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Foreword

The elementary school physical education program in the
Baltimore County schools has continued to expand over the years
to meet the needs of the pupils it serves. More physical educa-
tion teachers have been employed; facilities have been improved
and more equipment provided. Over the last few years, the scope
of the elementary school program has been anlarged through the
nrofessional contributions of many elementary school physical ed-
ucation teachers anc curriculum committees.

A GUIDE FOR EL:MuNTARY SCHOOL PHYSICAL EDUCATION TSACMHZRS
sets forth the point of view underlying the program, exvlains a
number of administrative and procedural details, and offers an
abundance of teaching suzgestions, Although the puide reflects
increased knowledge of children and new ideas in program and ac-
tivities, it cannot be regarded as a complete, definitive guide
to physical education instruction. It must be remembered that
curriculum development is a constant ongoing process. Tomorrow's
ideas should be better than today's, new thinking should stimu-
' late new ways of working with children, and new activities should

lead to an enriched program for the children in the Baltimore

County elementary schools.

It is to this end that this guide has been prepared for the
use of elementary school physical education teachers. A copy will
also be available in sach elementary school curriculum library,
since it provides helpful information and suggestions to school
administrators and classroom teachers,

Joshua R. lheeler
Suverintendent of Schools

July, 1970
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TO THE TEACHER

Over the years many elementary school physical educatlon teachers
have made contributions in the development of the K-6 physical education
program. This accumulated knowledge has been used to develop the present
“Guide for the Elementary School Fhysical Zducation Program.!" A new
concept of a "Base Program" has been incorporated into the program. As
devised, the Base Program will provide guidance in the organization of a
sequential program of physical education designad to meet the needs of
the children in your school. The Base Program might be considered as
a minimum amount of material to be included in a yearly program. The
guide also provides materials which can be used to further challenge and
aid the children.

Assistance in the use of the Base Program and the planning required
can be secured from your schbol administrators, elementary school physieal
education supervisor and the area helping physical education teacher.

This guide has been designed to facilitate additions or reorganiza-
tion of its content. All teachers are sincerely ensouraged to add to
the guide at their discretion.

The guide is the property of the Board of Education. Upon termina-
tion of employment the teacher may retain the contents but must return
the binder to the Office of Phyeical Education of the Board of Education
of Baltimore County.



POL'T OF VIEY

Physical education is an integral and vital part of Lhe total educa-
tional program. It 2ims for the same goal that gives purpose o all the
other learning experiences of the school - the development of the whole
child. Because of the nature of its activities, physical education has
unique opportunities to help develop the objectives and beliefs of the
educational program of Raltimore County schools.l Therefore:

WE BELIEVE that a sound physical education program should:
. be offered daily and in a sequential manner,

. be planned to meet a wide range of mental, physical, and social
abilities of childvren,

. be flexible to allow for different community needs, school
facilities and staff abilities.

. be based on the conviction that success breeds success,

. be vigorous enough to contribute to the improved fitness of
all children,

. contribute to the understanding and improving of reiationships
between boys and girls.

. help children t» understand and accept their own limitations
and abllities.

. help children to be tolerant of the limitations and abilitines
of others,

. provide experiences that help children to adhere to acceptable
cudes of behavior,

. help provide physical experiences that are lacking in tecday's
soclety,

. provide a constructive outlet to help relieve the emotional
tensions of children,

. provide children with the knowledge and skills which will
help promote life-long habits of physical activity.

. instill in children an appreciation for physical activity
and help them know the joy of movement.

A 4 f— it ‘P

1 . . X . . - ..
The Teaching of Physical Educatinn in the Elementary Schocl. Inard
of e irion of ralTirore cunty. Toveon, haryland: 1967
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WE ALSO EELIEVE that:

‘ . the young child's motor ability greatly influences his self-
concept.,

. play is the child's natural world of work.

. efficient use of the body can help each child approach his
maximum potential,

. children learn through a variety of experiences involving all
the senses,

. each child is individually important.

. undue tension and frustration impedes the child's ability to
learn,

+ programs which meet the needs of children help to promote
self-discipline and self-direction.




SCIENTINIC BASIS OF PHYSICAL EDUCATION

Physical Growth

The human organism has an inherent urge and need for activity, As
Gardner Murphy (12) states,"activity needs are indeed as fundamental as the
nutritive need. We are provided with a set of complex organic equipment and
if it is not allowed to function somethiag happens to us, just as in using
it we find Jjoy." Children satisfy this need through play. Adults are find-
ing they cannot satisfy this need through work and normal daily routines but
must plan for active recreational pursuits,

Heredity determines the limits of physique and basic body build but the
contribution of movement and exercise to the development of tissues, bones,
and organs is well documented. Espenchade (l}) summarizes research in this
area, "Desirable changes in bones, connective tissue, fat and musculature
occur as a result of exercise. These changes are not necessarily permanent
but are dependent upon continued activity., More lasting changes in structure
almost certainly result from long continued specialization, Exercise, then,
stimulates growth of body and makes the individual stronger and more capable
of efficient function,"

Rarick (15) indicates that pre-adolescent school age children need four
to five hours of physical activity each day. With approximately five-sixths
of the child!s school day spent in the classroom one can understand how
essential it is to provide a daily, vigoious program of physical education
for all children,

Physical Fitness

There has been nationwide concern regarding the physical fitness of
children and adults, leading to the develomient of a Presidert's Commission
on Physical Fitness. This commission has done much to promote physical
fitness. The value of having an adequate fitness level was summarized by
Hein and Ryan (9). who analyzed over cne hundred clinical and research studies.
They give the following points as major contributions of physical exercise:

1, Ilaintenance of desirable weight, thereby indirectly reducing
the possibility of degenerative diseases and a shorter lifz
span associated with overweight

2. Improvement of health and the cardiovascular system

3. Preservation of the physical characteristics of youth and
the accompanying psychological effects which exert a
favorable influence on prolonging life

ts Enablement of the individnal to meet emergencies more
effectively  thus relpins to preserve healtn and to avoid
disabilities, The habits of exercise if developed in
caildhooa will lead to the enjoyment of these benefits;
valuable at any age,




Johnson (11) cites evidence that adequate levels of physical fiticss
can contribute to:

1., control of body weight
2. the improvement of the quality of neuromuscular skill

3. more efficient functioning of circulatory, muscular, digestive
and lymphatic systems of the body

L, improvement in strength of the bones of arms and legs,
especially in children

5, the body's ability to resist chronic diseases
6. emotional well-being of the individual,

Schurr (18) states "the values to children are long-range as well as
irmediate for they will acquire the techniques of and the interest in main-
taining physical fitness throughout their lives, If children are identified
as physically unfit, a well designed program can be undertaken to develop
acceptable standards of fitness in & short time,"

Motor Development and Skill Acquisition

A large proportion of the learning involved in the development of
readiness skills is motor learning. The first learnings of the infant arec
motor learnings; the first responses of the infant are motor responses.
Later, more complex activities such as perception, symbolic manipulation,
concept formation and the like will develop {Piaget, 1952}, However, thesc
more complex activities depend upon and utilize in their acquisition the
r.ore basic motor learnings. Insofar as the early motor learning is defic-
lent, the more complex learnings will be impeded and retarded. The motor
activities of the child, therefore, become importent not only for their owm
sake, but for the contribution which they must make to the more complex

activities which he will be requested to perform at later stages (Kephart,
1965),

Schurr (18) summarizes as follows:

The child begins to develop motor skills in ithe prenatal
stages, and consequent skill development follows a sequential
pattern, Children have acquired patterns of performance in
the basic locomotor and non-locomotor skills prior to their
entering school., As these basic skills form the foundations
of the everyday work tasks and play skills of children, it is
important that an instructional program is started in the first
grade to ensure proper acquisition and refinement of the more
difficult skill patterns. Unfortunately, many children enter
first grade with a very low level of locomotive and manipula-
tive skills. Although maturation provides them with the equip-
ment or readiness to learn, they must have ¢pportunities to
practice and refine their skills. It is true that some progress
can be made through the trial and error process; however, constant



analysis of errors and suggestions for correction can reduce
the number of repeated failures.

Many studies have supported the hypothesis that specifilc
instruction in skill will result in learning. Repeated practice
is the essential element in acquiring proficiency, and greater
retention of skills is promoted by overlearning. However, in
the primary grades maturation may exert a greater influence on
new skills than does learning. Opportunity for general practice
through game play, and exploration with certain skills, will
prove more productive at this stage than emphasis on extended
practice and direct skill teaching.

Sports are an important element of the American culture
today, and they exert influences on the populace in many ways.
The acquisition of a certain level of proficiency in tradi~
tional American sports is beneficial to both girls and boys
and a knowledge of the conduct of sports is also valuable,
whether one participates as a spectator or as a player, Since
most adults tend to select leisure time activities in which
they had formerly achieved skill, guided practice in learning
sports skills is essential so that people will have a variety
of sports activities to enjoy.

lMotor skills also provide avenues of expression for
creative and aesthetic efforts, Cnly by learning through
experience what the body can do can the child explore this
mode of self-expression. The learning and practice of motor
skills is essential in order for a child to acquire the
tools to achieve desirable goals of physical fitness, recrea-
tion skills, scholastic achievement, and social efficiency.

Intellectual Development

Philosophers and educators have long stressed the importance of a sournd
body and good health as a framework for optimum mental effectiveness.

Recent reszarch bas indicated that the type of movement a rouh~ ¢child
experiences has many influences on his academic achievement, Beth Godfrey
(5) and Kephart (1L) worked with low achievers and discovered that perczptual
£kil) deficiencies were prominent factors in poor academic worx. It appecaraed
that programs of motor therapy aided these children in developing their
symoolic-perceptual systems, and thereby improved their academic achievement,

Cowell and Ismail (2) studied the results of aptitude tests and acntdenic
success and IQ and found that measurcs of coordination and balance were good
predictors of academic achievement. Much experience in activities includiug

riany belance and coordination items should therefore promoie a better caoance
Tor academic success for these children.

Cratty (3) has summarized the relationships to bz found among percention,
r.otion, and academic achievement:

1. Movement activities will aid a child in develonin: an
crvavences of the scquecce, varict;, ond nutuire o ftue

N SR
move wen’ i viiel vods 2naced,
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2, Motor tasks may aid in the development of certain percepiual
attributes, Visual-notor coordination is important to
. accurate hand movement for writing and drawing,

3. Improved motor task proficiency, reflected in better fitness
and sport skills, may result in the improved academic per-
formance of some children with learning problems, because
thoir self-concept has been enhanced.

L, Movement experiences, if properly applied, may help some
hyperactive chlldren to place themselves under better con-
trol which will, in turn, lead toward increased competency
in classroom tasks, '

5. Visual training may aid some children to learn better if a
careful visual examination precedes such training and if the
components of the training program are applied to the
remediation of the specific deficits identified in such an
evaluation,

Humphrey (10) has presented research evidence that children taught
various language concepts with an "active game approach! learned signifi~
cantly more than the control group who was taught through traditional
methods. Humphrey concluded that the high motivational state elicited in
game situations produces the desired results in language skill improvement,

‘ Social and Emotional Development

Phiysical education is often referred to as a laboratory for children
to experience social interactions, There are a wide variety of activities
which provide opportunities for children to interact, Courtesy, modesty,
cooperation, dependability, honesty, respect for authority and rules are
concepts which can be developed through active participation in realistic,
demanding situations,

Simply providing experiences will not insurc the development of social
skills and moral values, The teacher must plan situations where children
have respensibilities, friendly rivalries, and decislons to make, But most
of all the teacher must take advantage of the "teachable moments" when
croblems arise,

Good play skills are of major importance. Gutteridge (6) states: "Skill
in bodily activity has deep rooted social sigrificance. It is to be ranked
first among factors that lead to a child's acceptance among his peers,
approval raises for him the valuec of an activity and leads him to put forth
to reach acceptable standards and to compete successfully with others,"

Among the developmental tasks which Havighurst (8) lists for middle
~hildhood (ages six to twelve) is that of learning physical skills necessary
for ordinary games highly valued in childhood, The psychological basis for
this is the fact that the peer group rewards a child for his successes and

punishes him by indifference or disdain for failure. The cultural influence
l. suggests that girls are expected to learn these skills to 2 lesser degree




then boyss Girls can do rather poorly in pame skills and still hold status
in the group, while boys who do poorly lose status,

Hardy (7) found that the brst-liked students were superior in athletic
ability to the unpopular students. She concluded that the most popular
children were, on the whole, usually proficient in the type of playground
activities commenly engaged in by boys and girls of elementary age.

Rarick and McKze (16) found that the individual who was highly akilled
in motor activities was alsc more popular, had higher intelligence,and was
better adjusted in school than the student with less skill, Reiman (17}
investigated the relationship between motor performance, scholastic achieve-
nent, and the peer status achievement and scholastic achievement. Again,
physical skill appeared to be more important in peer status for boys than for
girls., There are other studies which indicate that a good level of motor
skill is important to a child's relationships and status in his peer group.
The individual who is "accepted" has fewer emotional tensions and thus will
function more efficiently; both physically and mentally. It is apparent that
the child who enters school with poor motor skills and little previous
opportunity to learn games is at a serious disadvantage if he receives no
instruction or the opportunity to improve his situation at schovl.

Schurr (18) makes the following comment:

Activity releases built-up tensions and pressures
acquired from a prolonged period of concentration on
academics, The physical education period which is
scheduled at an appropriate time following sessions in
the demanding subjects of math or science can reduce
stress. Results of several studies indicate that stu-
dents concentrate and/or perform better in the class-
room after a period of vigorous activity,

Physical education contributes to the developrent
of emotional contrcl, since play periods are filled
with emotionally charged situations, Games are demand-
ing whether or not there is an emphasis on competition,
Dance and gymnastic performances are exciting in them-
selves, Anxieties build up, Both losing and winning
produces anger, disappointment, elation or joy. Learn-
ing to control these emotions can only come about through
experiences and guidance. Team competition teaches the
discipline of accepting failure, Children can adjust
better to a defeat when they share this defeat with Feam-
mates., )

The successes and failures children have greatly influence their self-
concept, which also acts upon their personality and the approach they take to
new activities. It is obvious that as a child sees himself become more able
to do things that are meaningful to him, more able to direct and control his
body, and more able to deal with his peers, he gains a new respect for him-
self. The picture he has of himself in his own mind undergoes change for
the better--not through self-deception or mere verbal assurances but through
the objective data of performance, his own performance. As he progresses to
increasingly difficult activities, accepts hazards, perhaps even learns to

]




survive fallings without injury, he begins to see that he can cops more
adequately and confidently with this rhase of his life, As the physical
base of the personality becomes reasonably sclid, and large and small
muscles are brought under control, the personality's intellectual and
emcotional components have greater opportunity for maturation and expression.
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SECTION I

GINETAL PROCEDURES

Sources of Information Concerning School Policies

The Teacher's Association of Baltimore County is the current exclusive
representative and negotiating agent of all certified, professional personnel
except the Superintendent of Schools and employees named by the Board of Edu-
cations As such, the Teacher's Association of Baltimore County has negotiated
with the Board of Fducation a number of items of concern to sach teacher in
Baltimore County. The Master Agreement, a booklet available to all teachers,
clarifies items such as teacher's rights, grievance procedures, teacher pro-
tection, professional conduct, teaching conditions, and other matters concerning
one's position in the county. All teachers are encouraged to read the Master

Agreement.

Policies of particular interest to the elementary school physical educa-
tion teacher that are not specifically listed in the Master Agreement or the
Baltimore County Policy Manual, located in the school office, are included in
in this section of administrative procedures. Any items not included here
should be clarified with the local school principal.

Assignment of Teachers

Initial assignment of teachers new to Baltimore County are made by the
Area Directors on recommendations by the supervisor of elementary physical
education, the school administrator, and the COffice of Personnel.

Guidelines regarding employment transfer policies can be found in the
Master Agreement between TABCO and Baltimore Countiy Boaed of Education.

Teacher Evaluation

Procedures for teacher evaluation are set forth in the Master Agreementas
between TABCO and the Board of Zducation., These policies apply to school
adminigtrators as well as central office staff. All teachers should be fully
aware of their rights and respensibilities relating to this policy.

Inservice Program

Zach year the physical education department may offer one or more two-
credit inservice ccurses. The courses are designed to improve the on-the-job
performance of teachers. Teachers are encouraged to take advantage of these
offerings, which are detailed in a manual of inservice courses sent to each
schocl from the office of Curriculum Development.

Teachers planning advanced work should be in close consultation with the
Office of Personnel. Procedures and details concerning use of credits, advance
degrees, etc., can be found in the Master Agreement between TABCO and the
Baltimore County Board of EZducation.
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Scheduling

The principal has the final responsibility for formulating the physical
education schedule within his school. The physical education teacher should
take the nitiative and submit his BUggestions to the principal concerning the
next year's schedule, considering such factors as: program, facilities, equip-
ment, etc. Initially each class should share equally the number of periods
allotted; however, the schedule should have some flexibility to provide addi-
tional time for those classrooms and/or children having special needs.

There are different methods to use in scheduling and many factors to con-
sider, such as: (1) schedules of other special teachers, (2) playground, bus
and cafoleria schedules, (3) team teaching, (L) non-graded program, (5) block
schedules, (6) departmentalization, (7) chorus and band schedules. Taking in-
to consideration these variables, the teacher must decide what type of schodule
best suits his school. (See Appendix for Sample Schedule)

Class periods should be long enough to provide for a pericd of instruction
and a brief evaluation of the lesson. Time should be allowed between classes
for orderly aismissal and preparation of materials for the next class. It is
recormended ten minutes bofore and after the duty-frce lunch period be alloted
to assermble and prepare supplies.

Sach classroom should receive a minimum of 150 minutes of physical edu-
cation per week under the direction of the classroom teacher and/or the phy-
sical education teoacher. Generally the time allotment for physical education
periods is 20-30 minutes for the primary grades and 30-45 minutes for inter-
nediate grades. The number of weekly instructional periods for the physical
education schedule should range from 35 to 1O periods. During the days when
the physical education teacher is not scheduled for a particular class the
classroom teacher is responsible for conducting the physical education pro-
gram. The classroom teacher is nd required to rermain when the physical edu-
cation teacher is teaching the class. All school administrators are to work
toward providing a daily 30 minute planning period for teachers.

Schools with 18 rooms or more receive the services of a full-time phy-
sical education teacher, and those schools with fewer than 18 rooms recéive
a teacher on a half-time basis. Kindergarten and special education classes
are currently not included in computing theé number of rooms in a school.

