise and criticiam, and correction.
¢. The actual pla.ymg of the gunn o

In these grades, there should bé enough competition to make the students
lookfomrdbooachneuaport. T e o

The slemsntary; ﬂ:“; e the formatdve yoars. If the prmciples of effective
teathing are followed by the P.E. Teacher we can hopefully sesume that learn-
ing for the sake of learning will be instilled in the pupils minds and that

they will carry this on through all the remaining ycars of their education.
Techniquae For Teaching Skiua:

1. Xnow tha skm thoroughl.y before att.emptins to t,each 1t.
2. Make olear, conciss explanations.. - -

3. Adopt the skill to meet-individual difforencoa.

4. Explain the need for the skill. _
Develop skills frou simple to complex. . .- ' "'

Haye & "warmm up period.® . it cis ool o T
Demonstrate micill when at all poaaible to do ao oomotly
Inaist on teking turns orderly. . R

Teach the group to respect the \M.art.h.

916

L e mm e




um——
——-r

- avm— }

Sm—

|

85

Encourage good performance.

Avoid excessive fatiguse.

Correct errors when they first appear.

Provide opportunities to practice the ekill.

Kesp eoafety in nind at all times,

Evaluate the skill, your techniques, and the class
responsa after completing a skill.

R ]
i woat
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1. Hagen, W. V., Dexter, G., Williams, J. F., Physical Education in
the Elementary School. Copyright 1951
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Evalualion Of The Physical Education Program

A.

Physical Fitnesé Tests

Phyeical fitness, while not the only objective of the physical
education program, should be sne of major concern and importance.

It is difficult for us as teachers tc demand thai our youth become
physically fit; however, we can motivate them into wanting to do
things that will improve parsonal appearance and body functions.
To put it simply, our Job is to try to make then want to do what
wo feel is best for them.

There can be little objection to the development and widespread
use of physical fitness tests; but on our eagerness to develop
and use new tests, we must keep them in the proper perspective.
Testing is only one of the many devices the physical educator

may use to measure the effectiveness of his program., FPhysical
fitness tests used in the proper manner may be an invaluable

aid to the teacher in helping the student to assume responsibility
for his physical worth.

Skill Tests

- The fundamental skills of movement are basic to all games and

artivities in which the child will participate in the physical
education program. If the child masters these fundamental skills,
he will be ahle to undertake and enjoy the more complicated tidlls,
in later activities.

The following list of skills are basic and ehould be emphasized
beginning with kindergarten. Only the degree of performance
ptoficiency will vary with age and development of the individual.

' The basic skills are walking, running, skipping, hopping, sliding,

galloping and jumping, leaping, throwing, catching, bouncing a ball
kicking or batting 8 ball,

' Listed below according to grade level are skills that should be

devaloped and means of testing the develoment of these skills.

Il

1. Grade 1
a, Use of balance beam

(1) Walk from one end to the other of a balance bean

< - without falling off,

(2)  Walk to the end of the balance beam, turn around
and walk back without atepping off. .

(3) Walk to the middle of the beam, tum around and
walk back.

b, Botgncinsabnll_,; Lo , :
1; Bounce a ball a giveﬁ nunber of ~'t,:l.me;.
Bounce a ball with either hand or alternate hends.

3; Boutce & ball to a partner. Vary distance.
Bounce a ball and control it within a certain area.

94
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4.

“_'f;‘

2.

R

(5)
(6)
(7)
‘ Throu:ing and Catching

| (1)
(&)

03

Bounce a ball, clap hands and catch it.
Increass number of claps between bounces.
Bourice a t2ll and catch the ball to a
rhythmic accompaniment.

Bounce a ball while running

Toss a ball into the air and catch it after one bounce.
Toss & ball into the air and gatch it before it hits

the ground.

Toss a ball sgainst the wa]J. and .<h it on one bounce.
Toss & bali underhand into a baske\, &t varlous distances.
Start at six feet.

Roll a ball from ten feet. and hit an eight and one-hal’-
J.nch playground be.ll t.m out of five tries.

o

Kicldng
(1) Be able to kick a ball with either foot.

e, Jurping

(1) Jump over an object knee high.
é Junp from ope foot to the othsr atout 1G or 15 times.
3) Jump several times over s swinging rope. -
‘ ﬁl; Jump short self-turnad by two other players.
Junp long rope turned by two other players.
(#) Be able to turn a jumping rope for others.

s ot
‘A ‘*,‘7.

lening o L
(1) Be able to run without talling doun or running into others.

- -

Grade 2: Impm‘cement of &11 akilla learmd 1n Grade 1

. 8e Balance beam--walk from one end to the other of balance beam

by heel to toe methnd; turn around and walk back.
" Bouncing ball—be able to bounce a ball and swing alternatung
legs over the ball at intervals.
¢. Catching and throwing
(1) Starting at ten feet, be able to catch a ball
thrown from partner, and to retum the throw.
(2) Bs able to throw a msall ball or bean bag through
an 18 inch opening from a distunce of five feet,
' {ncreasing distance as skill increases.
(3) Catch snd throw a emaller bell. '

Junpins:

{12 Run and jump over a knee-high object.
2) Use a single jump rope and progress . .
. tomrd, altemating feet. = L
(3) With rope in motion, be ablc to rn v
- in and start Junp.tng )

\,:u,a,!,lgh

.95
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e. Running ST

l _ (1; Run with other children without hitting them.
" {2) Run around circle and turn. in at given points,

‘ . (3) Be able to start, stop, go right, go left or

' : " backwards on command. ,

£, Striking a Ball: | S [ 0 F _ff
| (1) Be able to hit a ball with your hand while
ball is travelling in a circular motion.
o ‘.‘(2) Bounce a ball and hit it with fist,
"3 GradeB S e

a. Balauce Beam .
(1) walk across beanm backward and forward without
stepping off,

b, Catching gy b et }
1) Be abla to catch a ball thrown over a net.

2) Catch different sized balls throim from
various distances.

.

Feodo .;‘l_.“.l:
) c. Throwi.ng
G ;‘,r"‘gl- L e sy Lt : s
e (1) Throw an eishb and one-hale ball a
i PR S " distance of )5 feet using a shoulder throw,
(2) Throw a softball 20 feet with a fair degree
of accuracy. o
I d. Clinbing 4
ED R TR RS ST N B SR
‘ J{ SJ) Chin self at least opce. -
‘ ',’_',‘ 2) Climbampeorpoletoaheight X
Atuln) 90T 6f at least five feet, ' it 1Y)
[ e. Climbing (girle) SEIR ANy
108700 (1) T Flexed 4fm hang 10 seconds. U L'y

o 2) Be able to climb a rope or pole
iledeAeka to a height of at leaat four feet.

AT ST T SRt TOoeLeer 4

£, Dribbling and Dodging

1) Be adble to dodge another runnsr trying to catch you.
2; Dodge ball wheh thrown by other players,
e ‘” ‘Be'able to ;lribblo or quce ball without looking

. directly at it.'/ *7'*
Jinead) oo uo acnnnin oo ogtiirende Gt f ((T ()

efer Yol gy SLoege JeeetoI L 4 s ‘Li oy, {3)
elnty; r,u;‘:m]f~ s-adonh A qeog, Lrond il heo «t.;)
(1) Be abls to jump eingle and double rcpe as it is
turned at various speeds.
(2) Be able to jump over a ropa or bar placed at
various heighte, . ¥

1

e e s S e e e Ste® ¢ s % A e mm - meen . L UG M
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hl

Striking

’ (1) mat with a bat a sotjtbau Pitched from

g,

various distances.

" (2) Te able to bounce and hit a ball with

either hend.
(3) Be able to hit a ball swung in a circular
motion with either hand. -
(1) Be able to run from 30 to 50 yards with good form.

(2) Be able to run and jump over a swinging rope.
Start at 6 inches and increass height.

h. Grade 4

a.

" Balance Beam '

(1) Perform all previoualy listed ekdlls.
(2) Welk balance beam, touching back knee
after each step.

' (3) Balanw on one foof. and then the other.

b.

PO mg gt o t:

e Tb

Cateching and Fielding

(1) Use progressive distance and be able to catch s
- softball thrown from 40 feet.

v {2) Be abls to catch a batted ball in air and on the

ground. o
Climbing

(1) ©hin self at least twice (boya)

(2) Climb a rops to a minimua of 6 fest éboya)
53; Flexed armm hang at least 30 seccnds girla;
4) Climb a rope to a minimum of 5 feet (girls

Dribbling S

(1) Be gble to dribble a soccer ball with either
foot a distancs of 4O feet. ..

(2) Be able to dribble a junior siece basketball
30 feet or more with either hand.

an N

{1} ‘e able to Junp a bar 2 feet or h.ighor (boys).
Be able to 1 Jtng5tootormrafroma
mming start
Broad jump standing 28 inches or more (boys).
Jump rope at different speeds ani combinations (girls).
Sta.nd and bm.d Suwp 2 inches or more (girls).
i rh -""f‘ Aol 0w g)

v A \
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h.

i

5.