Substitutes ng Physical Education Teachers

411 schools should attempt to obtain the names of competent persons to
conduct the program during the absence of the physical education teacher,
Physical education teachers rust have lesson plans as well as lists of his
other duties or responsibilities available for the substitute. The act-
ivities used will depend upon the experience and qualifications of the sub-
stitute teacher. If a teacher anticipates an absence of three or more days
he should notify the area helping teacher.

Other policies on substitutes can be found in the Baltimore County lanual

of Policies and the Master .Ayreement between TABCO and the Board of Zducation.
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seoreboard

The SCCREBCARD is the of ficial publication of thte elementary school vphyci-
cal education staff. It is produced L-8 tires per rear and distributed to the
physical education teachers via the station wagon with an extra copy for the
principal, The SCOREBOARD should be retained for at least onec year for futurc
reference,

Ztems of personal, professicnal or hurerous nature are solicited., This
publication is the vehicle for sharing of ideas and expressing viewpointg.
lease send jyour contributions to the Office of Fhysical Cducation or to your
area helviny leacher,

Guidelines for Approwriate Drecs for FPhysical Education Teachers

All teachers shculd be an example for the student to erulate, Although
a standard uniform is not required, plain clothing in white, blue or gray, or
combinations thercof is the customary dress for the elementary school physical
education teachers in Baltimore County, Just as proper footwear is necessary
for safety and good performance of pupils, the teacher should not overleois
the need for footwear which is not only comfortable but professional as well,
sShirts and jackets with the Baltimore County Fhysical Education emblem are
available through the chairman of the Uniforr Committee. 4 uniform does not

make the teacher, but the teacher who exhibits a professional appearance can
help a good program receive greater respect.

Guidelines for Approyriate Dress for Pupils

A, General

1. The appropriate dress for elementary school physical education activi-
ties is to be decided at the lccal school level,

2. All schools should announce, through a written notice to parents,
their policy on appropriate dress. OSchools should not suggest to
parents cr students the purchase of a regulation uniform.

B. C{lothing Chaaves

nould be enccuraged te change for all physical education

r and Le required te change for activities such as tumbling and
paratus, Shorts or berrudas wrorn under skirts vhich can ve slinped
£ are 105t convenient,

1. Girl
peri

2. Boys chould te encouraged not to vear «ood clothes fer activities
which night cause wear and tear.

C. Shces

1. Every effort should be nade to encourage children to wear tennis shoes
for physical education periods. The school may wish to make sore pro-
vision for theose cnildren who are unable to secure tennis shoes.

2, Tennis or rubber soled shces are nceded for safety, protectionsand for
better performance., Tennis shoes cannct te justified on the btasis of
srotecting tile floors. :

Q . At no tire should children be yermitted to rnerforn in their ctecking
[ERJ!: or bar2 fect.
Pz |
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L. Children without tennis shoes should not be excluded from the total
physical education period but only from activities in which street
shees would create a hazard to themselvss or others.

Reporting Pupil Progress

Where physical education grades are now given, the physical education
teacher should, upon request, recommend physical education grades to c¢lass-
roon teachers. It is a practical impossibllity for a physical vducation
teacher to have the sole responsibility for grading all pupils in a };50-1000
pupil elementary school. The physical education teacher should be familiar
with the grading periods and establish with the classroom teachers a time
fer discussing pupil's grades.

Safety and Reporting Accidents

The physical education teacher might be responsible for developing a
comprehensive se'ety prograrm, including bus, hall, room, gymnasium, and play-
ground safety. The development of a good program is a continuous process.
Teaching aafety practices should be a regular part of the physical education
program emphasizing those activities which h.ve inherent safety hazards. A
safety bulletin is located in the Base Program section of this guide. Please
read this bulletin carefully,

A student who has been injured should immediately be taken to the of-
fice or school nursej if necessary, the nurse should be brought to the injured.
student. A3l injuries, accidents, or illnesses other than minor bruises
should be reported in writing to the principal's office on the regular
accident report form. All information requested on this furm should be prop-
erly filled in, especially a description of the injury and the procedures
that will be taken to prevent further injuries of the same nature. (Sec
sample of accident form in Appendix,)

Care and Protection of Physical Education Supplies and Equipment

Definitions Supplies, as the word is here used, refers to materials
which need continual replacement such as balls, bats, nets. etc, The Board of
Education recognizes that such materials are tools of instruction just as
essential as books in the classroom. Therefore, the school budget allows
each school to purchase a certain amount of such supplies in each school
year. The current school alldtriont per child should be ascertained sach year
in grades one through six; each kindergarten child counts one~half child.

Distribution of Suppliest Cne method of distributing supplies is to in-
ventory supplies and equipment and, based on early plans, keep enough for
physical education class instruction. The remaining supplies may be divided
and 1ssued to each classroom.

Another method of distributing supplies is to establish a distribution
point from which each classroom can drew and return needed supplies. This
can be organized on a grade basis or a school-wide basis.
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A central supply area such as the physical education office or supply
room can effectively provide classes with supplies which are not ordinarily
distributed to the classes. Appropriate games may be kept in classrooms
for children to use during inclement weather.

Audio-visual supplies and equipment, stored in a central location,
are checked in and out by all school personnel,

A running account should be kept of the physical education supplies in
each classroom and those in the central supply area. This provides reasonably
accurate inventory at any time. All physical education teachers should design
their own inventory sheets to account for all the items in the school's
physical education stock.

Care of Equipment: Children can be trained to check periodically the
equipment in each classroom, to inflate balls and to return to the physical
education teacher any items that need repair.

Professional repair of balls and equipment is more expensive than pur-
chasing new items. Each teacher can quickly learn to use the ball repair kit
provided each school. Items such as masks and gloves can be taken to local
shoe repair shops, old equipment torn apart and the good parts used as re-
placements.,

The following items can be repaired by Board of Education:
. Stop watches and timers({Tag and send to Repair Shop at Aigburth

Manor)
Tape recorder
Phonographs
Parallel bars
Vaulting boxes ( Tag and send to Cockeysville Warehouse)

+ Springboards

+ Mat trucks

¢ Balance boards
« Batting tees

» Balance beams

. Scooter boards
» Balance bench

. Power megaphone

Ordering Suppliest: In the spring each school receives four copies of
the Fhysical Education Supply Order Forri from the Purchasing Department.
Based on a per pupil allotment, the phgsical education teacher and the prin-
cipal determine the physical education supply needs of the school. Of the
completed orders, one copy should be retained by the physieal education
teacher, one by the school office and two complete forms, including a full
inventory, should be returned to the Office of Physical Education. These
orders are combined, placed on bid, and delivered to schools the following
fall. All items received should be checked against the yellow purchase forms
retained in the school office regarding quantity ordered and item numbers.
The yellow purchase forms should also be checked against the amount and kind
of items ordered on the original supply order form,
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surwier Storape: At the end of the school the all supplies should be
inspected, cleaned if necessary, inventoried, and stored in a dry area. A
copy of the inventory should be left in the school office and with the physi~
cal education teacher's records.

Basic [quiprent per Classrocm:

Note: In gencral, estimate your teaching needs for the base progran.
Divide and distribuie the remainder of the supplies among the classroonms.

+ Kindergarten ~ Grade 1

Playground balls - PG 7 - PG 8%
Bean bags

Bowling pins

Long Jjump ropes

Short jump ropes

, Grade 2 - Grade 3

Playground balls - FG 7 - FG &%
Utility ball

Bean bags

Bowling pins

Long Jjump ropes

Short jurmp ropes

« Grade L

o
pe
1

(A 20 0 Jbam
H

84" or 7" Plaeyground balls

- Utility valls or soccer balls
Volleyballa

Long jump ropes

Short jump Yopes

Bowling pind

Set of thre% bases

2 - Soft - softballs
30" 3eftball bats
1 - Catcher's mask (if this ic not available, tho
! catcher should be kept 15 feet back)
1 - Catcher's ch?st proveccor

N
1]

{

. Grade & - Grade &

-~ " Playground balls
- Utility balls or soccer balls
Volleyballs
- Interrmediate football
- Biddy basketQaII
Long jump ropes
Short jump roﬁes
Bowling pins {
Set of three bases
- Soft ~ softball
- Softhall !
Softball bats’
- Catcher's nask
- Catcher's ~hest protecter
- Catcher's niit

i e AN S angy
]

b e A
-
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Basic Equipment per School

- Balance beams

- Balance bench

- Balance boards

- Ball repair kit

- Batting tees

- Biddy basketballs

-~ Cage ball

- Canvas bags

Deck tennis rings

- Doorway gym bar

- Dry limer (3C 1lbs.)

- Footballs (intermediate size)

- Game timer

- Marking paint

- Mat hangers or mat cart

- Parallel bars (modiun)

- Physical Educator and accessories

~ Poles hard surface courts (3 long and 2 short)

- Record player

Records (one of each albunm):
Childhood Rhythms, Albums 1 and 2
Honor Yow Partner, Albums 1, 2, 3, L, 6, 7,
8, 12, 15 and LPSCY
Selected single copy folk dance records,
choice of 26
‘ First Folk Danges, RCA, LP1625
All Purpose Folk Dances, RCA, LP1023

Folk Dances for Fun, RCA, LP162l

~ Relay batons

- Scrimmage vests

~ Scooter boards

- Springboard

- Stop watch

Table pump

- Tape measure {1CO ft.)

- Tetherball

~ Tug-0'-War rope

- Tumbling mats (L4t x &1)

- Vaulting box

- Volleyball nets

- Volleyball standard (indoor)
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liaintenance Requests: The physical cducation teacher is responsible for
checking "and suBmif%lng to the school office naintenance requests concerning
the follouing:

repairs needed to apparatus equipment indoors and out

repairs needed to backstops and fencing on hard surface court
repairs needed on athletic and play fields

repairs needed for watches, punps, tumbling mats, and other
. physical education equiprent.

* s & =

A maintenance request form will be sent to each scheool in the spring for
vork which needs to be done over the summer manths.
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Aruitoxt provided by Eic:

Rounotu for changes and additions to the standard painted diagrams,
either indoor or out, rust Le accompanied by a detailed drawing, showing the
design desired and *tu location.

Other requests for repair, such as surface of hard ccurt, replacerent of
broken tiles, cic., should be clearly stated under "other requests.’

Erergency rcpair requests should go through :the principal with a copy
to the Cffice of Ph/olcal Education,

Special uvonto

e e i et

The physical education teache{}egponololc for onc or more of the
follwiring:

. progran
v Day, Svring Festival, Carn‘vaL, or Bazaar
. Interschool or 1ntraschool sports day

. Christnas or other holiday wrograns

. CSpring rusicals, art fostivals

. DBrotherhood weck, Arbor Day, etc.

", School pienies or outings.

Discuss with [the principal, as early as possible, your responsibility
for special events. Try to finalize dates, thermes, and purpose, and organize
vour teaching plans to encompass the events,

Check al l school files for past programs and if necessary confer with
yeur arca helping tcacher for ideas and suggestions.

sileage

ALl teachers are expected to provide their oun transportation to their
place of ernployrent. The Board of Education presently pays teachers 104 a
rile for travel expenses necessary for conducting other professional respou-

sibilities. Teachers assigned to more than one school will rececive payrent
for travcl greater than the round trip distance from their hore to their
nome school, The hore schcool will Le the school at which the teacher spends
the largest amcunt of iire or, in the cose of cqual time at tuo schools, the
here uchool wrill be the one clo sest to the teacher's hore.
Lxanple I, Assigneent School A, horme scheol, 3 days - School B - 2 days

School A, hore to school five niles, round trip ten niles

Scheol B, home to school seven nlles, ruand trip fourteen niles

uxcess distance B round trip over A = four nmiles
ull,ube clairmed per weck: eizht milos

Brxaiple II. Assignrment School A, horme uchow, 2.5 days -
School B, 2.7 days
Scheol A, here to school five miles, round trip ten miles
School B, horme to school seven miles, rcund trip fourteen nilec
Lxcess distance B round trip over 4 = four niles each day
One day travel from School A to B at ncon, return hone
from School B,
Ixcess mileage for this day = {ive niles
11ileage claimed per week: thirteen niles,
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Conplete nileage policies will be found in the laster Agreerent between
TABCO and Baltimere County Board of Education.
line Sheets

All teachers in Baltirore County rust sign in at their schools at least
12-3C ninutes vefore the time appointed for the opening of school, and should
remain at the school at least 15-30 minutes after the time appointed for dis-
issal, for a total of 45 minutes beyond the normal achool day.

Teachers servicing nore than one school rust sign in at each school, and
¢lso inforn the hore scnool of attendance at other schools., The hore schocl
is responsivle for reporting avtendance to the Cifice uf Payroll.

A leacher should clarify these attendance volicies with his principals
and consult the Master Agreement between TABCC and Baltimore County.

Personnel Information Form

The Cffice of Physical Education often receives requests to recormend
teachers for other positions or to write references for individual profession-
al advancement. These are the basic reasons requiring the Personnel Infor-
mation Forr,

Each teacher should return the completed form to the physical education

departrent tefore the end of September. The form will be redistributed cach
year so that teachers can make additions or deletions.

‘]“\
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SECTION II

PROGRAM GUIDELINES AND POLICIES

Program Responsibilities

The Board of Education of Baltimore County is committed to a strong
elementary school physical education program. FLach child is to receive a
minimum of 150 minutes per week of physical education, exclusive of the
lunch period, free play, or recess. The major responsibility for planning
the school's yearly program rests with the physical education teacher. The
responsibility for implementing the program is held jointly by the phy-
sical education teacher and the classroom teacher; however, the trend ir
Baltimore County is for the physical education teacher to be responsiblé
for teaching an increasing portion of the program. Any increase in the ..um-
ber of classes taught by the physical education teacher will require the as-
signment of additional physical education teachers per school. Until this
‘ncrease occurrs, the classroom teachers must continue to carry their share
of the responsibility for teaching physical education.

Current policy dictates that the classroom teacher does not have to te
present when the physical education teacher instructs his class. Therefore,
it becomes very important for the physical education teacher to develop
methods for communicating with classroom toachers to insure a sound, daily
physical education program,

The school principals are responsible for the total programs in their
schools, and all programs planned by the physical education teacher must be
cleared with the school administration. Because of variations in school org-
anlzational patterns, time allotments for physical education teachers, staff
bilitins,and school facilities, each school develops its own pattern in
providing a sound physical education program.

The Supervisor of Physical Education and Area Helping Teacher

The main purpose of the supervisor is to help each physical education
teacher do a better job of teaching. The office of the supervisor is opesn to
any teacher, and requests for help or information will always be attended to
as quickly and promptly as possible.

An experienced physical education helping teacher is assigned to each of
the five areas in Baltimore County, with released time each week to assis®
teachers in his area. A helping teacher does not evaluate or submit written
reports on other teachers., His function is to advise, teach demonstration
lessons, provide materials, share ideas, and serve in any possible way to help
teachers improve their physical education programs,

Discipline

Most children react to physical education in a positive and enthusiactic
manner, Discipline that is consistent, reasonable, fair, snd firm will help
chilar:sr. to develop self-control, emotional stability, and wholesome self-
concer’s, A teacher who provides consistent discipline mikes 1% possitie for
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Aruitoxt provided by Eic:

children to develop steble values in behavior, ZThere are no "sure-fire' mevh-
ods to puarantee yood discipline, but the follouing suggestions nay be helpful:
HAVE & GQCD TCGRALlL, Heep all pupile bus;-, and include activities thich
enable nupllc co Mlet oft utcan“ in acceptavle vays., Boredom iz a potent cause
of discipline prevlems, ileep your progran interesting and exciting.

CREATL A HEALTHY CLIMATE. A classroon ruled by fear, threats, or unrecasen-
able runishment cred Le" more problems than it solves. Do net punich the entire
c¢lass fer the nisdeeds of a few, Troab pupils with the sie respect and cour-
tesy you cxypoect lzom then,

KEEP DXPLANATICHS AND DEMONSTRATICNS BRIEF, Talking is not necessarily
teacling,

WAIT FCR CRDER BEFORE SFEAKING, If vhat onc has to say is worth saying
it's worth hearing, Hefuse te talk above confusion.

Bii CCIIIEIENT. Children quickly respond to the leadership of the teachry

vho 1s thoroughly prepared every day.

B OBSLRVAIT, Develop the ability to scan the activity arce to be avare
of conditicns at all tires.

LET TUPILC HELD SBET STAIDARDS, ‘lovw cuoperatively uvith the wupils to sel
v reastnaole standards of uehuVLOr. Feot the standaxds.
SIVEDT ”CDLJ—DJ DISCHIER-TARDRS.  Ianvite poscible distwrbers of the peace
VO Zuve Sune seyvice wo the class or teo the cchiool, Camrend them for the cor-
by i

vieo, Jgoreccion ngy be an exoression of hunger

P

CCITZlD GOCD BEHEAVICH, Ixpress recogniticen
avility to develon self-control.,
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rnderyarten

The kindergarten program in Baltinore County
kindergarten classes for each c;ouentazy uchoo purpose of the nrogram
15 te provide thc pre-school child with experiencec which contribute tourrd nis
veadiness to lecarn, The .rogran is Cnng~centored and recognizes that children
learn through Dlay. lotor developrent is emphasized throuph experiences in-
volving fine and gross muscle control.

-

i6 expanding to provide
The

]Fﬂk

At present, physical education teachers arce not required to schedule
windergarten classes, However, if tirme pernitc and the principal approves,
~ny physical education teache‘ vho has en understanding of young children,
their leerning and behavioral patterns,and reotor developrent potentials, nay
wish to include kindergarten in his schedule,

fhysical education teachers are cncouraged to act as consultants in pro-
viding activities and materials to kindergarten teachers

oavention

Special education clasces, located in the elerentary schisols, are ser-
viced by the phrsical ccucation teacher., ilany” of the classes are rulti-age
:'Adou vith children who normally would be in grades cne-two-threc or four-

ive~gix  Theyr will benefit by having the cpportunity to have physical edu-
cation v .uh children of their own nhysicol sine or ability as well as by being
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cchedulec as an individusl class.

There are various classifications of children in this progranm:

+ the mentally limited
~ducable - special classes in regular schools
tiainable - in special schools

+ the physically handicapped
in class called - when tne physical handicap prevents the
children from operating in a regular school

v the neurolougically imparied and emotionally handicapped
in class called - class for hehavioral and learning disabili-
ties (BLD) - (children of normal or higher I. Q.)