>.‘ao

d.
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Kicking

(1) Kick a soccer ball on the ground a distance of
20 feet ard between two points 10 feet apart.

(1) Run z,o yarda w‘thout undue exertion.

(2) Be able to run 100 ysrds at own pace.

(3) Be able to move in any direction on
cormand while running.

Striking

(1)" Bs able to hit a 12 inch softtall into fair
territory, three out of five times. Slow
pitch from 20 to 25 feet.

(2) Using an 83 inch playground bell, be able
to hit with eit.her ha.nd a diatemce of 30 feet.

[KESSE B cpoe

Throwing '

(1) Be able to throw an 8% inch playground ball,

overhand and underhand a distance of 20 feet

(girls) and 30 fest (boys).

Throw & 12 inch softball 4O feet (girls) and

60 feet (boys). - -

Pitch a softball underhand in the strike zone
3 out of 6 times.

(2)
(3)

Grade 5

Ba.le:\ce Beam ‘

21§ All previoua eldlls -
Valk bteam exhendjng foot bcckwand after each step.

4‘4\

(1)

Caching ot

wrevd T

.- . . '.”

l 0

Bo ablc to catch a ba.ll rebounded from a wall
- (tennis ball) when thrown by eelf or other player.

IS R RN

Cl!unbing

1l
2
3

4)

|
Chin self 3 timos (boys) .
Climb a rope to minimun of 7 feet (boys).
Flexed arm hang, 9 seconds (girls). ‘
Climb a rope to a minimum of 6 feet (giris).

PRI

Dribbling

‘o

(2)

Pt v )I § S PR Ve ot

alyye ile ’ o k

PBe able to dribble & soccer ball a distance
of 60 feet kesping it under control.

Be able to make different movement while
dribbling a b.mketball.

3 !

b “"T‘g!lv'.‘":
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e. Jumping

. §1) Jump over a bar of 30 inches or more (boys).

2) From a running start, broad jump 6 feet or more (bvoys).

(3) Standing broad jump 36 inches or more (boys).

(4) Stand with feet flat on floor. Establish a mark
on the wall by reaching up with one hand extendec.
Fron squat position jump end touch eight inches
above established mark {boys). .

25) Standing broad jump 26 inches or mcre (girls).

6) Jump & Tope at various speeds (girls).

f. Kicking

‘ 21; Punt a soccer ball 20 feot (giris).
‘Punt a soccer ball 30 fest (hoys).

-8 ARunning o lﬂ:

| 21) Be able to run 50 yards st full speed.
2) Be able to run at least 150 yards
setting own pace.
h.'""su-ikmg B f S
-\ “ o
o (L) Hit. a aoftball into mir territory 4 out of 5
' times when pitched fiom a distance of 30 feet.
+; (2) Serve a volley ball across a legal height
net beginning at a distance of 12 feet.

i. Throwing

(1) Be able to throw an 83 inch playground ball
a distance of 30 feet, for (glrls) and 40 ft.
for(boys) r.-
{(2) Throw a softball a dia.ance 0! 50 feot (girls)
and 70 feet (boys),
{3) Pitch a softball in tYe strike gone, three out
of aix times. GCirlas, 25 feeol and boys, 30 feet.
. {L) With softball be able to hit a targst from 15 feet
. (girls) and boys 25 feet, fow' out of six times.
(5) Pass a junior size football fivm a distance of
20 feet through a rubber tire one out of five times (boys).
(6) With a junior size basketball make three out of six
baskote trom any angla not oxceeding six feet.

6. 0rade6
(-5 ¢ \ [ 'v

a. Balance Beam |

(1) Welk beam sideways while playirg catch with a
s o softball with a pu'tner. I

l . S A
(r;‘v,‘{l',, PR .

b. Catohing , 411 ,; -f 5«;
| o6 -

{1) Catch softball above and ‘below the walet 1.iile

moving to ths left, right, forward or backward.

997
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Climbing
(1} Chin self st least three times {loys).
(2) Climb rope to a height of 10 feet (boys).
(3) Flexed arm hang, 11 seconds (girls).
(4) Climb rope to a height of 7 feet (girls)

Dribble

() Dribble a soccer ball a distance of LO faet

" while passing ihree obstecles.
(2) Dribbls a basketball, changing directions on
. command. Use either hand.

Junping

(1) High juzp 40 inches (boys).

(2) PRunning broad Jump 7 feet (boys).

3) Standing broad jurp 40 inches (boys).

4} Jump 10 inches abtove extended mark on wall (bo, s)
(5) Jump rope with proficiency at any speed (ng
(6} Standing long jump 30 inches {girls).

Kicking

Q1) Punt a junior size football or soccer ball 40 feet
or more with enough accuracy to be caught (boys).
(2) Be atie to place kick a Jundor vize toot.ball 40 feet (boys).

Running

(1) Bs able to run 40 yards at full speed.
(2) Set own pace and run 200 yards. -

Striking

(1) Hit five out of seven well-pitched softball fn
fair territory. Girls from 30 feet, boys from
35 feet,

(2) Sarve volleyhall into opposite court and above
6} foot net from 15 feet.

Throwing

(1) Throw a 12 inch eoftbell 35 feet (girle) and
B8O fest (boya).

(2) Piich a softball into otriko gone three out
of six times from a diatanco of 30 fest (girls)

*  and 35 feet for boys) - -

(3) Use a Junior size basketball. Girle should make
three out of six times. Boys should make four
out of six from a distance of 6 feet or less.

(4) Pass a8 junior size foothall from & distance of
25 feet to a moving partnér accurat.ely enough
to bo esusht 3 out ot 6 thnea.

o g
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C. Knowledge Tests

Eveluation in physical education canmot be complete wifhout the use
of knowledge tests. The result offers the teacher an opportunity to
appraise status and progression of the group or individual, to mark,
and to indicate instructional weaknesses in terms of the mental
accomplishments,

Knowledge tests may be classified into two groups.

1. Standardized--These testé that have been scientifically
constructed and possess an accompanying set of norms.

2. Teacher-made--A test you might make up and sdminister
to your clesses.

Principles For Writing Test Questions

1. The important aspects of the subject matter should be
covared in the same relative proportion that they were

emphasized in the instructional unit. ‘
Directions should be explicit.
Ambiguity should be avoided.
A large number of items should be included.
Stereotyped determiners should be avoided.
Statements shouid b3 brief.
The distributicia of scores for the examination

. should approximate the normal curve.

. Trivial items should not bLe included

® NNowmEwh

Types of Questions

1. Recall qﬂeetions-—Limits the answer to one word or one phrase.
2. Recog ition questions-~Those used are:

a. Matching
b. Multiple choice -
¢, True~Falze

Criteria Used to Evaluate 'Ifests
1. Reliability and objo~tfrity

a. Both refer to con~iziency of the measurement
- of any given te-t.
b. To determine reliability, one examiner is
1nvolved 3 objectivity, two examirers.

2. Validity—-aska the question *Does the test measure
- what it 1ntenda bo measure. "

ot s -

', I m F LJU“'{B IL TEST

Hha* 1a the objoot of the gane oi‘ Gator Ball?
Usually from ____to players on one team.
A regular Gator Ball gave lasts minutes.
What is the penalty for fouling?

The three ways to ecore aret

ERIC 1017
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6. You put an out of bounds ball back into play by a .
7. If two players knock the ball out of bounds at the same time,
how do you put the ball back into play?

THE NEXT STATEMENTS ARE TRUE OR FALSE

8. You may kick a fly ball anytime.

9. _ You may kick the Lall anytime.

10. __You may pass the ball anytime.

11, ___ A kick over the goal line is worth two points sometimes.
12, ___ At the beginning of the game the defense is 10 yards back.
13. __The ball that is used is called a Gator Ball.

# Each answer in questions 1-7 is worth ten points.
#* The True and False questions are worth five points apiece.

ELFMENTARY SOCCER TEST

How many players play on one elementary soccer team?
Name two types of balls that can be used to play this game.
What 18 the object of the game of Elementary Soccer?
You can only score points when your team ia .
. Name three ways your team can score when they are serving.

wEwWw -
.

1.
2,
3.

6. Name three ways to lose your serve.
1.
2.
3.

7. On your paper there were five things for you to
practice and I want you to name two of them.

1.
?

# Each answer in qusstion 1-7 ic worth 8 points api.ce.

USE OF EVALJATION CHECK IVuil

Evalustion is broad and comprehensive. It contains many techniques
to be used jointly by the individual, the teacher, and the group as
a vhole, Evaluation also assists in showing the teacher where he or
she is going, how and by what meana he or she is going to reach the
objectives.

3. BEvaluation chart for Games, Kindergarten through Grade Threa.
Scoring Key: Satisfactory-S- pnprgved—-l- Need Help —-NH--

o102



96
CiLanony : ' - SCORING

Subjective evaluation

Doecs he show goocd spertananship?
Can he adjust to defeat?

Does he control his temper?

Doeé he acceét decisions?

Does he pley fair?
Doee he follow directions? °

Does he participate actively?

Is he a good leader? .
Is he & good follower? .

Can he skip? .

Can he dodge and throw?

Nblective evaluation

How many times can he catch a ball,out of 1C?

How many tires can he throw a ball?

How many times can he jJump a rope

without missing?

R




EVALTATION CHART FOR TEAM SPORTS, INTERMEDIATE GRADES

2, CATBGORY - - - '}

Sportamanship

Gets along well witﬁ other_e

" Plays faj.rly

Accepts officials' declsions

Jeanm FPlay

Plays for team, not self
Good Loser - IR - "

Underat.anda ruloa -
, Good mmer '

Dimmeratic Attitude

Helps ot.l}ars learn skills
-+ Encourages othors

Cooperated

'Iaadmm _
Knows the ;}obtodo

Does a good job
Flans .»ll

Followrship

LEI

Helps settle disputes

Takes suggestions

Takes proper tum

e

Toptional Growth: <.t Goacl T s ]
Accepts defeat oo N TN

Respects rights of cthers o L = -

Pesling of euccess UL

ot Selt-eontmql;. Lt B ST S N B
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EVALUATION CHART FOR RHYTHMS and DANCES

3 __Mayvementa to Music SCORING

Polka

Waltz

Two-Step :
Iv. : Evg;uaggon of Program Results
In evaluation ot the _program thess quastions should be considered.

1. Is each child better in scme way because he has pasticipated ir thke prog-an?

2. 1s ha a better aport?

Doea he usa good judgunent?
. Is he a sood leader?

3

4

5. In ha a géod tollowar? a '

6. s he happr and enJoying the activities?
7

. Ishe a.l\n,ye hndj.ng oxcuses to stay away from '
. the phyeiul educn.tion claaa? .

. 8. Has his ov‘x\-ali phyaical akill development improved?
9.  Has hia ovexs-a.ll aooial develoment improved?
10.:' Ie he rore esnotiom.ny etable?

'%__,, . . ..4. . RESOURCES K s
: ; !
. Bucher Charles A. and Evelyn M. Reade: Physical Education and Health in
the Rlamuitary School, The NscM3illan Company, New York, 1964,pp.203,206,208,

. and 20,
iy
- 10!"1{;
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TEACHING AIDS
A. Books and FPhamphlets

1. Adams, Georgia S. Measurement and hvaluation, New Yorx,

e e e e e e T e

liolt, Rinehart and Winston, Inc. 1964

7. Blake, 0. 'dil'liam, and Anne M. Yolp, Lea.o-up Games ta Team Sports.
: : Englewood Gliffa, New Jersey. Pv'ertice-l’all, Irc. 1964

3. Dauer, Victor P. Lgees ;or Elementam School Children Through
' Phyeical Education, 2nd Edztion, Mirmeapolis' Burgess

Publishing Company, 1965.°

-

4. DeWitt, R. T., Teadingindividual and Team Sports, Englewood
‘ Chffs, New Jersey. Pr:antice—l{all, Inc. 1953

5. Fait, Hollis P, Physical Eguggt;o for the Elementary School
T __,t_l.g Philadelphia' w. B Saunders Company, 1964

o d

6. GeseJl, Amold and Francea Ilg, The Chilg, From Five to Ten,
' . Y. Harper and Row Publishers, Inc. 1964

7. Miller, Arthur and Virginis Whitcomb ﬂmxoic al Education in the
" Blementary Schcol Curriculwm, 2nd Editlon, Eng'lewood Cliffs,
New Jersey._ Prent:lce-Hall, Inc., 1963

8. Hu_ler, Kenneth (editor) Physical Education Activitieg, Dubugue,
Lo Iowa' Williamc Brown Company, 1963

9. Nagel, Charlee, Methods ngebook for the “‘le:'entm Classroom
Tea her, Palo Alto. The National Presa, 1957

10. President.'a Council on You*% Fitness, Youth Physic¢al Fitness,
Washington, D. C.: ! perintendent of Docuuenta, United

:.’ fe States G'overment Printing Office, 1961

11. Radler, D H. and Newll C. Ke.pha.r’c., Success Il@t_xgh Play, New
e l'orkz Ha.rper and Row, Publiahers, Inc., 1960

12. Sehon, Anderaon, Hodgina, Va.n Fossen, ﬂu ira} Education Methods
. for Elemeptary Schools, 2nd. Edition, Philadelphia. W.B.
TP 00 . Saunders Campanw, 1953

‘ . .
. IR

_ __qg.mg_me_xmn.eu_mm&m__u‘m __t_
41. The Hea.lthy School Child Jonn Hancock Hutual Life Insurance Co.
Life Coneervation Service, 1931. Pree.

2. The Health Bullet,in (Honthly) North leina State Board of Health.

3. Ildterature on Aderoida and Tonsils, Chickenpox, Diphtheria, Eyes,
Flies, Measles, Kookworns, Influenta, Malaria, Pellagra,

Scarlet Fever, Small-pox, Teeth, Tuberculcsis, Typhoid, and

BRI lmoopifng Cough, Yorth Carolian State Board of Health. Free
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4. What Evory Teachsr Should Know About the Physical Condition of Her
Pupils, by J. D. Rogers, U. S. Deps Department of the Interior, Office

of Education, Pamphlet No. 68, 1936, 36 p. Order from United States
Govermment Pri.nting 0ftice. 5 cents.

5. M&ﬁmﬁ 8 School ;o Mental Health of the Average Child, by
Jesele Taft, National Committee for Hent,a.l Hyglene, 1936,15p.15 cents.

6. EMML&LMQ, National Committee for
Mental Hyglens, 1931 ZQJ 15 cents,

7. Child Manapgement, by D. A, 'mom, U.S. Children's Bureau,
Publication 143, 1937. 107 p. Order from U.S. Government
Printi.ng Office, 10 cents

8. A;Lm_s;m_hm Nat:lonal Tuberculosia Association, Distributed
by state Tuberculosis Association, 1932. 15 p.

9. Mm? MMMQ@H: U. S. Dept. of Labor,
Ch:IJ.dren ] Bureau, Folde:' No. 11, 1935. 8 p. Free.

10. MM&MMLMM, Distributed by
Stat_q Tuberculosis Assoclation. Free.

11. The Exeentions) Child, the Didl. The Brickt, & the Specially
Trlented, by George D, Stoddard, €hild Welfare Pamphlet 8,
Iowa Child Welfare Research Statlon, University of Iowa.

12, mghm.in_mﬂm!m_ibu, National Safety Council,
Education Division, A brief outline of methods and materlals,
" 7 page. Free.
13. Eye Hazards in Play, by C. Edith Yerby, National Society for
the Prevention of Blindneas, 1934, 12 p. 5 cents.
1. mmm &Q_Aamiﬂ.tgg: Departnent of Dental Health, 212
ASuperior Street, Chicago, Mlinois, btories and Pamphlets.
5. ng_ﬂm_qr_ugm,

mﬂwmmm
1537 Thirty-fifth St. Washington, D.C. Postera, Pamphlets,
'1 Honthl:r pubncations and reprints.

16.  Aparicin Heart Assocliation, 50 W. 50th St. N. Y. Pamphlets,
reprints, education.a.l mterial for E:d'aibibs.
17. Milk Ressarch ggmgn' 22 . 4oth st. N. Y. Pamphlets, reprinte
o and Poetera. L

16. A Ouids Desian for Teaching Dental Health in Florida Schoole.
. Bulletin 7, 1963. State Dept. of Education, Tallshasses, Fla.

19. RBetter Health for Flopida's Children, Builetin 4-E, 1957, State
R Doparwent. or Eduention, Talhhaae«, Florida
) 7 . IR SR W
. 20, Mm_zmmmn. Bulletin 4D, Revised
1964, State Department of Education, Tallahasses, Florida.

107




B.

C.

101

Films, Filmstrips, and Fhonograph Records

1. Basketball Funa..aentsls, Sound Film 13 minutes. Coronet
Instouctional Films, 65 S. Water Street, Chicago, Illinois

2, Batting Fundamentals, Sound Film, 11 minutes. Coroaet
Instructicnal Films, 65 S. Water Street, Chicago, Illinois

3. Beginning Baseball, Slide Film, Athletic Institute, 209
South State Street, Chicago, Ililinois.

L. Beginning Basketball, Slide Film, Athletic Institute,
209 South State Street, Chicago, Illinois.

5. Beginning Volleyball, Slide Film, Athletic Institute,
209 South State Street, Chicago, Illinois.

6. Soccer--The Universal Game, Hollywood, Panamericen Films,
5356 LaMirada Avenue, Hollymod 27, California

7. Softball Fundame.;tals, Sound F:l im, 13 minutes, Youi.g
America "ilms, 18 East 41st St. New York 17, N.Y.

8. 1966 Catalog of Phonograph Records and Filmstrips for
Clessroom and Library, Kindergarten to Grade 12, Educational
Racord Sales, 157 Chamdbers St. New York, N.Y. 10007

Supplies and Equipment

Adequate supplies and cquipmsnt are essential to a good program
of Physical Education. Yhile these are usually bought through
funds set aside in the regular school budget, there are other
means of sacuring certain items, Handmade equipment produced
by school fathers has proven very succeesful. Often the P.T.A.
will purchase supplies and squipment with money made from school
projects. Such items as Jump ropes, Indian clubs, bean bags, etc.,
are donated bo t.he school. ‘
The care of equipunt 13 vory 1mport,ant. The items should be stored
in a co0l, dry place in an orderly manner. All equipment should ta
marked and should be issued by the Physical Education Director, squad
leaders or other appointed persons. An inventory should be tsken in
the tall ard in tho spring or a11 achool equipnent.