» the children with specific langua  disabilities
hearing loss -~ children witl : ormal I. Q. “ut with aphasia
and a very spma¢ific language disability

Physical education teachers are most likely to be concerned with the
retarded educable and with the behavioral and learn’-g disability classes in
their own schools. The other children are usually assigned to special
schools which have programs to fit their needs,

Hemedial Fhysical Education

Although the primary purpose of the public school is to educate the
child to his maximum capacities, this is often not accomplished. Some
children will have needs in physical education that carnot be met during
the regular physical education class., These children and their needs should
bte identified as soon as possible and the children placed in a program of
Remedial pPhysical Education, if the teacher's schedule permits,

Rermedial physical education is not to be confused wita physical ther-
apy or correctives. Remedial physical education provides udditional time
for individual or srrall group instruction which will help children gain
confidence and devolop those ckills which are goals of tha regular phy-
sical cducation program.

The following suggesticas should be helpful:
I. v can this child be identified?

Children in the most need of such special considerations often fall
irto thre following categories.

A+ Timid=- tho child who is afraid of injury, failure or ridicule

B. Obese- the child who cannot succeed because of a weight problem

C. Restricted or deformed- those children who cannot participate or
surceed because of congenltal deformity or are restricted jp act-

ivities because of medical reszons.

D. Poorly coordinated, awkward, often with below normal strength and
endurance.
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I1.

IIIew

IV,

How can this program be reorganized?

A.

B.

C.

Scheduling: Pupils should meet one or more times per week in add-
ition to their regular scheduled class period.

Contiguity: Children with similar disabilities should come from
the same cless or same grade, and be spproximately the same age,
so that they would be able to assist each other during dajly prac-
tice sessions.

Class sizet Classes should have no more than ten stuacnts, so that
there is opportunity for individual instruction.

What factors are pertinent to a program of remedial physical education?

A,

B.

Ce

Individual instruction: Children should be instructed on an individ-
ual basis and should be given a great deal of time for practice.

Level of development: Children should be taught at their individual
levels of development and be given activities in which they have
the opportunity for success. Activities should be neichzar too
easy nor too difficult but should be challenging.

Pre-planning: Activities should be pre-planned and develcped so
that a more difficult task is precceded by a specific skiil needed
to accomplish the task.

Standards: Standards of achievement are necessary if the child is
to know in which direction he is going. Such standards should be
based on the indi dual child, and he should be informed of his
progress.,

Consult with the classroom teachers and other staff members to
compile a full picture of the problems of each child involved.

Determine what the child's specific needs are. {e.g., is fearful
of balls or other thrown objects. He shrinks away from catching

for fear of injury)

Plan activities of individual instruction and practice, such as:

1. Practice with bran bags and balls, hoops, jump ropes,

2. Balance activities, static and dynamic,

3., Locormotive activities,

L. Self-testing stunts,

S. Tumbling and apparatus activities,

6. PRhythmic activities on individual basis,

7. Skills associated with specific sports,

8. Short exercise periods.
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Swimming Instruction

Because water activities are becoming iacreasingly popular, some Balt-
‘ imore County schools are providing instruction in swinming and water safety

skills. At present, there are no swimming pools in the Baltimore County
Publiic Schools; therefore, individual echeols or groups of schools are
enccuraged to utilize community resources to initiate programs. The fol-
lowing guidelines were developed to assist schools planning to conduct
gwimming programs:

. 7The area director should give permission to initiate a swimming
program. Continuing programs have approval to operate each year,

2, A written agreement must be obtained from the swimming facility
manageneut with no restrictions based on race, color, or creed.

3. Aﬁ inservicae training program should be held before the initiat-
ion of the program and should involve all those who will in-
struct the progran.

Ue It is recommended the swimming program be held during the first
two weeks of June or September, when outdoor pools can be used.
If indoor pools are available, the program can be held at a
different time.

5. The swirmming instructor (physical education instructor or class-
room teacher) should have an up-to-date Red Cross Water Safetiy
’ Tnstructor's rating or equivalent training.

6. The classroom teacher should be in charge of getting children
dressed and to and from the facility. He should also act as an
instructor's aide.

7. Volunteers, instructors, and aides, (under the immediate direction
of the physical education teacher), may be used.

8. All children who participate in the program must have the school
accident insurance policy or a policy of comparable coverage. A
short term policy is available for children without coverage
through the school accident insurer.

9. Each class should have approximately one hour to dress, get to
and from the facility, and take instruction.

10, Fourth grade children are recommended for the program, but other
grades may be included. ZIvery child must furnish a signed state-
ment from his parents acknowledging his participation in the pro-
gram.

11, After the program is completed, an evaluation sheet is prepared by
the teachers and sent to the Office of Physical Zducation.

Intramurals
Intramurals provide an opportunity for children to apply skills learned

in phys’cal education and satisfy their need for competition., Intramurals are
recormme:lded for the intermediate grades, but are not required.
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The implementation of an intramural progran vill depend upon the time and
facilities available within the school,

I. Purposes of the intrarural propran

A, Provides the children with an opportunity for functional reinforcerment
of skills in pgame situations

B, Gives the instiuctor more time to teach skills as the students
saticfy their nced to play and participate during the intrararal period

IT. Organization of the intrarural wrogran

L. Thysical education instructer's reeponsivilities: To organize and
adninister the over-all intrarmral pregran

B. Students reoponsibilities: To officiate, to help with equipnent and
rnarving game arcas and kcuping tine and score

C. Clasoroon teachers responsibilitics: Lay assist in organizing clase

teans, cvaching, officiating, and uCOTlW“ and timing.

ITI. Scheduling activities
A. The intrarmral program sheuld be initiated after the students have
acquired cufficient skills to play in a garme situaticn.
B. fThe intramural progran could ve scheduled during supervised play
veriods, "noon recess pericd," and btefore or after school.
IV, Activities and progran q

A. llodified team games, relays, track and field, and skill contests can
be utilized to provide a program, as well as the normal team scportc.

B. All interested children vho desire to participate should have an oppor-

tunity to do so. It is often advantagecous to form teams or leagucs by
avility grouvs.

Audio—yisual Aidq

Advanced technolegy hag nade braat ctrides in the developrent of audio-
visual equipment that can bLe utilized in the tcaching of physical cducation,
Super & single concept loop films, tape recorders (cassctte and stundard),
v1deo -tape, over-hcod projectors, opaque projectors, filmstrip and slide pro-

cctors, movie projectours, Thermo-Fax nachines, visual nakers, and recora
players are now availavle,

The library or redia center in the school steres thn above rmentloned
equip"ent irrangeiients for the video-tape cquiprent can be made through the
supervigsor of rhysical cducation. Teachers are encourag od to use this eenin-
rent to provide and enhance instruction,

The sudic-visual equipment can be used to: '

, motivate children
. reinforce learning
O
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. enrich instruction
. individualize instruction,

Although there are many excellent cormercial sources of audio-visual
equipnent available, the teacher can perscnalize instruction by creating
material to meet local needs,

liaterials are available from the Board of Education's Central Film Li-
brary, the Ilenentary Physical Education Office and many other sources.

?eacher Reference Books

Each school should have in its professional library adequate reference
books relating to elementary school physical education. The elementary school
physical education book order contains ten books which can be ordered by
individual schools. This list will be updated periodically and revised. The
nine books listed below are available on the present book order.

Annotated Biblicgraphy

Andrews, Gladys; Saurborn, Jeannette; and Schneider, Elsa. Thysical
Education for Teday's Boys and Girls. Boston, Massachuset¥s:
ATTyn and Bacon, Inc. 1960

The focus is on children and their growth., Includes exploration of
of moverment, games and sports, stunts and related activities,
rhythns~dance., Illustrated with many action photographs and dravings.
luch of the material is original.

Daucr, Victor P. Dynamic Physical iducation for Slementary School
Children, third edition. Ilinneapolis, liinnesota: Burgess Publish-
ing Ceripany. 1946

Includes the newer approaches of moverient education and perceptual-
rmotor training. It is a complete book on all phases of physical
education with the modern chiid in mind. Illustrated with many
action photographs and drawings.

Diem, Liselott. Who Can. Frankfort, Germany: William Lippert. Available
from George Willlams College, Chicago. 1957

This book shows how creativity has been brought into calisthenics
and apparatus work, In form it looks like stunts and play gym-
nastics but in method it is essentially a challenge to the child's
creative capacity. Highly illustrated,

Drury, Blanche J and Schmid, Andrea B. Gymnastics for Women. Palo Alto:
The Nationa. Press. 1966

A completely illustrated book on all the apparatus presently used

in women's gymnastics showing progressicns. It also iucludes, with
illustrations, the smaller hand apparatus, balls, ropes, hoops, wand
and clubs.
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alsey, Elizabeth and Porter, Lorena, Physical Education for Children,
vew Yorkt: Holt, Rinehart and %Winston Fublishing Company, 1963

A strong emphasis is placed on using movement exploration and
creativity in developing motor skills, It gives many examples of
problems and challenges that can be used in the movement expioration
approach,

Harbin, E, O, Ganes of iany lations, UWew York, llew York: Abington
Press, 1967

A collection of 1L9% games colleoted from 27 nations--active and
quiet games for few players to team games, Illustrated with ex-
planatory diagrams,

Hooston, iuska, Teaching Physical Educa%ion From Command To Discovery.
Columbus, Chio: Charles E., Merrill 3coks, Inc, 1966

Explains how to move step by step from the command style of teaching
through teaching by task, reciprocal teaching, individual program
and guided discovery to problem solving,

Jdurray, Ruth L, Dance in Elementary Education, few York, lew York:
Harper and Row Publishers, 1943

The approach is primarily creative and exploratory and is thoroughly
practical, Describes devices and games for developing movement and
rhythmic skills, games to improve rhythmic recponses, dance ideas
from songs, poems ond music,

Schurr, Evelyn L, ilovement Experiences for Children: Curriculum and
lMethods for Elementary School Physical Education, U4LO Park Avenue,
South, Hew York, "ew York: Appleton-Century-Crofts Publishing
Company, 1967

Contains a thorough analysis of a large number of basic movement and
sports skills listing common errors., Suggests yearly lesson plans
for grades K-8, Has criteria for evaluating child, teacher and
program in physical education,

3ooks and Pericdicals Availale on Lean From Physical Education Office

Each year a current bibliography of professional books and periodicals
will be sent to all teachers, These materials are available on loan
and teachers are encouraged to utilize them in planning their school
programs and for personal and professional reference use, The materials
can be obtained by writing or calling the Office of Physical Education,
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?ublic Relations

Public relations are truly human relations and are reflected in the day-by-
day values and goals each teacher uses to guide his relationships in the school
and community. The attitude of the teacher is evident in his tactful manner of
listening and answering the questions of both children and parents. Self-
discipline, patienece, tolerance, consideration, and self-control are taught by
example, and through the activities of physical edu...tion by the skilled teacher.
There are three significant phases of public relations in reference to the physi-
cal education program: (1) informative letters to the parents, (2) communica-
tions with the school faculty, and (3) news media.

Informative lLetters to Parents
I, Suggested Criteria for a letter

A letter to parents should carry a message that has significance for the par-
ent and child. It should:

A, Be brief, concise, and clear

B. Use correct itnglish

C. Present only one central theme in each letter

D. Use a rositive approach in presenting the idea

2. Use a sketch, chart, or drawing if it adds emphasis
II. Suggested Central Themes for letters

Fach letter should reflect the teacher's understanding of the school and the
cormunity in reference to any of the following:

A. Objectives of physical education (refer to Point of View for specifics)

B, Frogram of physical education: areas such as testing, rhytims, games,
and why hey are included

C. Noed for participation in physical education by child; what it means to
his growth and development

D. Desired physical education attire and reasons for request

3. Safety measures in school and on playground and suggestions for parent
or classroom teacher follow-through

F. Invitations to May Days, Sports Days, Special programs, or class lessons

G. Topics of interest concerning controversial subjects
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Communicatirn With The School Faculty

Suggested Criteria for Communications

Communication with the faculty is to learn as well as to inform. The keynote
is a smile. Cormunications should:

A,

B.

Co

D,

E.

F.

Be based on the N.I.A. Code of Ethics

Help assist with cooperation and coordination within a school
Be informative

Be geared to the growth of each child

Help assist in excellence of program

Help involve faculty and child interest in physical education

Supgested Means of Communications

An

B,

C.

De

Fs

Ge

Plan cooperatively with faculty and adninistration
Make available unit plans and yearly plans

Use newsletteors

Make bulletin boards

Announce special programs and activities

Plan cooperatively with other curriculum arcas
Schedule flexibly, plan cooperatively

Cormunications to Public at Large

Utilize local and corrmunity newspapers

Utilize radio and television '"spot'" announcements

Utilize stores of local merchants for posters
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Explanation of the Base Program

The Base Program is a program of instruction founded upon the
premise that there are basic experionces to which each child should
be exposed,

The 3ase Program establishes a foundation from which teachers
can develop a sound sequential physical education program, and also
serves to add continuity to the county elemsntary school physical
ecducation progranm,

The program provides a progression of activities appropriate for
particular age groups, taking into consideration the availability of
equipment and facilities which are provided for by the county, There
is leeway for innovative teachers to use a variety of equipment, in a
variety of ways, while providing teachers with a challenge to use
additional equipment to enrich their programs,

The Base Program is an outline of suggested activities, and the
Yearly Physical Education Program is a suggested outline of time for
implementing the activities, Teachers are accorded the flexibility
to restrict or expand these outlines to meet the needs of their
children,

Even though the Base Program appears to be highly structured,
this is not its intent, Each teacher must be flexible and adapt
the program to meat the nceds of their children, All teachers are
encouraged to try new programs and share thesc with other staff
members,
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SAFSTY IN PHYSICAL EIUCATION

llotivation and attitude have come to be recognized as most important factors
in the process of education. ILikewise, in discussion of safety in physical cduca-
tion, ATTITUDZ is of prime consideration. To many children, safety and dullness
are practically synonymous.

It should be equally obvious that we cannot expect to remove all of the dan-
gers in physical education and recrecation activities. Danger is inherent in many
of these activities, and ruch of the thrill of the activity comes from successfully
overcomire these dangers, These intrinsic hazards can, however, be materially
reduced through an integral program of safety education.

Thus, to be safe in order to have more fun and more advinture is the attitude
that should be fostered.

Suggestions for developing a sound safety program:

1, Develop habits of safety among children by a continuous safety pro-
gran

2. Use posters, bulletin boards, and assemblies to motivate children
Lo practice better safety habits

3. Teach safety practices as a regular part of the classroom and
physical education teachers' physical education progran

L4« 1Inspect areas for safety hazards

a. Gym
(1)

Remove or pad hooks and protrusions frem the wall
(2) Rerove chairs and tables from the play arca
Chock for =lickness of highly waxed floors
Pick up loose paper and debris
Tie up or remove objects nanging from ceilirnps
Check floors for loose tile or boards
Check windows and light screens regularly
Check basketball backboards and other apparatus regularly
yeround
Pick up loose stones, sticks.and glass regularly
Fi1ll in ruts and potholes
Check softball ba:kstops regularly for loose wirs and
broken pipes
Check jumping pits, sand boxes, and such arcas for sticks,
stones, and gless
¢, Hard Surface Court
(1) Sweep sand and gravel from court
(2) Check surface for holes and cracks
(3) Check fences for loose or broken wire
d. Apparatus Area
(1) See that ground under equipment is lcose and free from stones
sticks, or glass
(2) Check apparatus regularly for broken places, loose bolts,
and rough edges
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September Check List for Physical Education Teachers

Adaet faculty
Acquaint self with a1 physical education areas
Check equiprment against inventory, Ilark and issue equipment to classroomy

Introduce self to classes in their rooms or meet class as schedule goes
into operation

Have definite plan of operation:
*How classes will begin
‘Mode of dress required for physical education classes
‘Where to meet for class,,.how to notify teachers or classes where
the day's lesson is to be taught, and to be used
*Assemble proper kind and amount of equipment.
Plan more activity than will be needed in lessons
Have an auxiliary plan for inclement weather, 3e flexible

Help is available, Call area helping teacher

Get going and GOOD LUCK

Teaching Hints for Physical Education

Games of low organization may be repeated often, particularly if they
bvecome favorites of the children, Scme games move rapidly and serve for
use only once, or at best, only a few times, Teachers socn learn through
the response of the children those that appeal and may be repeated,

Encourage the rapid execution of games, Keep directions simple and concise,
Jet the game going for rapid playing encourages enthusiasm,

Do not permit a garme to drag. Every child does not have to have a turn
or to play until all are caught, instead limit the tagger to three turns
then choose a new leader or a new garme,

Train the children to respond instantly +0 a whistle or hand signal even
though it may sound off while a game is in progress,

Jave all equipment ready beforehand to avoid awkward delays during the
lesson,

¥ark a safety boundary line 3 feet from obstacles or walls near the

playing space, ‘ever use a fence or wall as the goal line, instead mark
a line br lime, a rope stretched out, bean bags dropped in a line, etc,

L3
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CILRACTERISTICS OF CHILLRHEN

Grades K-1-2

PHYSICAL
T . Grades’ =
Cnaracferiotics K 1 2
1. Develops muscles un- ; o é 1.
evenly, big muccles o i
more developed then j ;
small XXX
2. Is full of energy Exf x' x 2.
b :
3. Tires easily ¥ x X 3.
i
L. ihy mature at dif- Do b,
ferent rate, accerd- .
ing to sex: girls
often more mature ‘
than boys X X X

5. Enjoys using hands

6, Injoys total body ; 6.
movement, X X X
7. lay develop poor | I
posture Co {x‘
SOCIAL
Characterlstlcs + Grades T
KT
1. TIs individualistic and! . |
sgocentric XX ox- 1.
Lis
o
.
2. 2.
X !

Likes to play o
together xt
o

|

B T T T Y L T LI T TR Ca

Needs and Propram Eypsriences

Active, boistorous moter activities
and games with unrestrained movement

Supply opportunity for vigorous
play--running, jumping, games, stunts,
large apparatus, adequate space and
equipment.

Vary activities--strenuous to Less
strenuous, present activities in
vwhich success can be achieved,

Develop activities to meet individ-
ual differences.

Use objects to manipulate--different
size, type, and texture.

Provide creative experiences--ganss,
rhythms, movement exploration, and
apparatus

Create an environment conducive to
developing body alignment--through

hanging, pulling and running

Needs and Program Experlen00b

Provide sharing experiences, "it"
games ~ providing many turns, small
group work, self-testing activities,
movement exploration.

Premote sharing with others, learning
to in, losc or We caught gracofully,
opportunities for small group--hop
ocotﬂh, Jump rope, bal; °kllls, etc.