& .: I‘ i "n
The fonowmg is a u-t. of supplies and equ:lment necessary for an
adequate elementary school program.

1. Balls

a. Footballa (Jjunior sige) -
b. Soccer, official :
o. Soccer, rubber
- d. Volley, offioial
e. Volley, rubber
‘£, Basketballs, offioial
g. Backetballs, rubber
ha Softballi BN
i, Utility balle, 85 inch, 10 anh.
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D.

2. Softnall gloves, bats, bases.
3. Beanhags
4. Indjsn Clubs
5. Jump ropas

a. Individual ropes, 6 to 8 feet

- b. long ropes, 12 to 25 feet.

6. FRecord player and amplifier .
7. Tape meanure
8. Volleytall nets 4
9- H.Bm .l "
10. Ball inflator
J1. Blackboard R
i2. Bulletin board S
13. Steel filing cabinet
4. Jumgle jim .
15, Mats, can be 33x60 mches, 3x5 feut, or lpc6 feet
16. S5top watches
17. Marble dust and markers
13. Track and obstacle items .

a. Jump and vault standards

b, Hurdles (32, 15, 18 and 20 inches) -
19. Vertical and horizontal bars -
20. Whistles
21. Recreational games, such as checkers, horseahoes. etc.
22. First aid supplies
23. Skish :
24. Horseshoes
25. Loop tennis set
25. Tether ball set
2. Table tennis set IR

Facil:' tv'l.es .

The tem "facilitias" ie usad to designate pla, areas that are
surfaced and equipped with permanent or aemipemanent oquipnent
such as poets, blackboards, and backeteps. R .

The average program of elementary school pmmical e.mcaticn is
help outdosrs. In case of rain or extreme ¢0)d, it is moved

.. jnside to the classroom, awditorium or other available space.

Scme  of the schools have "sheltered areas) or structures Hut-
doors shere games and rhythms can be taught during bdad weather.
Some achooly have indoor playrooms where classes can be held.
There shoulil be at least 2000 feet of play space with a 15 to
18 foot ceiling. - There should be etore rooms for equipnent and
two to four basketball blackboards (8% feet high).

Qutdoor Play: Areas Include:

1. Hard-surfaced areas. These are used for tasketdall, volley-
ball, dancing, roller skating, rope jumping, hepscotch,
individual blackboards and baskets. Thes- arsas should be
marked off for baskettall, volleyball, and shuffleboard.

2. Playing fields. Thess are large pliy areas for uincted
play, tosn games, and group games. The sizes for the
various team sports areas are as follows-

TN
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a. Soccer 14,0 by 280 feet

b, Softball 180 by 180 feet

¢. Touch foottall 140 by 280 fest
d. Volleyball 45 by 80 feet

These are riot the playing field dimensions, but. rather
the area of space needed for each game. :

A total area of 360 feet by 360 feet would be ample.for
all playing fields. When space is limited.; different
games can be played on the same ares at different times.

Outdoor apparatus area. These are areas that contain
apparatus used mostly by childrer in the primary grudes.
Some examples of this type of cutdoor apparatus are:

a. Swings, constructed so that they can be locked when
not in use,

b, Sliding board

¢. Teeters and merry-go-tounds

d. Climbing mazes

o, Balance be. s

f. Climbing ropes

Track and Fleld facilities

1. A grassy playing field for running events

2, Special area for long junping. A runway
of 50 feet 18 neeled. The pit should be 8
to 10 feet wide and st least 10 feet lo;

3. - Special 'aré¢a for high’ junping {boys only .
The pit 18 15 feet wide and 10 feet long,
filled with sawdust and shavings from 1
t,o 3 feet above the ground level

; e
i ,».-.M
.

Information on facilities, equipnent. and supplies '

a. Wolverine Sports Supply o
338 South State Street - .. .
Ann t.rbor, Hichigsn K ;.-‘: R
o iaload i 3')“1 RS si

b New York Athletic Supply Company
321 Esst 149th Street
Bronx, New York 10451

¢. The Program Alds Company Inc.
o 550 Garden Avenus r ' .,
:Hount Veimon, New Yovk ..

--;!,.'N-V‘-,-P_'rw' ‘\9' l‘, 1 .
v f. 4o Murray's Athletds Equipmnt corp. :

s alor 76 Franklin Street :-. | b A A
nratdon Now!ork, N 10(113 P

-

,aj_ T alde et A TS|
’Rooroation Equipment COrp.
724 W, 8th Street
-, Anderson, Indjana =

NP A5 IEAR SR ST 110) Bl
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General Playground Equipment Inc.
P, 0. Box 608 .
Kokomo, Indiana 46901

Florant Inc. (Ribbons, Medals, Flaques & Banners) =
247 5. W. Bth Street o R
Miami, Plerids - o

Jayfro Athletic Supply Co. Tno.
P. 0. Box 1%5 -7 A PR
New London Conn. C

2. Avallable Agencies and Materials

a. Aesociation Films, Inc, =
1621 Dragon Street
Dallas, Texas 75207
b. Educazion Service Center
Volusia County Scheols
P. 0., Box 790
DeLand, Florida 32721
¢. Florida Devalopment Comm!sesion .
Florida Film Iibrary
Tallahasses, Florida 32304 .
1. Boyer, Medeline Hass, The Teachiae of Elementary Sehoal |
» ow .
Yozk: J. Iowoﬁ_;?ntt. and Company, 1925. ¢ T
2. Bucher, Charles A., ' a0d Mate; ‘
« St. Louin: The C.V.Mosby Co. 1954
3. Sait, Pax, .Stevens, .
Klamintary Schools, 1580 U LA ,
4. Spencer, Charley E. and drown, Olive Duncan, Physical "
Dd He. D _Ed 2D D adpentar D4_CSCONCArY vcholls.
State Superintendent of Public Instruction, Raleigh, N. C.
SRR B A S B :
VI. POLICIES
A. Pupils' Dress

» o

Due to the lack of dressing ilities, most etudents in the
elementary echool do not dress for physical education alth-uzh
dreselng in proper uniform would add to the studenta' perform-
arce both mentally and physically. Most students leam and play
better when they are comfortable. Since mary of the schools do
not have adequate facilities, the fcllowing are sxme suggestions
to make the student feel more comfortable during physical oc)luca.
tim. . T ..'n". ..., EEE N BN S .' N

1. Have student bring and wear tenais shoes cr sneskers during
physical eduostion. Admahmgo do quick.
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2 Have student wear or bring an old shirt to play in,

3 He.ve students wear an old pair of short.s under their
regular school clothes.

Changes in clothing suggested above could be made in the ¢lc.aBroom
Just prior to and after the Physical Education period. With the
tooperation of the classroom teacher, valusble physical education
tima could be saved,

Instrustor's Dress ,
lthen choosing his wmiform, t;h'e instructor should select clothing

that is comfortable, neat and allows freedom of movement. Somo
tuggestions are made belpw aa to what might be desirable for the

inatructor' 8 uni.fom.

1. The ahirt. should bo looae ﬁteing to allow freedom
of mx vement. g

2. The pants or shorts should be loose fitting. White
seems to be the desirable color in warm weather.

3. Rubber soled shoes (sneakers or tennis shoes) are

" best.” They are washable, comfortable, allow greater

freedom of foot movement, render ankle support, and
come in different colors to blend with the instructor's
outfit.

In elementary school, the physical education instructor is someone
gl:acial to the student. Tha atudent looks up to him. It is
Liperative that each instructor do his best to sst the bast
exgmple possible. Good groaming and sppearance ~an make &
lasting impression on sour stndonts.

Exuses from Class

A Docbor's uomndation to excuse & pupil from participating in
the phyeical education program must always be considered valid.
While we are not in a position to question such excuses, we should
make an attempt to have the student participats in some manner such
as acore-keeper or roll-taker, A student who is to be permanently

"~ exiused should bring a doctor's excuss every year. A written excuse

frem the parent may be accepted on a temporary basis., Puplls may be
excused on occasion at the discretion of the physical education director.
It should always be kept in mind that physical education is an integral
part o)fl the t,otal education or the mdividual and nust always be treated
as such, i

h o

‘Gr&des R

Shall the elementary school child be given a grade in phyaical
education? The consensus among elemantary physical educators
and educational leaders seems to indicate a preferencs for

- letter grades, If physical education is truly a vital and

necessary part of the total educational process, it should be
thovght of as a 8thodl subject. This process usually includss
a pupil evaluation in the fomm of recorded marke at intervals
determined by school policy.
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How shall the grade be deteruined? Schools faced with limited
facilities find that showsr and dressing regulations are of little
value in the determination of grades. The following suide is
suggested:

1, Perfomance 20%
2. Improvement 208
3. Written Work 20%
L. Leadersnip 208
5. Attitude and
..ooperation 208
, 100% of Ch"a.de

It is vit.al.'ly important, to be able t,o Justif'y all P*U‘aic&l education
grades. Determining grades is extremely difficult for the teacher
who does not meet each class a minimum of three times weekly. Even
then the class load may be too great for the teacher to familiarize
himself adequa.tely wi‘,h 3a.ch child .