SOCIAL

0 et S ¢ v e e 108 Yot A, e S At o e e e < o

'"{QrddeQV
Characteristics fK 172 Moeds and Program Eyperlenceu
VR N S O S
3. ILikes to play b 3. Provide large space for play, feellng
with same sox } ! X of belonging to peer group, wholescre
o ‘ attitude toward boy-girl relationship, |
o 1 gamo ;, rhythms, story play. (
| |
L. I. not particularly i [ ; L. Provide active running and climbing
interested in teanm o ; activities--group games of low
games XX organization requiring little in- {
; ’ 5 struction and invelving the use of J
E o big muscle.
! f
. . ‘ | . o
5. Begins to show | | 5. Introduce small group games involving
interest in team S E teams. |
games ! % | !
i
6. Has sense of per- J ' 6. Provide sharing responsibilities or
sonal ownership (X! x | experiences--share balls, bean bags,
< ropes, provide opportunitics to nass-
| out and collect equipment.
o |
7. Is anxious to do f -1 7. Supply individual success through
things well % X< X [ self -testing, movement oxploration,
! é Lo games,
S
8, Is sensitive to - 8. Supply cncouragenent, praise, to !
feelings of peers X X' x. expericnce success }
IO TIONAL
e e e e — e e}
Grades |
Vharacterlotlco K 1_ 2, Needs dnd Program Experiences ,
e . - oo ————— e —.~_._--.‘?_ ,...é.._.. e A A e s o et et e o o ot o im s mmm I
1. Needs to move, 1 ! 1. Provide activities involving vigorous '
exhibits verbal : o chasing ganes, movement, explor(*lon,‘
agression X! X i dramatic play.
SN {
2. Pnjoys praise x x| x| 2. Provide activities that pernmit
o achicvement of succaess to each child,%
L give encouragement and praise. |
b
) (o i
3. Is anxious to do | { 3. Use supportive activities.
things well KX X | !
3 P |
4. Has strong dramatic t | L. Provide for self-cxpression - creativ-|
interest and make- o | ity--rhythms, dranatic play, pretend
believe play ‘X X' X activities.
| o
5. Is sensitive to . 1 5. Provide affecticn, praise, encourage- |
feel.ings of neers o ment, - E
anfl ‘dultu X XX { i

ST




®

6.

7. Has spontaneous

honest, frank ver-
~bal expression
Characteristics

1. Is eagor to learn

2. Is imaginative and
curious

3. Likes to assume
responsibility

L, Can follow simple
directions

5. Has short attention

Characteristics

Lacks self-
confidence

span

EIOTIONAL
rades T
1f 2! Needs and Program Experiences !
R e e T |
' 6. Provide activities roquiring some |
X x| responsibility--no pressure. Non-coe
! competitive action games withiout i
i | stress of victory g
| [
t i 7. Ixercise good judgment in accepting
‘ { this verbal expression, ]
XE |
THTELLECTUAL
. Grades T ;
K- 1;2 | Needs and Program Experiences |
x x-x,; 1. Create a climate where lecarning can
o take place, activities to build self-
o i cenfidence.
o
; ; | 2. Create an opportunity for expressicn
X X x| of idcas and use of body, croative
‘ dance, creative stunts, exploration |
5 with basic skills and small equipment%
% |
, ; 3. Provide responsibility on lsvel of
X X X ability--things not people, delegate |
P responsibility so 1t can be accepted, 1
- L. Give guidance in vorking with abstract
X XX ideas, rules and regulations of games
‘ ! and activities based on their ability |
; level. i
, : 1
| Y. Vary activities, both physical and
X X mental, }



CHARACTERISTICS OF CHILDREN

Grades 3-4

PHYSICAL

' Grades
Characteristics 3, L ] Needs and Program Experiences
o e - SR : e
| \
i

! 1. Has more refined and

)

' - 1. Introduce specific sport skills,
; graceful gross motor ;

expressive style skills utilized in

patterns XX dance, traditional dance skills,
‘ |
: 2, Improved hand-eye co- ; | 2. Provide opportunities to handle %
ordination, growth in |, ; smaller objects more Importance |
manipulative skills bolx placed on accuracy, throw at moving
j | targets.
| 3. 1Is healthier and less = ° i 3. Teach recognition of symptoms of j
subject to fatigue 5 fatigue and moderation in competition,.
though may drive self ; | |
; to fatigue DX ' ]
! i, Tends toward poor . ' L. Teach understanding of body mechanicx;f g
posture, careless of | ’ developmental exercises, vigorous
personal appearance PX DX running games, large apparatus and
f fitness activities.
SOCIAL
! Grades %
Characteristics 3L Needs and Program Experiences |
S e o e e
1. Is more socially | § . 1. Introduce team activities, dance
mature, interested S compositions with small groups,
in welfare of group | X
2. Has greater sex differ- ! | 2. Use ability grouping and separation |
ences in skills; some = | ; of sex for some team games. !
antagonism toward A i
i opposite sex P
I i
’ . : i I
i 3. Sees need to practive ‘ . 3. Have guided practice sessions, self- i
| skills for improvement \ ! testing problem solving situations i
i of skill and to gain ! through drills, skill drill games. |
: social status i X s ‘

56




. EMOTIONAL

Characteristics 3777 Noeds end Program Experiences

L e 2 S e o et o S i i et i SO AT._- JUSD S S P e e+
l
|
i
1

1., Has high spirit of ; 1. Provide activities requiring courage,

. adventure XX adventure, initiative.
agression PX i gocio~omotional habits and attitudes, J
i f i !

3., Is aware of self as ‘
individual X

2. Exhibits verbal | l ' 2. Give help in developing desirable
i
|

- 3. Create indiviaual satisfaction through
x| self -testing activities. Creative
i dance experiences, team games,

1
|
1
l

li. Begins to develop some i, Foster good socio-emotional habits in

self discipline X leading, following and in sportsmancship
e e} I e e
INTELLECTUAL
‘ ;‘ Grades | |
: Characteristics 3 L' lNeeds and Program Experiences
2.+ Is alert and eager to ; ; : 1. Promote assimulation of a variety of
loarn new skills XX | more complex activities. Self-testin:
oo , activities of all types, prodlem solvi.og
f f method used in analyzing own patiern
; . j :
2.  Cen reacon through ‘ ‘ - 2. Promote improved leadership and i
Girect observation x| followship qualities. |
b | !
3. Becomes more sports : 3. Introduce sports skills, drills and i
interested X simple lead-up activities. Teanm gamas |
{ ! ~ no pressurs !
li. Mnjoys team and group = t L. 1Include many team games, relays, scme i
activities, competitivq r | combatives. l
in spirit ix
P

v

57




CHAnACTERISTICS OF CHILDREN
Grades 5-0

PHYSICAL
B B T it |
iGrades,
Characteristics P56 Needs and Program Experiences
U — e - — b — - et et 1 s e e o 1
1. TIs extremely active “T'x !x 1. Precvide active-rough-and tumble

activities (with supervision).

I
i 2. Is subject to fatigue | x 'x 2. Promote need for adequate rest--sufiic-
| . ient nuwber of hours of sleep, training
‘ b in efficient .ovement, pacing during
o activity.

e
-

dergoes periods of ; -

. U s aratb ~--foot-
3 pgy31cal agjustment-— o Observe need to separate sexes~-fouo

b ball, soccer, softball. Also co-

‘ s5exes separated | x recreational activities--gymnastics,

1 o dance, intramurals, team sporis-- l
! volleyball, softball

I . .
l}. BEvinces poor hody i 4. Promote to understand fitness clenments)

j
i
% posture X 1x | growth and abilities due to puberty,
: f . fitnoss tests, developmental exercises.
? v apparatus, class discussion. .
: .
| Y. Keen intercst in ' | 5. Pronote nved to learn more difficult
‘ proficiency co- o skills, more coaching on refinement
| ordination becoming i of skills, how skills apply to gane,
: highly developed P X X
. Growth of muscles in | E | 6. Promote need to develop a good
boys increasing, most = attitude toward fitness level, posturc,
girls in puberty X X activity and proficiency, knowledge of |
5 o strength and endurance. i
SO U S NS e e ..".
SCCIAL
Orades,
‘ Characteristics g ié ? Heeds and Froblem [Experiences
{

}

. e . beee oLl et e e - PR
1
I

e S el e .
1. Seek: peer prestipe : T ‘ 1. Promotec need to develop sportsmanship,
‘ and adult approval, T stability, and abide Ly rules sst-up
| team loyality develops jx I x by a group. Ilong term membership or
‘ o a team-teanm games, dance, gymnastics

e e e e e+ e b

? 2. Develop:self-reliance % , 2. Promote nced opportunity to improve

i and independernce VXX and display motor ability, increase f

* b P responsibility--stadent leaders, team .
[ i captains, squad leaders. i
{ |

ERIC 53
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|
(Orados
. Characteristics ] ... .. Needs and Program Experiences
3. Change of interests ‘ 3. Recognize noed to separate soxes %
betweon boys and girls! x! x within classes for many activities, !
lj, Continue hero L. Promote need to understand desirable !
worship X| X characteristics of a hero; discuss
attributes of an "athlete" !
5. Is unwilling to take f S. Promote need to understund that !
on cxperiences in whicH i everyone can't d¢ everything; activ-
vhich they are not g ities should be presented vhereby
skilled X! x| prestige can be gained-.
6. Values sportamanghip | x| x| 6. Promote need to learn sportsmanship
1 E 1 and a codo of ethics, follow rulcs |
L L and vegulations of games, ;
ENOTIOHAL
‘ T |
Characteristics Si6: Needs and Program Experiences
i
! 1. Beging to develop ! 1. Promote need to participate in tcanm |
| self-discipline X X games and activities to assist in
3 developing emotional control. f
! 2. [Exhibits verbal 2. Promote need to participate in |
f agrgssion x| x activities vhere an understanding of !
: difforent abilities can be learncd. |
% 3. Is solf-conscious ' 3. Give individual attention to assist ‘
{ of ability X [ x in overcoming incompetence or realize |
; : lack of ability.

'
b

t4» Is unpredictablec-- i. Supply activities involving co-
grown-up today, chila- oporation ¢ d team work, to help
ish tomorrovu X I X enctional adjustment; show undar-

| . standing of individual shortcomings.

{ 5. Is anxious to try | 5. Supply new and challenging activiticc-
! things X ix -self-testing, apparatus, track and

i
|
|
field, bresking records. !
|
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INTELLECTUAL

L V ' Grades‘ ;
Charactezistlcs '5 6 ' Needs and Program Experiencos
1. Acquires skill ?x [x i 1.
|

sport skills in a progressively more
complex situation.

2. Possesses increasing . 2. Promctse need to develop an under-
ability to analyze standing of the basic concepts of
and evaluate progress x . x movement that apply to many activities
* ~--~balance, force, projectiles.

i
Promote need to practice and dpply 1
?
|
i

3. Likes to set own

s+ Promote need to be involved in plan-
standards

ning and evaluating activities,

establish sportsmanship rules, rulcs
and regulations of class organization,
activities, intramurals, i

L. Is resourceful and
creative

i
i
, '. Supply activities to show individual
XX expression--free exercise, rhythms }
and dance, jump rope, bamboo poles,
Lteam strategy, specisl school programns

~

2+ Injoys freedom with |
less supervision i X

REAY

Promote necd to assume responsibility l‘
in organizing and playing games on !
their own (must be taught), 5

i
;

I
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CURPRPICULUM UTATERTITALS

BASIC MOVEMEIT  peorcapy AVAILABLE

AnalySiS Of Basic ]'Iovementlllt.lll.l.c.'l.laolilll'lllllslalalllalllllll0~néb
VocabU].aX‘y for Basic r‘lovementoonllolllot-l.!l'illlooal!lllllllo.lollll"lloég

What the Body Does in Relation to How the Body MoVES,.e.vereerveeronsrnoss O
Aovement SKI2lS . uuvuusssroonnonsonsosorosoetososssnnsasessonsssnsnessess DT
BOAY AWATENESS 4 4 vu v seresroarsrnersnesseeroressosssostssessssrssrsessssss O
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Yhat the Body Does in Relation to Where the 3ody IS, ,.eieesrvossosssrssonssld
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SOdy A"areness AN N E N I I R I I BT BN IR I B R N B RN RN Y B B B R N R Y R B B BN I ) f?h

Gonceptsl|ltllott.stlts!l'llltcllo|lt!llc!t-l.tl.onclooclcco!!o'lll.l-ot'?
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BASIC HOVEMONT

"Movement Education may be defined as an individual approach or system of
teaching children to become aware of their physical abilities and tc use them
effect}vely in their daily activities involving play, work, and creative expros-
sion,"' Basic movement skills are the core on which all games and sports, dance,
gymnastics, and aguatic skills are based, Therefore a good foundation of basic
movement skills and understanding needs to be laid in the primary and inter-
mediate grades. '"The extent of each ¢hild's experienco is dependent on the
encouragement, freedom, and space available to move and explore."?2

Basic movement is an on-going process which is contimuous through the grades
throughout the school year., Basic movement experiences can be incorporated into
dally lessons as warm-up activivies, in skill practices, and in game situations.
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‘Marian lorth, 4 Sample Guide to lLiovemeat Teaching

“Fwelyn L. Schurr, poverent Experiences For Children
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Analysis of Rasic .lovement

Snace : Limited - where the body is in own space
© 777 Unlimited - where tho body is in unlimited space
i
1 Slow
1 Time: Fast
How Hedium
i Foreo Light
‘ Heavy
' Flew: Restrained
Free
/ Parts of Rody

; 3edy Awarcness: Yhole Jodv
L / SlON;

VAT . dovement Skills: Locemotor - walk, run, jump, hop, cte,
Uon-Locomotor - curl, stretch, push, bend, etc

Concepts: Concrete - animals, shapes, letters, numbers, cte,
X Abstract - mocds, emotions, unsecable abjects, etc,
's R .
Space : Personal - where the body is in relationship to body narts
; General - where the body is in relationship to others and
i objects
: Up-down
! Directions: Forward-backward
/ Right-left
\
WHEHE]
! High
Levels: Low
Adedium
Even straipght
A .
Pathwaveas diagonal
Uneven - circular
spiral
Qo 6l
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Jocnculary for msic dovement

. f, Elements of ovemaent
1, Srace
2, Time
3, Force
b, Flow

3, ovement Skills
1. Locomotor Skills

a, start-stop

v, crawl

¢, walk

d, run

e, Jjump

£, hop }f

7. gallop

h, skip
1, slide
j. 1leap
k. dodge

2. Mon=Locomotor Shills

2, shake

b, push
c, pull
d, stoop
e, kneel

. g, &sway

n 65
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h, turn

i, twist
J. bend

k. stretch
1, balance
m, pike

n, straddle

o, Jjerk A
\\
p. arch v
v A y
q. tuck-curl ! AN
[ i
N P \‘ o
r, roll I ‘j\
. N\ N
C, Dircetional N SN T A
N s TR
\ - bl H\\
3, forward A SR
. l; o \“,"' ‘l.
2, Dbackward Iu : ”l{\\ ":‘Q,)\&%
A T
A - RN N
3. sideward S SR
"“‘*—N\.

I, richt

5. left
H.oup

7, down
8. over

9, under
19, in
11, on
12, around
13. through
o, Pathways

1. straight

2, diagonal
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3. curved, circular, spiral
‘ i, square
S. triangle

6. zigzap

E. Levels
1. low
2. high

3. mnmediunm
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vhat the body does is the foundation to how the body moves, Included in
every novement are the elements of space, time, force, and flow, It is through
the use of such qualities that the most effective movement patterns will result
The following will show how movement skills, body awareness, and concepts can
be combined with the elements of movement,

’

Grade .
Stress . ‘asic moverent . Comments A
3K-1 E A, iovement Skills

{

I 1, Locomotor Skills Emphasize cor-

i rect movement

a, Space skills.
(1) Jump like a rabbit in your own

; apace.

: (2) Run, using as much space as you Ruild good

( can without touching another listening

\ person. habits,

!

! 67
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~ .

JaGs
otress’ Ysgic Movement

Cormments

—
—
S

IHake your bvedy walk very slowly. Use diuns,
migic or olapp-

{2) love your tedy quickly arcund the room, ; ing,

ke comnands
brief,

(3) Skip, using vour amic in a variety of
i Ways.

| (1) Gallcs very lightly. Imphasize vse of
| . vocabulary
(2) Walk, using heavy steps. werds,

(3} Skip lightly, raking arms do strong
moverients.

| (1) fun, keeping the body parts close to-

| rether,

Fncoarapa
i (2) ‘alk very freely, using all body parts. ! children "o

seek new 1-¢as., ‘
2. ilon-Locomotor Skills

a.  Space

! (1) take hands saake. Have children
f pretend they

| (2) iake body swing, traveling around have a bubdln
l the roomn. arcund then te

avoid coliiaicas.
b. Time

i (1) leke body sway very slow. Uss extreme

contrasts to
(2) llake bedy twist very quiclkly. show medium

| sreed.

(3) iake body tuin at a medium specd.

c. FYorce

(1) iake your becdy chake very lighilz, Introcucz new

yiords for forec,

1 (2) Hake your body pull something ver, such a3 oofi
§ heavy (strong type moveneint). and hara'.
}
| d. Flow .
i |
Q ‘ 68
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Grade

Stress !

(2)

1woic 4ovemcnt

ilake your body sway llko a tree with &

tiny broeze blowing,

iake your body sway like a tree in a
storm,

B. Body Awareness

1.

Parts of body
&, Space
(1) Move just your arms in as many dif-

(2) Travel around room using one leg and
two arms.
b. Time
(1) Show very slowly how many different
Ways you can move your knees.
(2) Jurp quickly using your arms and legs
to get you very high,
(3) dalk, using your hips in different ways.
¢, Force
(1) lake your stomach move in small circles,
(2) Show someone chopping down a hugh tree
using your arms,
d. Flow
(1) Sit, making your hands and feet twist
and shake.
(2) lake your body flow like a brook.
Whole Body
a, Space
(1) Make your whole body twist and shake in
your own space.
(2) Slide, using your whole body but avoid-

ferent ways as possitle.

ing collisions.

£9

e e e e rra ) e et e e o e e

COmmentr;

t

t

b

| Try activities
E or. page 298.

State another
word for own
space~~spot.

Emphasizc use
of empty spaces.

Discourage
copying -

Don't assume
students know
body parts.
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Grade

Stressi fasic dovement ; Comncnts
gt AUV SR A T T SRR
[ b. Tine !
(1) Do a swinging, lazy walk, f Hake voice
tone fit
(2) Hake your body move ag though a bear ; command ,
| were chasing you.
! i
l :
‘ (3) 1iove, not too fast but not too slow, | Keep noise at
I to another part of the room. . a minirum.
? c. Force g
(1) lake your body into a butterfly 1
| going from one flower to another.
; (2) lake your ruscles feel very strong.
I i
1 d. PFlow
E (1) iiake your body jerk without letting i
) your feet come off of the ground.
f (2) lake your body skip and twirl without
: touching another person,
!
O Joncepts : TRy activiti-
’ ! (& 208.
1. GConcrete - objects that can be seen (shapes) ooon page <
: animals, numbers, letters, words, ctc.
! a. Space
| (1) iake the letrter "A" with your body, . Use flash
, © cards for
i (2) Skip out the letter "S" on the floor, . visual stim-
© ulus.
b, Time l

(1) lake your body into a leaf falling from - lay have to

a tree. © your body to
;. demonstrate
(2} ilake your bedy into a racing car. . idea
(3) Uliake the word "IT" on the floor, " Can be donc -
. partners or
c. Force _ groups

(1) 1liake your Lody into a balloon
floating in the air.