It is felt that the grading proceduro at t.he element.ary lovel should
be determined by the available facilities, the length of class period
and the teacher-pupil ratis. . We recoumend that the physical education
class not excsed 30 pupils. - ‘

E. Care of the Equipment

The greatett single money~-saver in the budget is to take the best
possible care of the equipmant. The genersl pattern for a woll

organized progrem in taldng care of the athletic equipment are as
follows: ,
1.. A storage room ot adequatd sige
2. A good marking system
3. Issue equipment in an efficient manner
.- A+ Educate the students to taks good care
, i and respect the oqxd.;nent.
o AR T T

Equipment Boom . -, .

" The name or initia.la ot the achoola ahould appear on all equipment.
- Conucutive n\nbering of itms of one type should be done.

. Checking out Equi;mnt ‘_ ;

Only cert,u.n appointod peracmnel should ba allomd in the equipment
room at any time. Students who loss or damage equipment should be
made to pay for it, or denied further use of anv more equipment.

Leather Gooda

clem\lineea is a must for 1ett,her gooda. Saddle sosp or &
commercial clesnsr can be used. Do not guess at the pressure.
. Use a pump that shows the .pressurs at each stroke. Glycerin
., abould be used on the ne when inserting it.
Q R N T SR I Y S VRN S S N . ‘ LT
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Anytime leather goods become wet they should be dried as ruon as
possible at room temperature and never forced dried. Duriug this
time the pressure in the balls should be at normal.

- When balls are stored they should never be folded or crushed but

partially inflated to hold their sha.pe. S
B oo "'

When storing boxing gloves they should be hung by their 1aces Also

to keep them free.from bacteris they should be periodically treated

with carbolic acid 80 not t.o carry infection to the ooxers.

) ‘-,ooden Equi;uent .:."_1 :‘ﬁ.« V- .

HEE I TC N RN

' Keep this eqxd.pwnt away from excessive emounts of heat for heat

is woods main enemy. All wooden equipment should be either varnished
or paint,ed, since unprotected wood rapidl;v loaes or a.bsorbs moisture,

g :Textiles :A- '." T N S ':,‘"- o ) .
a1 gaments should be kept clqan and stored :Ln a dry, well ventilated

room for mildew is the most destructive enemy of it. Also woolen

.. gocds must, be Emtected from poth damage. Nets should be taken in

‘ Netal Equi}:ment s ‘
" In order to prevent rusting all metal equipment musb be kept painted

during bad weather and stored in a dry place. Nets that are left wp
and not in use should be looaened to reliave tension.

Poge o,
[

or oiled.

S U L N

Rubber Goods ~ = ' =~

01l nnd”g"x'é"a'."seh'c'lzét'e.riorat;is vt‘.hé‘ nubbc;r a‘so"should 'be removed as soon as
possible with socap.and water. Never use cleaning fluids and try to
keep from beihg exposed to heat for long periods of time,

‘ Mats ‘,i;‘v' .- '~\.,:5 IR S . . ,‘;;_'_.'h oo
L NEVRINIS . ,

LN

(

Mate should, if possible, be stored flat. Never allow a mat to be
pulled or dragged across the floor.: Hard soled shoes.ehould never

"~ be allowed on a mat. Canvas covered mats ehould be beaten often and

i

cleaned with a vacuum cleaner, Mats with cotton covers should be °
laundered often and plastic covered mats should be washed weekly with
a mild soap and rinsed with a cloth wrng out. in clear water.

st

First Ald

" In most p hoola a peraon or poroona are designated bo give minor first

aid. Such treatment must conform with the state laws in regard to
procedure used. JIn the case of minor injuries, the student should be
sent to the designated person. The instructor should not take time
away from the whole class to treat such injuiies.’ Another student
should always accompany the injured to the treatment room. In case
of serious injury, the instructor shoul. administer Fivst Aid, within
the confines of the law, and accompany the student to the treatment
(This w1l require either returning the c¢iase to their room or
having the classrooam teacher.take over. Notify the Prineipal who in
tum will notify the Paremts.and tha proper reports completed. )
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VII.

CLASS MANAGEMENT

Al

Classification of Pupils

The physical education program offers the teacher a challenge for
good class organization which will not only be of assistance to
her but will of!‘er experiences to each child.

Complications in planning arise when groape have little homogeneity.
If pupils from several grades are assigned to a single group skill
teaching suffers and it is difficult to fit a program to individual
needs because of wide variation within the group. Adequate individual
attention is necessary because no two children are ertirely alike.

The quality of the program is affected by the size of the class. When
faced by a class of fifty with only a small space available, it is
necessary to rely quite heavily upon mass activities, such as games
accommodating large groups. A group of twenty-five per teacher
combined with good facilities permits a good deal of attention to
individua.le and mdividual and dual activitiea.

4 CIaesee ehould be l.'united to thirty. Forty ahould be recgarded as

maxirmum
Terms frequently used 1n claee organization for the physical education
program are squeds, units, groups, or teams, It is a recommended means
of teaching cooperation, group ooneciousneee, leadership, followership
and eimilar desirable traits.
Points to consider for good class organization are:

1. Squa.da my ke orgeniud in a1 gradee includjng the first.

A 2. Be sure children understa.nd the valuce and otjective of
- orgaenization.

3. Help them develop by aiding them in assuning leadership
end rouomrehip positions.

4. Do not uee equade merely for eompotitive purposes. This
will edd to problm rather than seaist them.

- 5 lee than an opportmity to aid in the organization.
6. Cha.nge equade otten.

7. Provide opportunities for each child to act as a leade.
. at sowe thu duri.ng the year if at all poseible.

8. _ L\ralu'\te the group organization constantly.
9. ‘Make 1t a eooperative sxperience at all timss.
STUDENT IEADERSHIP

l 1

.‘l'he etudent leador ) T\ be selected for the first time by the

teacher but the'children should be given opportunities to selsct

. their own lesder by the seocnd and/or third week of =ach semester.

115



100

The length of the leadership period can best be puplletéasher

determined. Flements of leadership are superior knowledge and

¢:411. It g important, h -ever, that every child be given an
 opportuni*y o be in a key position in the class several times
- ‘each semester, either as a equad leader or the leader of some

_*, Dutdos of the Squad Leader include:
7 771, Checking the attendanca of squads.
2.7 Aesisting the teacher in plamning the
o7+ dally, weekly and semester's program.
" ;7 3. Assisting the teacher with demonstrations,
"+ " and helping each squsd menber to learn
each activity. o
. h. Assisting ths teacher and squads to evaluste
s - the'pl'ogram. ‘.! - L :.‘ - .
*~- 5, Setting patterns of good sportsmarship and
‘7 fellowship a8 an example for the others to
" follow. = -t - SRR -
© 6. Checking equipment in and out to squad, end
‘- -assisting in the repair of equipment.

The use of a squad leader can produce more sfficient, effective

teaching. It can also enable the teacher to work more in tha

role of a supervisor. As soon as possible, however, the pupits
 should‘'select the leadér they believe to be most qualified.

Squad leadnrs miy-serve for a semester's term or be changed more
- frequently. - The former method adds unity to ‘the program as well

as increaded le&dership skill, wheress the latter passes leader-
ship opportunities around. . .

R
-t i

The develogment of leadership is one of the most important objectives
of pliysical education. Among the qualifications of good leadears are
initiative, responsibility, good judgment, diligence, cooperation,
interest, and the ability to think constructively..

In the lower grédes leadership qualities and techniques should be
developed during regular clisses by providing opportunities to lead
games and relays to assist in keeping score, to eecure equipment and
supplies, and to help the teacher in many other ways.

In the uppér grades vne of the better means of developing such
qualities is through & Leadership Club. Leaders may be chosen

in several wry3: R S

1. elsction by the children co
. . 2. selection by the teacher _
#0270 T3, o potation 8o that all may have an opportunity to serve

[ STty e

:1vo The lengthiof service kay vary, depending upon several factors,
i.e., if one of the major objectives 1s to develop leadership
quslities for many children, a shorter period should be used
than if stabllity, efficiency and better service is desired.
The number of members in a leadership Club will vary with each
school. A general rule might be to have one leader for every
six to eight members in the rogular class.

116
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C. Chycking Attendance |

1. Alphabetical roll g¢all. Calling out the names of the students
from the roll book. This method ehould be used at the beginning
of the year to acquaint the teacher with the children and the
way their names are pronounced.