(2) ilake your body walk like an elephant.
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Grade

‘ Stress " asie .dovement l? Comments
o . DAl ondlhtseds SOOI SRV LA
j d., Flow [
i .
; (1) Hake your body spell your first name \
| in your own space. |
i |
| (2) take your body an Olympic ico-skater. }
!
} 2, Abstract - objects that cannot be snen (wind, ;
' emotions, moods, colors) ;
i a., Space 1
? i
}
! (1) Make your face show happiness, | Try pictures
‘ motivation.
? (2) Hake your body into a gust of wind.
' T
f b. Time §
| (1) HMake your body move as though you'rs
very tired. !
(2) Iiake your body act as though you just
had a surprise.
' (3) liake your body show at a medium speed
a flower growing,
¢, Force
(1) Shew with your body delight. imphasize the
i use of the
(2) lake your body into a big dark thing . whole body.
(some type of monster).
d. Flow ;
i
(1) Use your face and arms to show a lot 1
of anger. |
{
(2) lake your body into a springtime ‘
breeze. i

'
|

All movement patterns take place using space. ilovements can go in different
directions, high or low, and in a variety of pathways. an awsreness of where tie
ncdy is moving is essential in the learning of one's own relationship to the sur-
romnding environment. The following will show how movement cxills, body awerc-
ness, and conceptt can be combined with where the body i3 while in riotion.
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Grade tasie 1 N
‘1 1 : 2] )
Stress! -avlc dovement Comments

|
H
- —_— . o ‘I'
32 .t Skills ‘

o wnvement S 8 '

1. Jwoconotor

1
i
q
|

i

; Q. dpace '

* (1) alk and touch your ankle to your P Do as many

i wrist. different ways

as possible.
(2) liold hands wilh a pariner, see if you
can skip face to face and back to tack
without stopping. i

b, Direction
(1) Run, moving your hands up and down E
(2) top forward, jump backward .
} (3) Skip to the right, gallep to the left. %
c. Levels

(L) Get your bedy as low to the ground as
! you can and move in different ways.

Celect thn

better movomcnts‘
to show to

| (2) Jump as uigh as you can. entire class

| (3) alk high and low and in-between.
d. Pathways
f (1) Even Use children's
ideas to furthzr
(a) Valk to a wall as efficiently your own

as you can, imagination,

(b) Slide back to your starting place.

(2) Uneven
(a) Leap, making the shape of a ball-

l
!
|
; (b} Skip in a circle; start with a big ;
circle and cnd with a very small oney
1
i
);

2. llon-Locomotor Skills

Q 72
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Grada

Stressi Jasic Hovement i fomments

| (1) Touch your left hand to thic outsice of Use bond and
i your right foot. Ctwish,
|
|

(2) Streteh, bend, and twist keeping your
back to your neipghbor's,

b. Directions

(1) lMake your body stretch high; qQuickly Give more

go down low. individualized
comuonts,
\ (2) ilake your bedy swing forward and
backward,

(3) Twist your right arm; shake your left
arnm.

c. Levels

(1) Get your body as low to the ground Sae papges 293 .
as you can and make it roll. 302 for idens,

(2) Make your arms reach high, stretching
and bending your hands.

(3) Stand straddled, swaylng from side to
side.

d. Pathuways
(1) iven
(a) Keep the legs together, streich =

high as you cen, then vend, toush-
ing your toes.

(b) Straddle your legs, bend and touch |
right hand to left foot, and left
Land to right foot.

(2) Uneven

5 (a) Lo your bodr movs 2lks s

| spinning top.

i

! (v) Start, sitting on the flcor, use Have obild-en
pulling, pushing, and turning, iden taot:
trying Lo clinmd a bean stall. mvenand,
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Grade i "
Stress) Tagic doverant | Comments
!
' 3, Body Awarencss
o i
l 1. Parts of body |
i i
1
| a, Space
l (1) Bend and touch your nose to your ant:l:
1
f (2) Llie with the back of your legs agains: Expect a
| the wall. variety of
1 responses -
i L. Dircctions
i
|
: (1) WValk, raling your arms rove up al dovn | Polish or re-
| in opposition, touching your knees, fine ievenant.:
§ oo ope oo,
E (2) Iove your head rorward and bockvard. |
!
(3) Keep your head still and move your
eyes side to side (left to ripght).
|
i ¢. Levels
;
: (1) lake your body go as low as it can
i without teuching the ground.
E (2) Get your feet as hiph as you cun,
| . v
i (3) liake your stomach so it is higher
! than any part of your body, i
i d. Pathways
|
} .
| (1) Zven
T (a) liove vaur hesl in o stratgord Lice,
i
! () HMake an "X" with your body using
$ two diagonal lines.
t
! (2) Uneven
!
‘ (a) ieke vyour neoce travel in n sirsle.
|
1 {b) Pretend you ar: wrapping a rope
i around your body starting ab youo
i feet, ending at your head,
20 arnle dody
Geooopace

o




- .

Grade |
Stress |

Sasic lovemant © Comments

1
}
!
[
)
i

ti. Concepts

(1) Dend in as riany ways as you can so ihat
as many bedy parts as possible Louch.

(2) Keep your back facing the wall, walk, Mphasize the
making your body as wide as you can, range of the

rovemant .

b, Directions

(1) Pretend you're climbing up a laddor;
como down the ladder,

(2) Leap, using your whole body, forward
then backward.

¢ Levels

(1) Liec on the floor using your arms as the
traveling force.

(2) Keep your legs straight and jump as high{ Discuss
as you can. cushioned
landing.
(3) Kneel on the floor and discover ways
to move the rest of your body.
d. Pathirays

(1) Even

(a) Shew how a person walks on a imphasize cye
tight 1ope. i focus.

(b) Show how a strong wind affects
the way a person walks.

(2) Uneven

(a) liake your body roll like a ball,
pencil, etc.

(b) Jump and turn without tcuching fmphasize lrrpe

another person. S loving nove-
ment.,

1. Concrete -~ animals, shapes, letters, words,
rumbers, objects scen

a. opace
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Grade

Stress

Taoic Moverment

Comments

Z.

(1) iiake your body into the number .
(¢) Use your body to make a iriangle.
b Direction
(1) liove your body like a kanjaroo.
(2} Pretend you are a rocking chair,
(3) Touch a perscn wearing red with your

right hand; touch a person wearing
blue with your left hand,

(1) tove your boedy as though it were a
snake,

(2) Walk like a glant,

(3) iialk like a duck.
d. Pathwa

(1) Even

(a) iake a letter that has a straight
line in it (T, L, M, cte.)s

(b) Show with your Lody a numbor or
shape using a diagenal line.

(2) Uneven

a) lake the letter "O" with your body,
J J

(b) Pretend you are climbing an old,
winding stairway.

Abstract - objects that cannot be seen
roods, colors, emotions, wind

a. JCpace

(1) Show with your whole body in your spot
how you feel when you're sad,

(2) Travel arcund the roorm showing
o

happines

76
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Grade

Stressi

Tagie iHovoment

Coemments

i

b. Directions

(1) Show with your body how a bird

flies and lands.
(2) Travel forward, showing how you feel

when you see red; travel backward

i
!
:
showing how you feel when you see green,

(3) Travel to the left and right showing
you're very gay. :
c. Levels

(1) Show with your body how you feel when
you are very tired.

(2) lake your body into a beautiful spring
day,

(3) Pretend it is a "dark, spooky night"
and move the way you feel,

d. Pathways
(1) Even

(a) Gove in a straight line, showing
how your body feels love.

(b) love your body in a diagonal line
showing how it feels when you sec
blue,

(2) Uneven

(a) 1liake your bod, show confusion

(going around in circles).
(b) Show with your body a tornado.
omall fuipnment

1. Ball handling - bounce the ball, keeping it
waist high

2., huops - spin the hoop so it looks like an
cppbeater

3. Wends - valance the wand on as many dirfferent
body parts as you can discover.

71
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Grade asic i ¢
. . asice doveone
Stress. cooa i1e Movenghn

2
e
5
Q
3
o+
«

lis Tires - nmove around, over, in, and through the
tire in as many ways as you can.

5. uopes - make the letter "O" with your rope and
find new ways to go over it,

e e

o Stilts - place two feoet on the stilts and balauce
for the count of 3.

RS ¢, daslc lovement Applied to Come Specific Skills i
- ; ' Under- ,Basxc£~58pring~ i
’ | ; hand . ball i board ‘
{ | Throw, ;Lay-Up,iﬁpproachT
i Velley- Volley. Take-Cof | Divir-

Orads l !Placeﬁball ‘ball ' Junp, Porgaps

SUIeSS _Batting Kick . Serve Gnike ' Land oll
2 LN y 4 ¢ MRS SN
‘ ! I 1 !
by~-6 Start-Stop 7
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t
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i i
Hop ; {
sallep %ﬁ | 1
Ein. ) L ?
Ll + {
Slide : | o
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; ! Undor- | Baskcet=] Spring=~
w hand ball board
Throw, ! Lay-Up,| Approach)
Volley-| Volley~| Tako-0£f] Diving
Grade Placqg ball ball Jump, Forward
Liress - Batving Kick | Serve ) Spike | Land Roll
Forward £ X X £ X _.1__‘___}&_
Backward -
Sideward X -
Right
Left
Upward X X ) X
Downward i X
L
RN
r/‘
\ 7
Jery e \- , . \// \"
Sy
\ A . \ \‘,‘ e
) |
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HARD BQUIPMTIT

General lethods of Instruction and Teaching Techniaues

Clars Prozedures

J\'

Classes may enter auditorium or hard aurface area in ono single line an’
walk to a pre~deterninced line for further instruactions.

1. ixplain cless procedure.

2. Set up rules and restrictions as to class conduct with cquinment.,

3. Stress class attention while you are speaking; for exarmple, point
out that any child who drops a plece of equipment while you arn

spesking rmst put it into a collection box for a specitic period
of time.

gquinrent Distribution

A .

C.

Have equiprment In bags or in large boxes ready for distributien and
collection.

liave children select supplies as they pass the bags ard boxes in cingle
or double file; hand out as they pass.

Select equipmen’ to be used with partners in single file with everw
cvther person picking up cquipmont.

Class Formation

Hoa

Fermal lethod

1. Arrange class in files, rows, squads, cte., cach individaal respor-
+ible for rememboring his own position.

2, Count off, having specified runbers rove forwvard or bvackward unbis
linez are formed.

3. Separute beoys fron girls for a third type of formation,

Lo Demenstrate first in formal methods, then lead while children
practice the skill in unison. Children may be parrditted a free
pericd durirg which they can practice inforrally the shiills thorr
have observed.

AUaT

Yave ecach line perform the skills while the otheors observe.
0. Teach 2 ¢r 3 skills, then use tnese in a sirple pore bvefore movin
o
)

To the next skills; such mathed can hacome bering and in-effectdve
if too fornalized.
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7. [Encourage suggestions from children for new stunts in their fren
8 [

period.

Informal iethod

1. Have child find his own area, making sure he doesn't interfere with
his neighbor, (This method best used with a group that is capable

of organization within themselves; however, it can be used with closn

supervision by teacher.)

™o

. Demonstrate skill, then have children practice on their own taking

skill as far as they can., Stop activity to correct faults and add

Yo skill taught.

3+ Group children into squads for practice when possible (soccer), etc.

v Call on children for demonstrations when necessary.

5. Combine informal method with formal when possible,

Lack of dquipment

A

e

Collect supplies from classrooms to M)fill lesson noods if necessary.

v

Use bean bags 1f short on various type balls,

Uge buddy cysten where cach partaner tries skill and then Fassaes ofl o

vuddy.

Use all tyme balls; in mass ball skills clesses; soceor, softballs, tenns
Ju ) J b

balls, basketballs, etc., children can trads of:f of Len

tave children bring supplies from home to suppliment »rogram needs,

Hand Equirment « Tean 3aps

Ccmments

A+ Bean Bags

Initial Experiencc

1. Taclual experience
a. handle bean bag, feel, rub, shake, etc,

v. Put it from hand to hand; on head, shoulder,
foot, ete.

c. Pass it around body, through legs, etc.,
passing hand to hand

d. DLrop oand plck up

8l

Use children's
ideas,

g




Crade | T

. Sgﬁsgj‘ HandvKuiment - feen Bags ‘C‘?II”I’ET}:‘:EL- L
s |
Bo-3 2. Body awarcness 1
] a. Balance bean bag on head, shoulder, arm; (
; walk, run, gallop, skip. |
! {
i
i b, Balance oean bag on a part of body while ]
' doing stunt; sit, kneel, lie, stand, doggic |
! walk, crab walk, etc. !
‘ r
! ¥
5 c. Balance bean bag on instep; walk, swing leg, |
1ift bean bag ‘
3 d. \alk balance beams holding bean bag on palm, |
! on head, etc. I
e. HReview kindergarten-first grade skills. flee children's

. ideas tco.
f. Place bean bag between feet and jwip |
several tines. l

From lying-on-back position

i

i

(L) toss to self from various arm positions |

|

(2) wuse both feet, bring bag overhead avd |
deposit back of head

h. Drop bean bag into hands oft head, shouldors,.
elbow. '

[ned

1. Drop bean bvag off back of hand or elbow wnd
catch with same hand, other hand.

Js Drop bean bag off hack of head, catch two §
handed behind back, catch one handed. i

|

f

1 k. Balance bag on all fours, hands, knees,

| back of heel, kick bag forward, overhead, :
and catch. i

} 1. Balance bag on head, sit down, get up, lie :
1 down, gat vp.

i
1 sva-liond Coordination .
1

1. Toss up with one or two hands and let it hi* | Stress keepine
the floor, L eyes on bag,

<, Toss up with cne or twoe haids and catch; Jou i

toss,

Q 8¢




Crade

Stress | Hond Equirment ~ TBean Paps Corments G
-t 7 «r—w\o«- . " —— o v
BK-3 | 3. Toss from hand to hand.

{
‘ L. Toss away underhand, run and retrieve, run
l and catch.

5. Throw away overhand, run, and retrieve.

6. Bend, throw through leygs, retrieve.

7. Underhand and overhand toss at target, State that
bulls-eye, box, wastebasket, pins, ctc. overhand togss
is like swatliag
8. Toss upward and catch - one hand, bvoth at a fly.

hands, back of hand.

{ 9. Touss overhead, turn and catch - clap hands
and catoh.

10, Toss upvard, turn completely around and
catch, touch floor and cateh.

11, Tc¢ss overhead from cne side te the other

12, Toss fronm hands benind buck overhead 1o frort
and reverse.

back, cte., and catch.

1. Toss to hands fronm toss, fron knee, from betwesn

:
1

l

i

|

!

% 13, Toss around body, under leg, back hand, behind
l

|

; tocs of both feet, from between heels of both
|

feet.
KNCSR Efo-Foot Coordination
| 1. #Piace bean bag on foot - walk
i
1 2. Kick bean bag -~ dominant foot
3. HKiek bean bag - other foot
L. fick bean bag - altornate feet (dribble)
5. Place bean bag on instep, kick away, retrieve,
kick and catch.
4. Drop bean bap on footb.
7. Drop kick bean baz Lefore it hits {ihe groard ‘
(punt).
Q 86




Grade
Stress !

—
Hand Equipment - "ean Bags iComments
~T R = ‘r "
B. Toss bean bag to self from toe and caich, from
knee, cte.
9. Sit, place bean bag on both feet and toss to
self, between feet and toss.
Br-3 Partner Activities
1. Slide bean bag back and forth to partner,
2. Place a pin or plastic bottle between partners,
take turns sliding bean bag into the pin. Sane
with a throw
3+ Toss underhard to partner and overhand; increase !Have childron
distance. stand face to-
face, take t..
i, Toss back and forth using different types of steps apart.
throws. i
{
! 5. Toss with baan bag balanced on head, clbous, |
! knee.,
6. Have partners sit tailor (cross-legged)
fashicn about ten feet apart. Throw and
catch with various styles. Toss from !
varicus other sitting positions with the
bag balanced on the toss or instep.
7. Place bean bag on instep, kick to partner
for catch.
8. Us2 two bean bags at once.
Bl=5 Small Group or Team Activities

Use bean bags instead of blocks in block relay.
Use bean bags in throw and-stocp relay.

Shoot baskets into waste can.

Bowl (instead of ball)

Use bean bags as device to learn an advanced
skill in an easier and safer situation, i.e.,

scoops, hockey, football, basketball, passing
and catching on the run.
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Grade |
Stress | v Ha:d Equipment - Bean Bags _ .
doan Bap Galnes
T K- 1. Feur Corner Tag
Players: Feur players active at a tire
Skillg: To walk or run balancing bean bag ¢ head
saquipment: L bean bags
Area: 4 square court
Rules:
L. Have four players with bian bars on
heads take places on a square, one
I . ' - v
3 in cach corner. Jther players Jin.
up beside court tc await turn, "
; .
' ‘/
& 2. have cach playar on sipgnal sturt PR
walking or running as fast as he //" iy
can toward corner square on his o //
right in an effort to overtake 7 , //
| and tag player anead. Players /{ Y :
rmust touch each corner square.JQJY. ; o ,_f/” St
3. Have player go to end of waiting
line if tagged or bean bag falls
off his head.
io  Tell players they may adjust their
bean bags during a chanen of players,
wut abt no other time.
5. Call winner the one who is atl: ‘=
remain in game longest ‘ime.
Variation:
Alter a player has gone around bwo
tines, he is retired into o« wirners
¢ircle. Later, have a play-oflf of
all winners.
2 ¢. OUver the Lins

Players: Srmall group play {(6-10 ployces per “roup)
Skills: Throw and catch
Zguiprent: 1 bean bag per player

P

tles:

L. Construct a throewing bLox thraee feoet c-uare drawr on the
i

PR K ro4 g 1o i e 7 N R N
fi=ld. 4 ten foodt 1in-~ o g3 “rL 00 faey Toova the box,

ERIC o
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Players: Small group
Skills: To throw for accuracy and tagying
fdquipment: Muck pin or plastic bottle (tho vck™) =raffic cono
or box (the "Roeek") at cuch peune, one less thoowans
object than number of playurs
*
]o.ea:
1. Place "Luck” on "Heek! Lo start parne.  Gued stan 10
one side, not blocking throws.
2. have threwers throw in turn at Y"buck!
3. Tell throwers they should:
a. Hemain behind throwing line as long as the “Lack”
is on "Rock"
1
Players .
L
,o 3 2 A
. [ Y \ -'
.'/‘ .‘" 4 /‘ ; : 3
.Ar "‘," . R - e I \‘
‘}_. N ‘A, s 3[1\ '
N vt -
R I .
| RN Iy 12
TREPAL SR .
~ VR -
> R L
‘ e
.\\\\
Ihirow ny Line
89

grade _ _
Stress Hand Equipment - Jean ags
2. have one player IT, stand in field in back of 1lin--.
oA 3. Have each piayer in turn, steps irto throwing box and
~ throws his bean bag (using an overhasnd throw) over the
N line as far as he can. Any beanr bage which den't go
\ over line are ''dead!
. .
li. Have IT try to catch all bean bags that go over Line
before they hit ground. Those caught are also "dead'
. ’ . .
- ;T‘ 5. liake player who throws uncaught bean bag farthest over
. / . . . . ’
B ) Tt the line is new 1T. If IT can catch all bean bags that
N ' go over line, he is IT again.
6. Have "dead" playors go to the graveyard until game is
, over.
|
Blen 3, Duck On the Rock
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Graae
Stress | Hand Equirment - Bean Bags

|

——— . —— —

b. Retrieve thrown object and attempt to raturn o
throwing line without being tagged Sy guard if "Duck!
ig off "Hock!

lie  Tell guard he should:

i a. Knock "Duck" off "tock" with his hand if all throverg

i miss, pick up one of the thrown objects, and run io

1 throwing line. Throver who does not cecure a throw-
ing object becumes new puard.

| L. iteplace "Duck" btefore trying to tag a thrower if eny
thrower knocks "luck" off "Roch!