2. pNumbers. Each student is given a nusber taken from the sequence
of names in the roll book. Students line up according to height.
Wher the command "Attendance by numbers—count" is given, the
students step forward, calling out their respective nurbers in
order. When a number is not called, the teacher calls and
records the number of absantee. This mathod of attendance taking
is fast, accurate, and may be ussd either on the playground or in
the gym.

3. Sguads. Students ars chosen, elected, or assigned to c..e of
four or more squads. Squad leaders record the names of their
respective squad members on cards that are given out when an
attendance is taken. In response to the conmand, "Attendance
by squads-——report! squad leaders in succession report the
status of their squads by "All present" or if there is an
absentee, his nams 1a given,

D. Record Poms :

Record cards and sheets on which pupils' achievement can be
recorded over a period of time can be made by each school.
These should be based on the tests to be given, which should,
in turm, be based on the physical educa*ion program in use.
Exarples are shown cf three different types of records!

1. An individual record card, on which the best score
made in three trisls for each of eight events way
be recorded. Space is also left for recoiding the
scale soore in each event.

2. A class record sheet on which the scores ror a specific
skill test given to all members of & class on five
different dates may be recorded.

3. A check sheet iinting specific skills on which each
member of a class has been tested. This shost is
drawn p for primery grades, and the score or mark
should be some simple rating of performance. See
examples on followdng pages.

E. Desirable Class Siee
The recommended teaching load of 30 pupils provides for effective
physical education inetruction. Siituations in which there are

fewsr or more than the reccomended number will necessitate care-
ful organisation and selection of activities.

b
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SAMPLE INDIVIDUAL RECORD CARD
Pupil Age
Height
Gre:de Weight,
Date Trial Scores Best | Scale
of ; Score | Score
Event Test 1 2 3
ST .
SAMPLE CLASS RECORD SHEET
Event Grade D of Tests
Instructor 1 213 4
LI ¢
Neme . ‘ Best
of Test 1 |Test 2 |Test 3| Test 4 [Test 5 {Score

L
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he sical Education Program in Re S Health & G ce

There are several arvas of safety education that should be covered in the
olemontary school physical education progra.. These areas can be taught
by the physical education teacher as well as by the classrocm teacher.
The folloidng areas are suggested:

A. Safety on the playground E. Safety in the water
B. BSafety in the homs F. Bicycle safetv

C. Safety on the school bus

D. Safety on the streets

Safety habits can be taught by the discussion method or by the use of films
and other audio-visual aids. Safety education provides excellent activities
for the physical education teacher on rainy days. The luck of time makes
it necessary for most of the safety teaching to be done by the classroom
teacher under the sdvisement of 4he physical education director.

Every physical education director is a guidance worker, It is to him
that the problems of the children are brought because he has a more in-
formal relationship with the students. For the most part children ars
wninhibited in their physical education classeo giving the director the
opportunity to direct their thinking and behavior habits along the lines
of attitudes, personality, cleanliness, and othsr important personal
qualities that need to be developed in these formative yoars.

The phyesical education director is usually the health coordinator in
the school. Although he may not have the time to do the health teach-
ing, he should coordinste the health pro-ram for the school year, in
accordance with the principal, school nw se and Gray Ladies, He should
make himeelf well acquainted with the health facilities of the school,
such as the infirmary, first aid supplies, etc. It may also be his duty
to eee that the lighting and ventilation in the classrooms meet minimum
standards. )

A conscientious health coordinator will outlins the health program for
the classroom teacher to follow. He will distribute the outline of t1e
units to be followed as the teacher sees fit. At intervals the heal:h
coordinator may ask for posters, booklets, etc., from the students cover-
ing the particular unit they have just finished. Poster contests may be
held among the different age groups.,

The following 1is a typical outline of the school health program that
might be aistributed among the classrocm teachers at the beginning of
the year.

—HBALTH EDUCATION

The purposs of the school health program is to put emphasis on healthful
living, mdtotrytompmvothoehudbypmvidinghmnth important

facts conceming health, thus teaching him to produce better heslth for

hinself throughout his life. The main purpose of the teacher, in full-

£111ing the rols in this development, is as follows:

1. 7To see the olass in tu'l; of the individuals who make up the group.
~ A good teacber teaches aagh ghild, not only cubjesct matter.
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-, 2, To understand how boys and girls grow and develop.

3. To constantly work with and observe the children.

4. To impart to the chlldren the knowledge of proper
health habits in daily living. '

5. To e0 motivate the children that they will have a

. strong desire to live a healthful life, and develop
a strong, healthy body.

6. To always be there to help the children with any
special health problems which may arise.

Health teaching may be correlated with many other subjects, such
as science, social studies, etc. At least 15 minutes each day
should be devoted to health instruction. This may be done in any
way the classroom teacher desires. I shall, however, suggest the
units to be covered, in periods of three to four weeks each. A
good health program encompasses the t‘ollonng units )
1. Cleanliness. Be sure to mntivate the children, end
© set a good example. A daily inspection of nails,
hair, etc. in connectioxz with this unit is good.
2. Teoth and dental care. ‘ Proper care of che teeth, and
" the place of the dentist in life is especially stressed.
This should be touched upon throughout the year, with
~ special emphasis and teaching done during dental health
"1 webk, ths dates of which will be annoumced later. -
3. Clothing., This ie an interesting unit. The type of
.- olothing for different occasions is stressed. "I have
. a fashion show assembly skit which I may present in
"~ commection with this unit. ' 'We want our young people
"' to dress properly, while at the same time keeping up
with the times and fads of our youth. :
h. Food Habits, This is one of the most important units.
Includes the proper way of eating, the importance of
© & well-balanced diet, food for the over-weight, and
under-woight, the inportancs of a good break.fast, etc.
-5, 8leep, rest and relaxation. )
» 6. Commmunicable disease control. We are espscially
© "+ conecerned with the common celd. I have some good
£ilms and posters on this.
7. Sanitation.
8. Exerciee and posture. This is ome of the most
- "< important units, and will be worked on constantly
by me.
9. Mental and emotional health. Concentration, attitudes,
friendliness, control, courtesy, obediency, and all are
stressed here. . .
10. Safety and first-aid.’ This, as a)l the other units, has
' " to be adapted to the grads level. The lower grades usually
© 1 1 deal with it the first. -~
11. The study of the human body. This, >f cowrse, is greatly
regulated by the grade level. The children will love this
phase of the program if presented correctly. .

- 7% 12, Temperance.” This includés general living habtits, such as
moderaticn in candy, cheving gum, ete., and gives an
excellent opportunity to present the dangers of the
pokins habit.
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‘There are many books in our 'ibrary wich can be used in ycur Health
teaching program, and I havs a great deal of material which you have
only to ask for. I will be having poster contasts in connection with
several of the units, and on rainy days I will have films and filmstrips
on Health and Safety which I will show the children. Let our moto be
"Healthy Children in M

RELATED PROGRAMS
A, Intramural Programs

The intramural program should be based on activities taught in
the physical educatlon classes and should be 8o schedwled that
ovory boy and girl has an opportunity to participate. Tourna-
ments may be set up for individual and dual games, both active
and quiet, as well as for team games. Pupils in emall schools
can take part in such a program if several grades are included
as & unit. Larger schools can use classes or interest clubs as
a basis for team organization. :

Organizing the Intramural Program

It is important that pupils take a large part in organizing the
intramural rrogram. Committees of pupils, elected by their fellows,
shc udld work with the teacher in selecting activities, drawing up
schedules, and choosing teams. Once the plans are put into effect
all pupils should accept responsibility for se¢ing that the details
of the pregram are carried out efficiently and for making the progrem
a success. Frequent change of committees, election of leaders and
rotation of responsibilities will make available to many boys and
girls the opportunity to experience the responsibilities of leader-
ship, followership, and participation in demccratic situations.
Pupils can act as officials for the games chosen. Managers, appointed
or elected, should be responsible for keeping the roll of players,
preparing record and score cards, choosing time keepers and score
keepers, assisting with the care of equipment and notifying captains
of any changes in the schedules. Handicappeu -upile may taks their
part in such managerial duties.

Teams

A simple method of selecting teams is by lot. The names of boys and
girls desiring to play a game are written on slips of paper and

elocted captains draw the slips until the teams are made up. This
prevents the humiliation that many children experience daily when sides
are chosan, For scme games an effort should be made to equaligze the play-
ing skill of the groups. A satisfactory mothod of doing this is to use
the three-point classification based on age, height, and weight. Teanms
are thenmade up within the different grades or clubs s0 that each team
has an equal number of pupils in the various classes, thus having about
tho sam¢ team strength. At the erd of each sesson of play team member-
ships should be changed

Types of Aotivitiea to be Chosen

Individual and dul md tean gma can be used for intrawmural
ccapetition. Among thoss suitable are tether ball, paddle tennis,
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handball, badminton, net ball, soccer, long ball, end ball, field
ball, volley ball, basketball, speed ball, and softball. Track and
Field events may be used. less strenuous ‘ypes of activities such
as horseshoes, outdoor checker, croquet, table tennis, archery and
others may be chosen for pupils unable to take part in the vigorous
team games. These games need not bs reserved for physically handi-
capped children, however, for all children should be able to play
quiet ganes.