I bo lox and Squirrel

5kills: To throw and cateh AR
wquipment:  Bean bay and ball L, s ﬁ\ o
. ‘l’ \

tules: Y -

! o

1. "Fox" (ball) is held in circle opposits ’
"Squirrel" (bean bag). Cn signal "Go,"
voth objects arve started arcund the ' . R
circle, "Fox" trying %o catch "Squiirél! [

2. "Fox" may change direction at any tire. .
"Squirrel’ rust change direction only
to aveid being caught

wote: Use different size and color cbjects for
awareness and dexterity,

2~1 5. ‘Ihrow the Bean Bag -

k1ll:  Throwing ‘
tquiprent:  One bean bag per player ‘

rules: |

i L. LlLine up six or eipght players con

throwirg line. On signal "<hros,” : '
cach throws his bean bag as far s ! ; .
ae can into the field, then runs ‘ - /
down and stands beside his cun tean i
bag' - . e e en \‘\,..w. ‘-\‘

2. Line up six or eight more players ~ad
threw; continue until everyone nas R
thrown. o !

—

70
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Hand Equipment - Sean Baps

I,

SORUSPEN

Keep bean bag where it drops if it
hits player in field.

Call winner the player who threw
farthest.

Variations:

1.

N

Work on different types of throws each tinme.

lave players throw just hard encugh to get bean bay
Just over a certain line. Increase distance cn next
throw rings more control to a throw.

Caution players in field to face throwers and be alori.



Grade

. Stress

Hand Equipment -~ wlls

Comments

£-1 B. Balls

Initial lixperience

A

1. Tactual

Examine all kinds of balls for:
(L) Texture

(2) 3ize

(3) Color

() Weipght

(5) iardness.

V.  Discover what ocach kind can and cannhot do
=2 ‘ ¢+ Body awareness (how the body works encumbere:d

3 by a ball )

'Ii ‘ G

Sit, kneel, stand with legs together or
epart.

(1) ioll ball on floor around body.

(2) Pass ball arcund body.

Sit on ball

(1) Put arms out, up, on head.

(2) Hold up one leg, other leg, both legs.

(3) Balance heol of one foot on toes of
other, arms wide.

(L) [ake ball roll bvack and forth while
sitting on it.

Lie on ball, face doun

(1) Lift arns

(2) Lift legs

(3) Lift arm and leg

(i} ‘lMake ball roll back and forth,

73
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Cut an old

ball in half,

Uge childron's
ideas.
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ral .
Grade
Stress. drnd Equipment - Balls . Corments .
|
d. DLtading position ’
|
]
: (1) Trurk involved with bending, tvisting, | Try initiatize
! stretching | movenents,
, i
; (2) Legs together, astride and in the !
5 lunge positions forward, sideward, i
; and to the rear |
1 i
| PN 2
! (3) iove ball by rolling or passing
; arcund all parts of the body.
-1 Ball Skills Classifications
© bell skills are divided into the fellowiny skill Instruct how
i classifications: tc hold ball
! while receivio
1 1. Handline instructicnc.
' 2. Swinging |
! |
3. dolling
‘ U4+ Bouncing
T, Tossing
|
5. Throwing |
7. Catching
fye~iand Ccordination
1. Roll bxll and retricve. | fave cnildrzn
luse cne or oo
2. Foll ball to wall; catch as iv rolls vack. hands.
1
3. Roll ball at a targat.
L. Orep and catch, standing, walking, ~unning.
5. Zounce with two hards-standing, walii:o,
running. |
{
i {
L. Ewunce with one hand-standing, walking,
running. E
. i ‘
T+ Alternate one hand-bouncing, stoanding,
walking, running,
ERIC . |
oo o ‘
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Grade
Stress

|

Hand Equipment - 3alls

Comments

|
4
|
f
|
|
!
|
|

13.

Toss and catch; add clap hands.

Toss, let bounce, cateh; add full turn.
Throw under or overhand and retrieve.
Throw at wall, at a target.

“ne hand and/or two hand dribble

a. llove at various speeds in place.

.

v. Change hands (e.g., larquis Haynes of
tlarlen Globetrotters) low or high os
possible.

c. Eyes off ball

d. Arcund, between, through various obstaclos
such as people, bottles, pins, tubes, or
hoops

Catching on the fly

a. Bounce and catch.

b, Bounce and jump up and catch.

¢, Toss and catch, by self, over nots, ropes,
fence, ete.

Strixing or batting

a. Volley to self, hand to hand, both hands,
stand, walk, run.

b. Volley to wall, alternate hands.

c. Oirike ball with parts of body above
walst, use hands only to regain contrcl.
o

Stress rore advanced skills of sports

a. Proper form for increased officicncy -:nd
accuracy

b. Use in pame-like zituations.

¢. Use in rames,

O
ACAN

Stress that
arms act as
cushion,

day have o not
children thoon
the mmovement

Ugse open hand
and fist.




a i T

arade i

Stresg Hind Equipment - Rallg . Comments .
BE-3 0 Hye-Foot Coordination (enclosed area) Stress saf vy

: reasured .
: 1. Kick a motionlogs ball and rotrieve;

! a, hard Talk about

. control of
b, Soft L foree.
¢. Forward ‘
' d. fick with either foot
‘ ¢, Kick with heel backward ll
f. Kick with either foot sideward ’
. Kick against wall
n. HKick for distance, height, accuracy
Zall Activities
1. sxecute ball mevements with pariner srphasize
' control ‘
L LGl ¢ .
L. founce
C 050
d. Throw
2. Rick and catch, Jsa veurlous
3. oll to partner who kicks.

Lo Toke turns rolling tall at target, partner
returns ball, i.e., bowling

9. Lo above activities standing, walking, runni-, .
in lines, lanes, circlos,

o 46
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Grade

. otress! Hand Equipment - 3alls
Br-3 - lass Group Games bhen gach Child hag a Ball - Prinar:
i
i L. Statues

Same formation as original Statues pame only cach child hag a
ball.  On whistle, thoy move forward performiug the specified
akill. lHext whistle they freoze, any child not in control of
the ball mgt return to atarting line, Use throwing, running,
ete,

HE-3 2. Guarding Houses

bach child has a ball and a block standing on the flcor., On
whistle, they all roll the balls, trying to !misck down Uhe olher
: blocks while guarding their own. Oncoe their block is dowiy, thry
‘ leave the arza or nove tu a secondary position.

LE-5 3+ Driving Cars
fach child informally dribbles his ball in any direction, taring

| care notl to bump any other Lall, If he dees, ne pois bu thn
Junkyard along with the others.

o booCirele Ball Gares

1. ©Circle Roll and Junp Ball

|
; Formation: clrcle N e
i siuipment:  one soccer ball per proup LT T
) ‘ L :
‘ flules: ‘i v
1 1. ‘have children form a circle and face the center, tuo or
: three children in center of circle, cne child holding «
i soccer ball.
|
: 2. Have circle players roll ball back and forth across
; circle and try to hit fee* of children within eircle.
These children rust jump the ball while both fect a0
together (Jack Be Hlimble Style) to keep from bolng * it
1f hit, they change places with person vho hi o s,
Br-3 2. Jhistle Rall
+
‘ Forration:  clrele
squipnent: one ball per group
z
Q : 21
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Grade i N
Stresg | Hand Equipment ~ 3alls
| iules:
|
‘ Lave players stand in a circle and toss a ball arong
E thensclves. The teacher blows a whistle, at which tine
: the player holding the ball is required to drop cut.
| vhen this is played as a game, one circle may compete
against another circle, or the players in may be numbered
alternately. Tecam with the most left at end of playing
time wins,
demarks:  Those that have dropped cut may start a circle of
helr own and play a loscers game,
BH-3 3. ltuatle Bussle
1 rormation: circle . Sy Wt
‘ Yquipment: one ball per lcam \ o !
: T Yo o '
: tules: '
have all players form two equal circles; cne player in
each circle has ball, (or bean bag). Player with the
ball on signal "GO" runs around cutside of circle, back
: to his place, whereupon he tosses bzall to person on his o
’ left and sits down on flcor. As soon as player on left
1 receives the ball he runs around the circle, back to hi.
' place, etc. The first tean all sittirs down in cirecle
‘ wins the relay.
!
|
1 Remarks: o cutiing the cake, Keep circles same size Ly
\ naving them stand arcund the free throw circles.
|
3 ull Bouneing Games - Primary ‘i
fiAe -
‘ ;o Y
' .. ,\ 4 P
Li-3 1. dounce Catch vy
1
é -/
‘ Players: JImall group play /.
| Skills: To bounce and catch ball e i' n J
g dgquiprient:  One bouncing ball per group /) N
| oot
| dules! IR
i
i 1. Have tio children stand in twe wljacint squares,
; 2. Have one child bounce Lall into hdo orponent's squars.
1
i
g 3. Have second player catch ball and then bounce 1l baclk,
; if he fails to catch it on the f{irst Lounce he is nut,
; and walting child lakes his placo, .
;
1
'
i -
O i ‘/8

ERIC
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Grade

Players:
Skills:

Stress, Hand Equipment - YHalls
li. Have both players retire after three vounces and iwo
‘ waiting players take their places,
ﬁ Rarmarks: This is a good game for beginners, but isn't
‘ interesting to more gskilled,
S 2. Cross Over Ball
‘ Skill game
okille: To bounce and cateh ball, to roll «nd stop ball, to
k throw and catch underhand toss, and to throw and catch
‘ vertical toss
fquipment: one bouncing ball per game
{ flules:
{
| 1. ilave captains of each tewr stand on circle opposite eac.
| other. Zach player linea up on right side of his captair.
|
| 2. Have captain of Team A baunce ball to captain of Team B;
then immediately progress around the circle to his left
and join the end of Team B line,
3. liave captain of Team B bounce ball to the next player ¢n
! Team A; then progresc arcund the circle to his left an!
; Join the end of Team & line,
: L. Continue with the same sxill until each child on boib
: tears has had a turn. Teams then will have cross:d ovar
i to opposite side of circle,
f 5. Uhen captain of Teann 4 is vup arrair, cither he or iLeachcr
: ray choose a new skill for all to do,
/ demarks: This can be a fast moving and active game after tue
‘ groups gei into the rhythm of handling the ball and
! changing sides,
Seh oo 3. Boaunce Scotch (Pavement Ball)

iall group play
To control a rolling and a bouncing bLall, and o0 rup
without stepping on a line

Jouipment:  Gmall bouncing ball
Court:

Blocks of pavement are numbered, usually fron 1-6 in *the
order shown,



Grade
Stress Hand Equipment -~ Ralls

1. tHave first player start game by standing outside of
court, rolling ball into block #1, and then catching it
before 1t rolls cut. After successfully catching ball,
he bounces and catches it in each of the squarcs,

2, Have him then return to starting position and roll the
ball into square #2. This time he rust run throuph 4L
square and into #2 before catching the ball. lc then
bounces ball in each remaining squarc, but this time ball
is bounced twice in each of remaining blocks,

3. Continue game in this manner until tall has been rolled
into each ¢f the blecks in turn., In rolling ball into «
higher numbered block, a player must run through each of
the preceding blocks vefore he may recover ball. For
exanple: in playing block #6, ball rust be rolled into
block # and retrieved only after player runs through
blocks 1-6,

iy, If player commits a foul, it is a "miss' and next playor
tries his turn, Fouls: stepping vn a line, not catching
ball irside proper square, bouncing ball on any line,

O l}v  sounce Catch Race

ikill relay race B . -

e : e A TR Y il
Skills: To bounce and catch a ball ‘ ‘ ,// pobn
2oy d .0 : . a : [ '
sguiprient:  Cre bouncing ball per team | - . /

. )“\ - 4/;:' LJ L

Hules: N e ., -\

4 —7 f ti 7
1. Have player #1 bounce ball to ;2. A AN

2. Have 42 catch ball, bounce it back to #l and gc to end
of line, if a player fails to catch ball, he misu rocover
it, return to starting line, and bounce it back to leudorn

3. tave #1 bounce ball to #3 who bounces it back to /. anri
goes to end of line., Continue until cach pluyer has bl
a turn. Line which finishes first wins,

L. Repeat game with #2 as new leader if Jesired. Alsc, 4
different type of throw may be used.

BK-3 5. Two Sguares

tlayers: Small group play ‘
5kills: To bounce-serve a ball and to return a ball after it has
bounced once by hitting it up

Q 100G
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Grade

Stress Hand Equipment - 3alls
Equipment: OCne bouncing ball per group
Rules:

1. Play game in two suuares, opposing players face each
other, each standing in a square.

2. Start game by one player bounce-servings ball into
square of other player. When learning game, players
may toss ball instead of bounce-serving it.

3. Have second player return ball after it has bounced once
in his square by batting it upward with one or both hands
into square of server.,

4. Continue play until one of the following violations
ocecurs:

(1) ball lands on a line or out of court
{2) ball is hit with fist

(3) player momentarily holds ball

(L) ball is hit down instead of up

5. Have player committing violation leave game and a wait-
ing player take his place when a violation occurs
*The Bounce Serve - feet in 2 stride position, left foot
slightly advanced, ball is held in left hand, dropped to
court, and batted with right hand .

'$ (> oy

BK-3 6. Keep the Ball Bouncing {ﬁ i[) c
Skill game ‘.<,/"'L”“‘l=\i)‘i
Players: 8-16 per group Z/’ N b

Skill: To bounce the ball in even rhythn !/ \(g

Equipment: one bouncing ball per group bo ) . i

\< b ”r.}”

Rules: Tl T ,»»Jy{

i
1. Have players stand on circle facing inward, give ball
to one playcr,

2. have player with ball bounce it around outside of circie,
moving to his right. Before he makes a complete circle,
he calls another player's name,

3. Have player called continue bouncing ball arocund circle,
ball rust be kept bouncing, even when changing players,
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Grade

Stress Hand Equipment - Balls
Ball Throwing and Catching Games e
A I
324 1. Overhead i Wi%
Players: Small group game 5-7 players IRV AN
Skills: To throw a ball using a vertical toss T~
To catch a ball RS TEE
Equipment: one playground ball per group i“ ST &;
Rules: “?{fx#\\] A
s Al'\)x e

1. Have player who it IT stands on a line with his back to "
the group who are standing on another line.

2. Have "IT" toss ball back over his head high enough into
air so that players will have an opportunity to run
forward and catch it before it touches ground. Use
vertical toss throw, releasing ball at shoulder height.

3. Have player who catches the tossed ball on a fly become
IT.

L, Have IT choose someone to take his place when he has
tossed the ball three times and it has not been caught.

321 2. High-COver

Skill game for two groups: 8-12 players per tean

Skills: To throw a high ball with accuracy using an underhand,
vertical or overhand throw. To catch a ball before it
bounces

Equipmenc: one playground ball per game

Area: A court

Rules:

L. liave teams stand facing =ach other on either side of line
across center of court.

2. Have player start game by tossing ball high in air over
other team,calling "High-Over."

3. Have receiving team try to catch ball before it touches
ground. If they do, a point is scored for their ‘ean.

. Have player who first gets both hands on ball return it
to other team by tossing it high into air calling "High-
OverM

5. Call team first scoring five points winner
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Grade
. Stress Hand Equipment - RBalls

Remarxs: Notice that no point is awarded for a throw not
caught. Emphasis 1s on a catchable throw. Players
should not cross dividing line when throwing or catch

ing ball. i W
¢ () PR TY T
BL-6 3. Prisoner's Ball S I G R

/\ i, ‘r"\ r>< _\.\n

Players: 12-20 per team Lo iL, {\w

i

Skills: Throwing and catching I
Equipment: one playground ball per game f"*“””i" ’ﬁ'
Area: a court ) " '|
|

I

i

|

|

|

!
.’ o - -
\T‘ | ;: N 2 R _i\
L

o v Y
Aules: 3 A \1\ ¢
N J B

1. Divide group into two teams, each team on own court.
Neutral ground is between the two courts. Each team
has a prison on the side of its court.

2. Have players use numbers insiead of names, so players
should number off consecutively until all are numbered,
ball is started by a player on one team who calls a number
of a player on the opposite team and throws ball across
neutral ground into opponent's court. OUpponents rmust

‘ catch ball before it hits ground in their court, or plaver
whose number was called must go into his own prison.

3. Allow player on team to catch ball, if it is caught, thet
catcher calls an opponent's number and throws it into
opponent's court.

4. Any team may free a prisoner by calling 'prisoner number"
as ball is thrown into opponent's court. If ball is not
caught by opponents, the prisoner may return to own tear.

S. Call ball landing in neutral ground cdead, team opposite
thrower recovers baill,

6. Continue for three to five minutes. At end of this time,
team having the fewest of its players in prison wi.as,

32~ i, Bat and Run

Skill game for two groups: 12 or fewer

Skills: To bat ball with the hand, to catch a tall, and to run
tase and return to base line n

Zquipment: one playground ball per game &fﬁ

’ l\‘\ / ¢ L’f'_)_. ,




Grade
Stress

Hand Equipment - Balls

Rules:

1. Have one team, batters, stand behind base 1line of court.
Other team, fielders, stand around court area bui not in
the half between base line and center line,

2, Have first batter stand behind base line and bat ball
with hand. Ball must land within court area to te fair.
Batter then runs around center base and returns to base
line,

3. Have fielders try to get ball, run, and touch base line
b:fore batter returns. If fielder succeeds in doing
this, batter is out,

i, tiave teams change places after all batters have had a
turn. If batter gets home first, one point is scorzad
for the tean,

5. Hit Cne, Hit All

Equipment: Yarn ball or Sockball
Play court: gym

This game works best if there are enough or almost encugh balls
for each player.

Rules:

1. Scatter balls about and inside playing area, players
lined up on sideline,

2. Call, "Get a ball, one, two, three, throw!'" Players
run, get one ball, and get ready to play on th word,
throw!"

3. Any player may run, dodge, and throw anywhere within
boundary lines, until he is hit on a fly by ball. lhen
hit, he drops ball and leaves ganme, gouing over to cide-
line,

L. Any player may only have one ball in his hand =t a tinme
5. The game soon gets down to just a few players and then

down to two. Winner is only player left in game. A new
game is then started.

A 4 -
- o e T
o Y < i /?75
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Grade

Stress Hand Equipment - Ralls
Variations:

(1) have hit count only below waist,

(2) Have hit count only when hit on back. Game ends with
last two players for they would not be able to hit each
others back,

(3) Girls throw at boys, boys throw at girls,

BK-6 6. Bowling Relay
Players: 8 bowlers - 1 pin boy (fewer bowlers may be used)
gcuipment: 1 duck pin - 1 softball each team

i Distance: 30 ft. from foul line to pin

Officials: Foul line judge is also starter
1l score keeper each team
Rules:

1. Relay - Have bowlers roll 1 ball in rotation and con-
tinue until pin is knocked down 8 times. Bowler goes to
end of line for next turn. Pin boy resets pin and rolls
ball back,

i 2. Foul Line =~ Say that if bowler steps on or over line,
ball does not count and bowler also loses turn. Judge
may stop action with whistle and declare ruling., Play
resumes on next whistle,

3. Pin Boy - Must roll ball back, not interfere with
opponents pin or ball, and pass in back of opponents pin
to retrieve own ball., Judge may disqualify team if, in
his opinion, interference is deliberate,

L+ Ricochet - Say that if ricochet from owm pin knocks down
opponents pin, it scores for c¢pponent toward his knock-
downs,

B3~6 7. Throw and Stoop
Players: Eight per tean (primary grades use less)

Zquipment: Volleyball (6" ball. for primaries)

Formation: Flace players on marks five feet apart. (liarks
should be lines made one foot long.

O ¢ 0 0 ¢ O 0 0

X ‘X ¥ X X X X X

AL #3 it #5 #6 ifr #8
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Grade
Stress Hand Equipment - Balls

Rules:

Have players #2-#8 stand in a single file behind the
starting line facing #1 who is in front of the first
mark. When the starting signal is given, i1 throws the
ball to #2, #2 returns the ball to #1 and #2 stoops

close to the ground. #1 then throws the ball over the
head of #2 to #3 who likewise return throws the ball to
#L. #3 then also stoops. This procedure is kept up
until #8 receives the ball from #1. #8 does not return
the ball to #l, but instead runs to the right to the
front of the file and replaces #l; meanvhile all the
other players have moved back one space. The relay
continues until #1 gets back to his original position in
front of the starting line. Should a player miss the
ball for any reason, he must retrieve ball and then go
back to his mark before throwing it to next player to
whom it is to go. Should #8 miss the ball Pe must first
retrieve it and then go to his mark at end of file before
running to head of file with ball. The race is over when
#L returns to the front and touches his throwing line,

Playin; Regulations

1. A rubber ball is the regulation ball,

2. Players should not go through another team to retrieve
a missed ball. If a player does, his team shall be
disqualified,

3. i/ players who have not touched their marks while ball
is in their possession must return and do so before
starting to throw ball.

L. #8 players coming up left side must return and come up
right side of team,

S. In throwing a ball, one foot rust be behind throwing line
at all times. If done incorrectly, the official may
request throw he repeated. If not repeated, team may be
disqualified. The rear foot may come off the ground in
the follow through.

6. An attempt must be made to throw ball from one player
to ancther. Deliberate rolling will not be permitted
and throw rust be repeated.

7. All players must stoop behind their throwing lines, but
may move to the side to avoid being it with a thrown ball.

8. Ball must be thrown to #2, not handed. ‘
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Grade :
Stress Hand Equipment - 3alls

RL-6 8. Team Target

Players: 8-15 per team

gquipment: three - ten balls, one different colored ball
cage ball, or football (target)

Area: gym or playground

Formation:
End Line End Line
X X 1
X X!
X o X!
X X1
X X i
ilules:

1. Have teams lined up side by side beyond own end line,
each team starting with half of balls to be used. Target
(different colored balls) placed on ground in center of
play space. At signal, both teams throw their balls at
target, trying to move it and keep it moving towards and
over other team's end line. No player may stop target
going over his end line except by knocking it out with a
ball in play. All players must stay behind their end
lines and may not retrieve balls dead in center. Balls
which have stopped in the middle of play may be put in
motion again by being knocked by another ball. All balls
going out of bounds cannot be retrieved until point is
made or there are no balls left in play. When either of
these situations occur, all balls are retrieved, target
is placed again in center, and game is restarted with
balls evenly distributed between the two teams.

2, Any player with ball may not switch places on end line
in order to get in more favorable position to hit the
moving target, but balls may be passed down the line to
a player nearer target.

Hand Striking Games

BL4=6 1. Four Squares

Players: UL-6 per court

Zquipment: playground ball or plastic ball--size varies witn
ability of pupils

Court: Use marking at end of volleybtall court

107



Grade |,
Stress

Hand Equipment - Ralls

Lt 3

b 3

2 1

2 1

Larger area may be used for less skilled player

Object

mles:

1.

2.

3.
L.
5.
6

of Game: To advance to area "} and remain there as
long as possible

.fave one player in each squara, 1-4. The player in area
i starts game by bouncing ball once; then strikes it witl
one or both hands directing its flight so that it bounces
in any of the other 3 areas. The receivers must keep
tall in play striking bvall, after it bounces once, to any
of the other 3 areas. Play continues until one player
fails to return ball or makes a foul. A player who
misses the ball or fouls must move to area 1, while the
other players advance numerically to the next square.

For example; if 3 fouls, player 2 moves to 3, 1 moves

to 2, 3 moves to 1 and 4 remains in place,

liave extri players wait in line outside square 1 until =
playe:s fouls when using 5-6 players. The player fouling,
goes out to the end of the line and the first in line
goes to area 1. All others rotate numerically as

explained,

Failing to return ball to another square

Striking with fist

Causing ball to land oa any line

Returning

ball before it bounces

Allowing ball to bounce more than once

Allowing ball to touch any part of body except hands

demarks: This game may be adapted for use in the Primary grades
by enlarging the court allowing children to “oss and

catch,

Rules may be modified.
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Grade |

Stress

Hand Equipment - Balls

BL-5

2.

Tetherball

Players: The game is usually played one person against the

other. It may be played with 2 members on each side,
either alternating turns at the ball (as in table
tennis) or hitting by opportunity (as in tennis).

An unlimited number of players may be used to make
tetherball a team game. Allow each member of the team
a turn at hitting the ball. After that player hits the
ball, he steps out of the circle allowing the next
member to have his turn. The game, then is played as a
continuous relay until completion.

Equipment: Tetherball and 10! pole. One end of the rope 1is

Area:

attached to the top of the pole with a permanent
non-swiveling hook. The ball is hung so that the top
of the ball is 3 feet from the ground. The pole is
marked at 5 feet.
A circle 20' in diameter, divided into two playing zones
and two neutral zones.

Note: You may chose the clock methed in laying out a
court. Draw a straight line between 2 and 8 and between
4 and 10. This will accurately form the playing and
neutral zones.

Ubject of game: To wind the rope around the pole above the §!

Rules:

mark until ball touches pole. The opponent
attempts to wind ball in opposite direction.

Put ball into play by first player hitting ball around
pole. Opponent must let ball make an entire revolution
before hitting it back in other direction. Game con-
tinues until one player winds ball completely around
pole, or a foul is committed. Winner of previous game
serves,

Any of these infractions will cost the player the gama:

Hitting the ball with any part of body other than nun?s
or forearnms

Holding, throwing, or catching ball during garie
Touching rope or pole during play

Playing ball while outside court limits or while in
neutral zones
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Deodre hall Jemes

Lodge ball type games make up a najor part of the clementary physical

education program.
These

by

ey
NCaotete:

the n"i ENZCIAe

Dodge ball zames need sore special safct
1, The »lavers
blowrs, A nlayer
3w d Dy
[SAVEVISIO RVINEGS § 9

2. Unrccoosary roughness sust be centrolled.

ildren should rerove glasses,

L. Trroving should be btelew the should
5, L1 soft missile should be used.

ftestraining lines for the thro

o1 vear glass

r should be observed.,

gtrictions are there for a purnooe.
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Tn25 of Names and Annrorriate Orade levels
r A, lo-Geal Type
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{ 1. Tigors znd Hunters
!
‘ . Balence DIodre
! 3. omud
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: B. {Clrcle Tirve
| 1. Doll Dedge
2. Lilchange Dedge
4. add on Dcdge
I, Tear. Dodge
5. General and idis len
. renche Dadge
v, Britle Dhdre
R S
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us and punishin; throwing rust be controlled.

They are vigorous, stimulating, daring and exciting.
encceurcge strategy and team play ot a level easily cormprehended

»» considerations.

L

should be coached to stop irwediately vhen the vhistle
inay be down, or sone other safety hazard needs

guards.,
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Graode Level

S

, | ol sfulste
C. Court Type
1. Bombs Avay X. XiX]|X
2. Line Dodge Ball X1 X [ XX
3. Boeroardment XXX
L. Three Team Dodge X [X|X
5. Germen Dodge XYI1xX|x
6. Greck Dedge XiX|x
- e e QR KNSRI SRR SO SN P

lo Goal Dodge Ball

Tiger Huniiog
Type: Very active

Space: Court or gynm

Grade Level: 1-3

Equiprent: 2 large playground balls or volleyvalls or plastic large balls

This gare is a dodge ball game that requires little skill with plenty
of roving around space for the dodgers. It is guite informal and is a
good garme for lst and 2nd graders.

Tne play space is a jungle, two players are hunters, the rest are
tigers. The two hunters carry cannon balls (large playground or plastic
balls).

The game starts with the teacher's counting up to three as the tigers
move freely in the play area while the hunters stand still. On the word
"Three!" +the hunters chase after and try to throw the cannon ball at a
tiger. The tigers may run anywhere in the jungle and the hunters may do
the sare.

Vlhen a tiger is hit or runs into a b%all he sits dowm right at that
spot and folds his hands and knees as he watches the rest play. The gars2
ends after a minute (or less) of play. The hunters count their "dead
tigers" then chcose new hunters for the next turn. Three turns usually
are encugh: of this game for it is very active.

Balanc> Dodge Ball

Playing Area: Playground or gymnasiun

Players: Entire class
Bauinnent: (ne ball for each shild wno i “It."

“-ildren are cnattered over the --ea. ine
or r .rc chl dren ave a tall ~nd arc 'It." Chil. -
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Safety Precautions:

a, This is prcoably the fastest and nost popular ball game not
requiring teams. Players rust be cautioned to keep heads up, eyes open.
and control speed of their running vhen moving to avoid being hit, or
’ when going after a loose ball,

b. If large group is participating, better to divide into smaller
groups and rotate chances to play.

c. Because the game is so fas%, only one ball is recommended.

CIRCLE TYFE DODGE BALL

1. Roll Dodge Ball
Playing Area: Playground or gym
No. of Players: 20-40, divided into two teams.

”~

Equiprent: 2 volleyballs or rubber playground balls

One-half the children forn a circle and the other half are in the
center., Two balls are given to the circle players. The circle players
roll the balls at the feet and shces of the center players trying to
hit them. The center players move around to dodge the balls. Uhen a
center player is hit, he leaves the circle. After a time teams rotate.

Teacning Suggestion: Be sure to have vwractice in rolling a ball
first. Balls uvhich stop in the center are "dead" and must be taken
vaclkt to the circle before being put into play. It is best to have the
‘ person who recovers a ball roll it to one of his teammates rather than
to have hin return to his place with the ball,

™l

Exchange Dodgg Ball

Playing Area: Playground or gyn v h
Ho. of Players: 12-20 0 Y o
Equiprent: Volleyball cor rubber play- ‘ I %;-;";;"*{L\:@r
ground ball 5>’ mf‘ﬁy/ =
N _71‘ ' ) = I [
Children form a circle with one child, A {f e, P y
"It," in the center, The children are number- Q\\jf-~-4f~ ; /3
ed off by four's or five's in such a way that il AT e
there are 3 or I children who have the same ' ;2

number, The center player also has a number
vhich he uses when he is not "It."

The center player has a ball which he places ¢t his feet, He calls
a number, picks up the ball, and tries to hit one of the children who
are exchanging places. When a number is called, all children with that
nuriver exchange places. The center player remains "It" until he can hit
onc of the children below the waist.

Variation: Use aninal names instead of nunters.
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Add 0n Dodge Ball

No. of Players: Entire class, or small groups 1.

Type: Semi-active k, ‘<L\

Equipment: Circle on which to stand &
Dodge ball for each circle ﬁ. 4

Formation: Single circle facing inward \\s; ﬁfp/ﬂ

Cne player stands in the middle of the circle (

and is knowm as dodger #1. Cutside plavers try to

hit hin -- dodge ball style -- below the shoulder. The player who hits

hin joins him in the center and is dodger #2. The game continues, and

vhen one is hit, dodger #3 enters the circle. then player #4 is to go

in all action stows while dodgers #1, 2, and 3 leave the circle. Dodger

il: becores dodger #1 and the game continues as before.

llote: This game gives the skillful player a chance to be in the
gane immediately. /lso as nore go into the circle the chance to hit
soreone increases,

Tean dige Ball

Grade Level: 3-G

No. of Pleyers: 1C-30
Equipment: 1 playground ball
Fermation: Singlc circle

Children count off by two's, forming two teams. One team makes up
the circle and the other team stands inside it. Circle team attempts
to hit players in the middle of the circle uith ball. Only hits below
the waist count. Play for a specified time limit (two to four minutes),
then two teams change places. Team hitting most players wins.

Variations:

a. Play until all of one team hit, then teams change places.

b. Allow certain nunber of throws (20-30). Team hitting most
players wins.

c. Two balls used.

d. Ball kicked instead of throm.

The General and His Ien

it e it i

No. of Players: Dntire class (into 2 tea:s)
Tywes Semi-active

Eguipment: 1 dodge ball per circle

Fornation: Tvo teems cn owm circle 25t to 30!

Bach team sends three of its players into the enery's circle, a
General and his tio men (or girls). Cne player is knoun as the General.

Zach team has a dodge ball, and at a given signal the players on
the circle try to hit the army within the circle,

The Gereral in each circle tries to ward off the ball with his
hands, feot, or budy to keep his ren frem being hit; he may not catch
the ball. The ren iry to dedge the balle throw: at v :mp II hit that

pl-yer is elimirated znd rotuens to his ~m civle. " he circle plevers
r. recover the all srithin ~ae ¢l zle, vat o rety 'n to the cirtle
1m 2 to t.row iv; or may rass it ¢ Lo =2 tearr. .3 whe {aey Larov. o4
tiz 2nery .
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The first circle to eliminate the enery's two men wins that gane.
This does not mean getting the Gereral.

“Jhen the game is over, the General gces back to his own circle.
The men and the General each choose a new player to replaze him. Be
sure to tell who is the General and vtho are the soldiers. And a new
gaile begins,

Qemarks: Use the skills of throwing, passing, and strategy...
don't try to burn a hole in the General to get to his men. Because
of the closencss of players O SIDE ARII THROUS ARE TO BE ALLCVED

o @

P A 3 £ e

7 D70 RN
”\'w 1 3 \f

f q\ ‘// Z(\;jﬁé & ‘
2\« D R\“’?\/

Broncho Dodge Ball

Playing Area: Playground, gynasium

No. of Players: 1C-15

Equinment: Volleyball or rubber play-
ground ball

Cne-half the children form a circle
aboul ten yards across. These are the
throwers. The other children are in the
center and form a broncho, made by the
children standing in file formation, cach with nands placed n the hips
of the child immediately in front. The object of the gare is to hit the
rear niember of the broncho with the ball. This is the enly child vho
nay ve legally hit. The broncho rioves around, protected by the child
at the head of the file, He, however, is not permitted to use his hands.

As goon as the child at the rear of ihe bronchio is nhit, he leaves
the circle, and the next child on the enc becomes <the targct If the
oroncho breeks during the maneuvering, all children to the rear of the
brealk are elininated. Exchange the circle and broncho players.

Tive or six children may be as many as can conveniently maneuver
as a broncho. Have two bronchos in the center if the group is large.
Stress quick passing and throwing, as this is the ke to reducing the
number in the broncho.

Battle Dcdge Ball

et O s 8 e

Playing Area: Playground, gyrnasium
Mo. of Players: Two teams, 10-15 on each tean
Equipment: Tuo volleyballs or rubber playground balls
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The teams form one circle, eacn

osccupying one-half the circle. Play- y 5
ers on each team are numtered cousccubive- 3 () o O 5
ly. For any one number, there is a C

~,

player on cach tean. Two volleyballs
are placed avout 5 feet apart in the
center of the circle, one on each side PO ;
of a center line wvhich separates the
teans from each other,

O ~

»
A

5 .
The teacher calls out the number Qﬁ SR

he chooses. The two players with the

number run forward, secure a ball, and 1 B 3

try to hit the other. Players on the )
sides of the circle may retrieve balls o ’ &
and throw tiem to their teammate in th» © 0 ?
center. However, each competing plarer 5 ‘

rust stay in his half of the circle.

-

The winning player scores a point for his team, Play for a certain
aunter of points or until each player has had a turn.

Variation: Call two numbers which reans that two compete -against
tuvo. Compete uatil one or both are hit,

CCURT DODGE BALL GAIES

Playing Area: Court or gymnasium X X X 0 0
Type: Active C
Equinnent: 2 large playground bails Py Z X O 0

or plastic balls

The gare requires an area "5lew Foots" "Ege Heads®
divided in half by a center line. B -
Facihh tean has a half court as its owm.
Group is divided into two teans ... X (Sleu-foots) and O (Egg-heads).