Extremural Program

Extramural competition utilizes students, as participants, from one
or more schools. It differs from interscholastic competition in that
it provides a program for all--regardless of skill. There are no
leagues, championships, or season scheiules. '

Playdays, sports duys, festivals, pageants, exhibitions; ete., all
are considered extrarural events. Iet us take a look at the first
two: [F.ayday and Sportsday.

1. PFlayday

Playdays differ from traditional compstitive meets
. of the interscholastic type in that all the visiting
“ players take part in > number of different and varied
games on the same day. The emphasis is on the spirit
of play rather than winning. : .

P Some sugéeetcd acfivitiea for a playday are:

" a, Cageball ‘ h. Shuttle relay
- b, Dodgeball - - i. Pyramid tuilding
¢. Volleyball j. Group stunts
d. Basketball " k. 350 yard dash
eo. Kickball - : 1. Hopscotch
f£. Sack relay ; m, Indian wrestle
g. Potato relay n. Seven jupe
o. Virginis

p. Posture parade
. q. Poster contests

2 Sporta D&y A A o

. Sports Day is a different type of plsyday. It was
developed in the Mid Western States. It differs
" from the reguler play day in that it is based on
events between representative teams of Jifferemt
schools, The temas are made up in advance of
players best qualified to reprasent their school
. 4n the ‘sport in question. In order to allow a
large number of students to participate, which
is the objective of these extramural activities,
4t would be wise to enforce a rile that wuld ‘
) permit no player to piay in move than one game
< v of any sport. - But be encouraged to participate
*  4n as many sports as he wants to. ' ‘

1437
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A typical Sports Day might find representative cf
the schools participating in events such as these:

a. Volleyball - e. Ping Pong
b. Basketball f. Dodgeball
c. Softball g. Soccer

d. Horseshoes h, Kickball

Some aspect of track could be put into a sports day--
50 yard dash, broad jump, etc.-~ but a track sports
day alone could be en outstanding attraction by its-
self. ’ ;

C. Rncess and Noon Activities:

There are times when a child may wish to engage in activities
of his own choosing. These times present a learned situstlion
for the child, and each teacher should realize this. Our
children, today, have more free time than their predecessors,
Thus, they must learn how to use this time wisely. They must
learn how to create their own activities so as to be able to
gain refreshment and release tension whenever noeded. We must
educate our youth to the fact that much can be derived from
the proper use of leisure time.

Administrative Details:

During the noon and recess periods adequate facilities and
equipment should be available to the participating classes.
Proper supervision is an essential during these time periods.
Time periods should be set up as to allow for proper distribu-
tion of children on the grounds at different times. The alloted
time period shoulr: ve long enough to allow the children to play,
and also, to clean up before coming inside. Primary grades
should have their own place to play. This is a safety pre-
caution thht should be followed each and every tims., One
teacher per 5-75 studsnts should be ths maximm.

The noon hour lunch and recreation period should not be so
compact as to force the children to rush through lunch,
Sufficisnt time should be allotted to each lunch, And, by
all means, schedule non-competitive activities for the .
recoss period as it is understood that a child needs to grow
through outdoor exercise, But let us not neglect his indoor
activitios., Eating Lunch im a relaxed atmosphere will promote
good ealing habits as well as proper digestion.
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, FIRST GRADE
SKILLS DEVEIOPMENT & TESTING
I. Organic Vigor
A, Strengths
(1) Leg
1. Ability to do a standing broad jump a distance of
approximately own height plus 2 inches.
2. Ability to jump over a bar which is approximately
imee high.
(2) Arm and Shoulder Girdle
3. Ability to do 6 modified push-ups
4. Ability to do 6 modified pull-ups
with palms turaed toward body.
OR--Ability to ¢limb a rope a minimum
of 24 inches sbove one's own reach.
(3) Abdominal
5. Abllity to do 5 curl-ups
(4) Back _
‘ 6, Kraus tests
B. Endurance (cardio_véscular)

7. Enoﬁgh e})duranco to walk or run
500 yards without stopping.

C. Speed .
8, Ability. t6 run 30 yards In 7 seconds.
II. Neuro-Muscular Skill
. A, Head-Eye Coordinatien -
9. Ability to throw an 8" ball into the alir
and catch it.
10. Ability to throw an 8" ball to another
child 10' away.
11. Ability to catch an 8" ball thrown from
a distance of 10'.
12. Ability to knock down an object 6' away
with a rolling ball.

13  Ability to boumce an 8" ball and catch
it 3 times out of 5.

B, Poot-Bye Coordination
L4, Ability to kick a:utdlity bell 10'.

P
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15, Ability to kick a rolling ball 4 out of 5 times,

16. Ability to Jump a rope turned by two people 5
times in succession. -

17. Abilicy to jJump a rope turned by self 5 t‘maa
in succession. -

18, Abilitytonminatumingropoandj\mpS
times in succession.

C. Flexibility and Relaxation

19. Ability to do a forward roll and coms to one's feet.
20. Ability to do a backward roll and come to one's feet.

D. Rhythms

21, Abﬂity to Chp to rhythnic pattema. (To be
" done alone with varying rates of specd and direction.)

a. Forwarxd b. Backward c. Sideward

22, Ability to walk.

23. Ability to run.

24. Ability to hop. { a11 to

26. Abllity to skip. rhythrie

28. Ability to slide.

29. Ability to bounce ‘ patterns.)

E. Balance

30. Ability to hop altemately on right and left
foot 5 times. Repeat.

31. Ability to walk on 7' balance beam (4" wide.)

32, Ability to do a standing broad jump and land
properly- (see leg strength) - _

33. Ability to jump and land properly.
from a height of 36",

F. Agllity

34, Ability to start and stop on signal.

35. " Ability to dodge muving objects. .

36. Ability to change dirocti.on as. 1n
shuttle rwn, - ° :

IIX. Socisl
A. Individual Social Skills . -

37. Listening to amifollowing direstion. °
38. Being alert to obje. Rtives of gma.
39. Playing with a partner. ’ ‘ ;
4L0. Being a good leader. '
41. Develop self-control, - : :
42. Using supplies and equipment pmporl,y '

o 43. Prasticing the use of godd English while st play.
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B. Group Behavior

b, Leaming to work in a small group.

45. ' Leamning to cooperate with teammates and leader.
46. Cooperating in carrying through group plans,

47. Admitting when tagged or out.

48. Taking turns cheerfully.

49, Accepting handicapped children,

50, Accepting children of all races.

IV. Recreational
C. In Rhythms

51. Playing rhytlm band instruments to music.

52. Creating movements to rhythmic patterns.

53. Mimicing actions while listening to records
or singing.

54. Developing steps and patterns to be used as
a basis for social events.

D. In Games
55. Learning to set up own group goals.
56. BEnjoying simple games in which all
children participate.
57. Enjoying simple relays.
58. Imitating actions that have been observed.
59. Playing the games learned in class during
play-time and free-time.
lz

&

2opredng - AA
A20308F9T3%g - A
£x0q03sTyEsT) - O
| rey) STTEAS
JRGIOSNIOINON % dTuedI)

Do a standina broad Jump ownn height and 2"

Do six (6) modified pushups .~

Walk or run 500 yards without stopping

Run 30 yards in 7 seconds

Throw a bell into the air 'nd catch it

Jump aropo turned by 2 }peoblo. 5 tines in succession
Do 5 curl-ups L '

L ‘s forward roll to fest .. ..
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SECOND GUADE -
SKILLS Dm:mm & 'ms'rmc |
I. Organic Vigor
A. Strengths
(1) Leg

peieel  pamseij ) SO

faicsiny

1. Ability to do a standins broad Junp a distance
25 of approximately own height plus 3 inches.
{ 2. Abilitytodoar\mnjngjunp over o har thigh hilgh.

(2) Amm and Shoulder Galrdle '

1 .
h 3. Ability to do 10 bench push-ups. = - -

‘ 4. Ability to c¢limb rope 4 feet over arm reach
§ 5. Ability to hand walk pa.ra.llel hdder 12 fee:.
) (3) Avdominal . U )
“ 6. Ability to do 10 curls without stopping.

7. Ability to raise feet 6" off floor and
hold 10 aeoonds (1n lying position)

l (4) Back L .AJ‘

J 8. Ability to "mad-cat” exsrcise 15 tizes. .
B. Endu.rance (ca.rdiovncula.r)

} 9. Abilitytoum‘lkorrun@onrd

{

10. Enough endurange to do 15 squat J_umpaL s
C. Speed JEST L R

_ .11, Abil Ly to increase apeed to 6 O saconds .
“ O'nBOnrd'-m I ‘

11, Neuro—HuacularSkﬂl Co \

ﬂ A. Hand-Byé~ cwrdinati.on :.. \;’.‘ .

i

10 yards away 4 out of 6 times.
13. Ability to throw softball through hula hoop
held vertically. usi.ng overhand throw lt 8
n_ distance of 15%, .. =~ RIS
;. AMlity to bo\mco n ball oontinually for 2
minutes with both: hande (right and left).
15. Ability to throw beanbag through 18" hoop
n - using underhand throw st diatance of 101 ,;f
SO S8t sl 3 ks T T

1:
<y PP

n 12. Ability to catch a "C" ball throm by ps.rtner

Ly

g t Litas v
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16, Ability to roll ball over a 12" plate from a
distance of 15!.

17. Ability to hit a moving te.rget with 8" ball
10' away.

18, Ability to throw 8" ball 3! above reach and

‘ catch it.

B. Foot~Eye Coordination

19, Ability to kick a moving ball 3 out of 5
times while rumning.

20, Ability to run around softball diamond at.
full speed touching the bases. -i- -

21, Ability to run in and jump rcpe 10 times
without missing and run out.

22. Ability to jump rope 15 times without miesing.

c. Fleﬁbuity and Relaxation -
23, Enough ﬂexibili A to do 2 forward rolls in
succession and 2 backward rolle in ouccession.
2. Enough flexibility to do a "human ball".”

D. Rhythms i, ' b '-, S
25, AbJIity to walk to h/h rhythmic oounf.
26, Ability to change tempo according to music.
27. Ability to run and jump to 4/4 rhythm. '
28, Ability to gsllop to 4fL rhythm.
29. Ability to skip with partner to rhythm of
music (h/h-Z/IS
30. Ability to change directione while walking
or skipping in a circle 4/4 count.
31, Ability to bounce bell to music (4/4-3/4).
32. Ability Yo slide with a partner to 4/4 coumt.

E. Balance and Agility

33. Ability to walk forward the length of a balance beam,
turn around and return without falling off.

34, Ability to skip and change directions.

35, Ability to do a stork stand for 10 seconds. : -

36. Ability to run and change dirsctions.

37. Ability to hop alternately on ocach foot 5 times
without 1osi.ng balance.

RS

TR BRI IS L - S N A
III. Social Cevito o ‘;.-:;‘N,
o, R lrqu ISR (ST SN S NS
38, To play :ln small and/or large gmttps. S
39, To practice good sportemanship. - - > 0

40, To  exsrdéise respect for fellow atudents
~ by'preventing phyeital injury, f:i foieie
L1, To'avoid ‘inflecting hurt feelings or em- g
bari‘asssent tc other studente, -+ - ‘
42, To use care when using the equipment of other
» 13. o foliow instructi
~ . w .
EMC 3 o fo ) g} ons
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L&, To show respect for authority in any social climate.

45, A willingness to accept defeat and exercise honesty
in team sports.

46, Adnitting when tagged by another student or with a ball,

47. Keeping score correctly.

43, Taking tums in games.

49. To play by the rules.

50. To be willing to help others.

51. Identification of self with group.

52. To have a wholesome group spirit.

53. To take care of all kinds of equipment.

V. Recreational
A. Desire Activities During Leieure Time

54. Enjoying psrformance of simple stunts.

55. Bajoying performance in low organization gamss.

56. Enjoying performance in self-testing activities.

57. Enjoying performance of singing games. . .

58. Play gamnes according to rules. : )

59, Ability to use skills towards benefit of teanm.

60. Ability to do basic steps in dancing.

61. Ability to participate in all recreatiorial
activities concerned with the elementary

child.
SKILL TEST = ' i
NAME = g

5

R i3, 3
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Tests given at beginring

and end of aschool year. r -
Individual tests which do

not have direact scores will: . . .
be graded by teacher uaing
the following form, j.:: .
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THIRD GRADE
SRILLS DEVELOFMENT & TESTING

I. Organic Vigor |
A. Strengths
(1) Ieg , ‘
1. Ability to do standing broad jump one's

height plus 3 inches.

2. Ability to climb rope to height of 5 ft.
. at reach of extended armms using arms and
- legs.
3. Ability to perfom a running broad Jump

(2) Arm and Shoulder Girdle
" 4. Ability to do 20 modified pull-wns.
5. Ability to do 20 hench push-ups.
5. Ability to climb rope to height of 5 ft.
starting at reach of extended amms using
arms end legs. ‘
(3) Abdominal
7. Ability to do 20 curl-ups.
8. Or ability to do 25 sit-ups.
(4) Back .
9. ﬁpper back (Kraus test) raise legs and hold 10",
10 : Lower back (Kraus test.) raise legs and hold 10",
B. Endurancs
'll. Ability to do 20 squat jumps.
12, Ability to Jump rope 50 steps without ceasing.
13. Ability to do 600 ya.rd walk-run in 3 minutes
) 45 suconds.
C. Speed " . ¢ )
*" 4. AbAlity to do 30 yard dash in 5.5 seconds.

II. Neuro-muscular Skill--Hand-eys Coordination -
A, 15. Ability to throw a soccer ball and hit a

fixed tire from a distance of 15!,

16. Ability to hit a moving target {child running
or dodging) with a soccer ball thiown from a
distance of 10' at least 1 out of 3 times.

17. Ability vo catch a soccer ball thrown from a
distance of 15' ab least 1 out of 2 timss.

18. Ability to bowl g soccer ball down a &' lane

at a distance of 15'
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19.
20.
2.
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Ability to throw a softball underhanded accurately
through a tire 15' away using only one hand.
Ability to bounce a soccer ball bo music with a
2/k, 4fh, or 3/4 rhyttm.

Ability to volley & bail 5 timee *" succesasion
against 4 wall.

Foot~Eye Coordination

22,
23,
2.
25.

26.
27.

Ability to kic}: a stationary soccer ball M ¢,
Ability to kick a rolling ball 4 out of 5 times.
Ability to jump rope 15 times without missing.
Ability to run in snd jump rope 12 timea without
misging and run out.

Ability to jump on object & the height of the
individual.

Abilany to block with legs or body a soccer ball

. thrown from a.ppm:damtely 15' at least 3 out of

5 tines,
28. - Ability to Jump over scores of objecta 3' high
Flexibility .
29. Ability to do 2 forward rolls and s tackwa.zd
rolls and recovar t,o feet ,
30. Ability to skip with one or more children with good

31,

32.

33,

34.
35.

epring in rhythm to music in 2/4, 3/4, and 4/4 time.
Ability 1> change direction with the musical phrase

- skippirg or mlking, rorwand, backward, -in circles

or at an angle.

Abilicy to slide with one or more children in
rhytha to musfe.. : . -

Ability to do mytlmie activities in specific
patterns. a,  to walk forward 4 steps and
backward 4 .stops. b. to do right hand round,

- 1eft hand round, both hands round, and grand
" right and left while performing basic figures

of Americun play party games and dances,

¢. to walk, skip, slide in: circle formation,
clockwlse, counterclockwiss; with partners, side
by eide, face to face.

To respond accurately to 8 count phrases.

To hop 4 hops on one fo.t and 4 hops on the other,
and continue altemating from one foot to another.

Balance

36.
37!
38.

39.
’;n.

Ability to hop alternately on right and left
foot 10 times,

Ability to walk a balance bewm forward and
turn arond and return,

Ability to run or skip and changa directions,
Abdlity to do stork otand for 12 secondas.

Ability to do rbandin(}gbad Junp without

losing balaneo.
232 .
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F. Agility

4.
L2.

III. Social

48,

52.
54,
55.
56,

Ability to dodse ‘moving objects.
Ability to run and change directions as
in the chuttle run.

Playing group activities without fighting
and arguing.

Planning group activities.

Ability and desire to carry thmugh to
completion a group act.

Accepting succass or fallure.

Peing loyal to a team.

Cooperating.

Using good English at play. A

Showing determination to succeed in activity.
Being honest in keeping a score. ‘
Admitting when tagged or when an out is ma.de.
Accepting responsibility.

Being a leader as well as having a willin.g-
ness to follow.

Following directions and abiding by the rules
of the gams., -

Showing respect for care of. the equipment .

Iv. Recreational Skills

,57

© 58,
59.

60,

61.
62,

‘eingle dodge ball

Learn the difference between clockwise and
counterclockwise. '~ ’

Moving with a partner-——leading and following.

To grow in ability to create simple dance i‘oms,

- create one's own rhythms for leisure time.

To know hotr to use climdbing apparatus for climbing

" and a low horizontal bar for rotating ‘the body

around the bar in forward motion.

Ability to perform simple stunts.

Ability to play aimple group games to be used

in every day play as: line soccer, newcomb, and

~
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MATFRIALS FOR EVALUATICN OF PROGRESS AND ACHILTVEMENT

5 4 3 21

NAMES

Pull-ups
(Limit 40)

Modified
Push~ups

Pladan— e S

(Limit 40)

—

Curl~ups
(Limit 40)

Standing
Brgad

Jump
(Best of 2)

Height in

Rope Climb-
ing(to 10')

Shuttle Run
(time)
(Best of 2)

30 Yard Dash
(time)

————

L L

i ————
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Squat
Jump
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