Each team has a '"super-dooper borb" (one ball per team., The vplay-
ers with the ball start the deodge ball gare by one calling, "Get recady,"
other one rith ball answers, "Get cet: and first calls, "Go!" and the
gare starts.

Each side tries to throw its borb to hit an enemy player on a fix
bouncer or roller. 7To te safe a player rust catch or dodge any ball
near him., Vhen a player is hit or fumbles the caught Ball he is "dead"
frem the berb and becomes a ghost and retires to the side line to ait
the next gare. The gare continues until one side cutnumbers the other
or is down Lo the last man.

A player is consideved hit when hit by ball below the shoulders;
%rons a furbled ball that drops to the ground; c¢rosses the division
line in the center of the gare. ’

Children enjoy this gare and will nlay and replar it., A third ball

o can be inilroduced to speed up the grne.
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Line Dodge Ball

———— - b

Grade Level: 3-0 X O 0 ¢ X
No. of Players: 10-30 X 0 X
Equipment: 1 playground ball L1010 0 C X
Forration: See diagranm IR C X

Class divided into two teams. One team splits up on tuc lines
facing cother team standing in middle. Cutside team given three to five
ninutes to see how many of the middle team they can hit., Two teams
change places. Team hit:ing the most players wins. OCnly hits waist
and below count. Two balls nmay be used.

Bombardiient

s b et s o 8

Grade Level: L-9O - —_—
No. of Players: ©6-20 ¥ X 0 0
Equipment: 1-2 playground balls ¥ X X ¢ 0 0
Formation: GSee diagram X X 0 0

e —— - —

Tvo teams, each in its cwn half of the »laying wrea., Gore consiste
of throwing the ball (s) back and forth betireen the two teams, trying to
hit each other. Player is cut and leaves the gane if:

a, hit Ty the bhall bvefore it vounces.

b, throus a ball and is cauzhi and held Dy an opposing player be-
fore it “eunces.

c. ne attenpis to caich a ball on the fly and drops it.

Any ball first touching the ground or vall may be pickedl up and
throm. Play for a specified time limit or until all one tean has bteen
put out.

Note: Players may run or walk vith the bvall, but they may not
cross over the line.

Borbardrent 1ith Pins

Playing Area: Dodge court, zymnasium

Type: Team gare

Equipment: Four or more duck pins (or ten pins/Indian clubs) per teanm,
Several balls per team (playground bzlls).

Skiils: To throw, to cat.h, to intercept, to hit a pin

Cbject: To knock down the opponent's pins

Lach team scatters about its cum half of the court. Some playcrs
nay act as guards in front or the pins.

Each team has several balls. The type throw to be used during thc
game is discussed before the game begins, i.e., all balls rust be roll-
ed, or only an under hand throu, o over hand throw, etc,

Ca siznal to start players may throw their Lalls at the clubs fron
anyihiere in their oim half of the cour? .

Opposing players mey catch the balls or bleck them with any part of
their bodies. If in guarding a pleyver accident:y kmocss over his owm
poi, the rin el sty down and covnats £ 0 the »oponeit,
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The team knocking all the opponent's pins first wins the game, or
if time is used, the team knocking doim the most clubs in the designated
time is the winner.

Strategy is needed in this game. The ability to ricochet the ball
off the wall will aid in knocking over the pins. A quick follow up of
balls throvm at one certain pin is also strategy.
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Thren-Tean Dodge (also called “Frogressive Dodge," and '"Red, thite,

and Bluey

Grade Level: L-C
No. of Players: 12-30 feam | Team | Tean
Equiprent: 1 playground ball 1 2 3

Formation: Play area divided into 3 courts

Garme has three playing periods, three to five minutes each. Each
tean changes courts at the end of each period. Each team tries to hit
rembers of team in next court. iiiddle teanm may throw at either end
tean. A player is out cnly if hit by the ball before it bounces. Any
ball touching the ground may be picked up and thrown. When any player
is hit, shoulders or btelow, he withdraws from the game. At the end of
each period, the number of players hit from each team, is its score.
Then all players rejoin the game for the next period. Team with the
lowest scere (least hit in three periods) vins.

Gernan podge Ball

Players: Tvwo teams o L
Pauintents T lars 1an d or Nl O 1 e STV
Equiprient: Tvo large playground or ol .56
‘ ; ! K or® R
volleyballs Ao ja\;w Lo
Tvpe: Active s /};{ & @ 1\
Foriztion: (im side of ccurt /hv’ ,<2 | \

r

Two cqual teams, X and O, Tean I
tries to hit onponent O by throuing tre
ball and hitting hinm below the shoulders. A ball hitting opponent in
the head or a ball caught does not nake a prisoner of that opponent.

Tewn X throws from their side of cowrt and tries to hit a Team ¢
nemder, ‘hen hit, Tean 0 person becores a nrisoner and goes behind
Team Z in that prison., Tean 0 in the rmeantine tries to throw and hit
Tewwn X tno wul them in prison too. The gere can 2e played against tire

or until cne teen has all or rost @il of the oprenent: in y—ison.,
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Players:
Equipment:

Type:

Greek Dodge Ball

(33

Jl

ts

two teams, 10 players each

Formationi

I.

I1.

III.

one rubvter volleyball and a marked court
Active
Play area divided into two courts with end zones

Object of Game~~For end players and center players of Team A to hit center
players of team B; end players and center players of team B to hit center

players of team A.

players and two shall be "end" players.

Time

A,
'

93

B.

At start of game, eight of these players shall be 'center"

Game shall terminate at end of S min, or when all center players of either

team have been hit.

Team which has greated number of center players re-
maining at expiration of time shall be winner of that game.

In tournament

play, team which wins two out of three games shall be winner.

In case both teams have equal number of center players left at expiration
of time for a game, a one-minute .est period shall be taken and game re-
sumed with all players in same position and ball in possession ag at ex-

piration of time.

Playing the Game

A,

First team to score a hit on other shall be winner.

Start--An end player of team whose captain wins toss of coin shall have

ball to start game, other team shall have choice of ccurt.

Team which

had ball to start first game shall start third game, if necessary to play
three games,

How Game is Played--All players have opportunity to be a center player
during course of game., V¥hen a center player is hit, he is permanently

“"retired" and finishes game as an end player in end zone.

1.

Center players

a.
b.
Ce

d.

Dodge ball or attempt to catch ball.
Catch and hold ball to be considered a catch.

After catching ball, center player may throw ball at opposing

center players.

Fumble by center player on a clear throw by an opponent (i.e.,
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ball toucies ground, in or out of the court, following such an
attempted catch), counts player as hit.

¢, Pick up ball after a hit or bounce; carry bail up to safety line
to throw; pass to another player to throw. If player receiving
pass fumbles, that is not counted as a hit.

f. 1Two or more center players hit by the same throw, only the {first
shall be counted as hit.

g+ Count as hit any center player who touches on or over any bcundary
line with any part of the btody.

h. Return ball to proper enders if center players rcach over any
side or end line to retrieve a tall.

2. End players (enders)

a. Recover balls outside of center court anywhere on their half of
an imaginary extension of center line.

b. lMust be behind his end line before and after throwing ball at
oppozing center players.

¢, May not reach into center court to secure a ball. For violation,
ofricial shall award ball to opposing center players.

3. Scoring of Hits

. a. A ball thrown by an opposing player contacting any part of a center
player's body or clothes and hitting the ground

b. A center playsr stepping on or touching boundary line or ground
over it with any part of his body"

L. Scoring of the Game

Number of center players a team has left at the termination of a
game shall be *the score for that team for that game.

5. Remarks

a., Vhen hit, center player leaves court at nearest side line. Fnder
#1 rotates to center player as this center player enters the zone.
Same rule applies for ender #2. After two rotations,all hit
cenier players become permanent enders.

b, Clear throw is one in which ball has not touched ground. A throwm
ball which has touched the ground is not a clear throw and there-
fore can be caught without danger of being called a hit.

(1) Hit is scored when a "fly" tall tovches a center player,
dropping to the ground or passing out of bhounds.

(2) vhen center player is hit by a fly ball thrown by an opponent
and the ball is caught by a teammate before touching ground,
it is not considered a hit.

¢s Responsibility of an end player who recovers a ball out of bounds

. is to see that ball is speedily put into play and in doing so, may

carry it or throw it to a teammate end player.
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d. If a team is ahead and employs any deliberate stalling tactics so
that time will run out, referee should award ball to nearest
opposing player and should take time out, if necessary, while baxl
is recovered.

e, If ball thrown by center player rebounds back to center player
off of a fence or spechtator, ball belongs to end piayer. If ball
rebounds off of an ender, ball belongs to center player.
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Retriever
Territory

Game - - -
Equipment -

aules - - -

Start - - -

RETRIEVE DODGEBALL

Sideline

Retriever
Territory

OTPPTW

Dodge type elimination

(Two or three) 6 in. or 7 in, partially deflated playground balls.

You may catch ball or dodge it.
No stepping over lines,
Limit number of players.

Any number of players. If class is large have two groups with one
playing the other on the sideline. Play for time or complete
elimination.

Start with two balls, one to each team, proceed as in greek dodge.
If a person ge’s hit they go to the retriever territory which is
directly behind their half of the court. One or two substitutes
(changes) are allowed depending on how many retrievers you start
with. The retriever may not throw at opponents but return the ball
to their teammates, The third ball can be added when players have
mastered the game or when the insiders are reduced to six or less.

This game allows for '"sneak attack! tactics as well as traditional
dodge techniques. More action occurs with two balls. Use an exten-
sion of lines when you get down to last four players. This makes
the court smaller and game faster.

You may add a fourth ball for slow groups {girls) if action slows
down.

Teach the "overarm" throw.



. C. Ropes

An Iavroduction to Ropes

Reops activities can be used. in many more ways than jumping. Rope
swirging, rope stunts, exercising with ropes, rope climbing, rhythmic
gymnastics and dance using rope are but a few of the ways iope may be
resd to enhance and reinforce phases of the physical education program.

Rops activities are primarily for developmental purposes and for
group demonstrations. Rope jumping is an excellent means for doveloping
anduvrance, and it will also strengthen tha fect and legs. Because it 1s
such a physically demanding activity, it should be alternated with other
activities. Vhean performing rope jumping for any lerngth of time the class
should be divided into groups, to allow for alternatv activity and rsst.

Jurping rope contributes to the development of a child's strength,
zndurance, coordination, rhythmic sense, and agility.

Jumping rope gives a child a feeling of accomplishment. He has the
satisfaction of jumping over a moving object and the opportunity to
exercise judgment--when to run in, when to turn the rope, when to jump.

As he masters increasingly difficult skills, the child gains a feeling of
accomplishment,

' Jumping rope helps the child in his relationships with others by
coatributing to his success in turning the rope carefully, coordinating
his movements with those of the otiior turner and sharing turns.

Jumping rope is an activity which can be profitably enjoyed at all
grade levels. The occasional boy who might consider it "sissy" needs only
to be reminded that football players, track men, boxers, and other athletes
include rope jumping in their training program. The skills involved range
=11 the way from a simple jump over a still rope to intricate skills which
are a challenge to a professional athlete.

Ropes may include Chinese jump rope, 'magic rope'", tug-o-war, and #12
sash cord for jumping. The jump ropes usually are cut in 8, 9, and 10 ft.

—eagths for individual jumping. Long ropes are cut approximately 15 ft. in
1l:agth,

To avoid fraying, knot and tape the ends or dip the ends in enamel pain%.
Jumping Terms
1. Skipping - Stand on right foot , hop on right foot and pass rope
under feet, step on left foot, hop on left foot and pass rope under
it. Repeat to right, then to left and so forth. Skipping can be
done either in place or moving,
. 2. Running - Step over rope each time it comes around; first with

right foot and then with left with n¢ hop in between then two steps.
This is usually done while moving but it can be donre in placs,
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3. Single Jump - Place both feet together. The rope is jumped with no
hop in between,

4. Double Jump - There are usually two jumps for each turn of the rop:
with one jump higher than the other. On higher jump, rope passes
under feet, This jump is usually done in most games.

5. Backward Jumping and Skipping - Swing rope backward under feet.
Any of the four jumps listed above may be done this way.

6. Stepping - Jump over rope keeping same foot in front every jump.
No rebound jump.

ideas as they
become familier
with rope.

a. Using individual ropes

“Grade S
Stress {und Equipment - Ropes . Comments
e L L e VU . . e iem e e e e e e } P
“ Initial Experience E
bE~1 E 1. Fornm shapes with rope on floor i Use children's
|

| b. Using tug-of-war rope

¢. Using stretch (elastic) rope.

BK-1 2. Activities with rope on floor

a. Ualk it, run it, hop it, jump forward, backward.!

b, Jump over, in and out of rope on floor, Have children
bend knees
before jump
and after

landing.
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Grade
Stross

3K-1

~_Hand Equipment - Ropes

¢. Hop (jump the brook)

d. Jump over many ropes spaced on floor, landing

on both feet at the end.

e. Use rope to play "horses" - valk, trot, gallop,

turn stop, etc.

Individual Rope Imitations

a. Use rope like a cowboy, lariatb,

b. Spin rope, like a cowboy spins
it on ground; jump over the
rope.

c. lake a mountain with the rope

(1) Hop up the mountain and down.

{ Cormants

(Hop up

into loop on one foot, ¢hange feet and

hop down the inside of rope.)

/
N
4
-
!

4
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! Have all run
in same
direction.

Allow plenty
of room for ail
rope- swinging
stunts.




Grade |
Stress | Hend Equipment - Ropes | Cemments

!,.-.‘ e e e e e e e s

e e e m et i e s e b e o e e o .- ———

(2) Junp over the mountain (stand at the
open e¢nd of the rope, swing arms back i
and forth, then jump over the loop
end, land lightly with knees bent).

i L. Long Rope Imitations

: )
! a. Serpent jump, jump in and out of rope on !
| floor. |

b. OSnake jump, turner snakes the rope while
jumper dodges the rope.

Oy
\) \\ \’t
. —\
. 2o | e
| L - ;
|
1 c. Jump the shot, a rope that has a deck tennis | Require the
i ring tied on . jumper to tims
5 ' his jump.
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Grade -
Stress | .. iand Equipnent - Ropes
| d. Jump a stationary rope circle;
(1) Jump in and out of circle.
(2) Hop in and out of circle.
(3) Jump around the circle, once, twice
«+s. hop around circls.
O
RSN A e e
Ln:,ﬂ/ ~ . -
S y \;\’-\%‘3‘/
VR ,).J)
‘\’\:\ //L/ \“"._.
(4) As boys jump into circle, ull girls
jump out of circle, etc.
\.\:)‘a
SL A o
vl TN
! . /:\I
AN o ('3:/
\\ T e >
e, Jump '"cradles!
5. Small Single Rope
Aay of the methods and stunts can be dons on a
votal score basis or total number of jumps per
time period,
K-2 a. Hold rope ends in each hand when learning

to jump, Swing rope under legs backward
and forward, jump, run or gallop in own
rhythm and style.
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Comments

Tug-of -war
rope makes a
good large
circle,

Hagic repe can
be used.

One rope per
child

Rope jummin;
is an individ-
ual skiil.
Grade cetrass
may he ignored
in favor of
individuval
Drogress.



Grade | !

Stress Hand Equipment - Ropes Comment s
. - rri e e cadb e e e m e s o ——n s 4 i S & e . ermem o e mtmm e . @ dam e s o e e e s e e e et e
| b. Use a hoop instead of a rops. i ‘
E |
| c. Jump on both feet turning rope forward, ?
L =0 i d. Jump on both feet turning rope backward.
}
| a. FEop on the domirant foot while turning
, rope forward; reverse feet.
|
i f. Hep on the dominent fcot while twning Scme child-an
i rope hackward; reverse foet. find more
success using
g. Jump, alternating feet turning rope a backward turn.
either forward or backward.
| Learn o swivy
; h. Run or skip rope that is turned either the rops -
forvard or backward. Common fault
is pulling the
i. Do cross overs with rope turning foiward rops.
| or backward.
i
| Jje Stiff Leg Xicked Forward - Playcr Vicks E Have chijdras
! the other leg straignht out in front of . devise cwa
; him between each jvrmp v onevalty Jueps
l ! and stunts,
Stiff Leg Kicked Backward - Do as above | ‘
except that the leg is kicked backward !
i
k. Clap Hands - Hit hands together each time |
rope is turned. !
!
1. Feet Together and Apart - Place feet |
together for first jump and apart for |
second Jump, etc. f
Notet Most o7 che stunts listed above can be |
done vitnh two jumpers each turning one !
end ¢f rope vith their outside hand |
while “heir inside hands are joined. .
6. One Long Rope |
a. Jump rope slovwly swinging back and forth ?
with cradling motion. j
b. Jurmp with feet together starting with a . Practice for
still rope, - wiforn,even
! ! swing.
T ¢. Front Door {
1. Rope is turned towerd 1in: of jumper i
As vopa hits grovid Ls first ‘OrSPn i
rene Sorvard and runs wndar wope beaors
it cormes arownd ngain. He v=7vs 2 sund
Qo turner and goes o end of ligwe
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Grade
Stress

e e e e e e e e et e e 2 e e

Cne

Hand Equipment - Ropes

2. As rope hits ground, jumper runs in,
then jumps over rope once as it comes
around and runs out. On next turn,
Jumper jumps two times, on next, three
times and so on. Anyone who misses
must start over with one jump.

Back Door. Rope is turned avay from line
of jumpers. First try just running through,
then add a jump each time as in Front Door.

Run in front door, Jump once, and run out
back door,

Run in back door, jump once, and run out
front door,

Repeat ¢ and f jumping five or
more times before going out.

Jump on right foot, left foot or alter-
nating feet after getting in.

Eun in vhile rope is turning in either
direction and jump with hands being placed
in some unusual position such as on hips,
over head, sideways, etc.

Use different ways of jumping, such as
crossed feet, the rocker step, etc.

Long Rope and Cne Short Rope

Stand in with both ropes still and then,
with both ropes turning in unison, jump
both ropes.

Turn short rope and run through long
turning rope.

Turn long rope as jumper runs in while
jumping a short rope and continues to
Jump both.

Do same as the above except that jumper
after a certain number of jumps goes
out other side, ...

I
!

Comments

Timing of
swing most
important

. High degree ot
cdifficulty
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Grade ! !
Stress ! Hand Equipment -~ Ropes i Comments
e et SR EmEnt = f0) e ] o
8. Jumping with Partners on One Rope i{ .
L-6 a. Have partners face each other, one person |
turning. E
b. Have partners face in same direction. . Excellaat for

coordinating
movements of
two pocple

c. Have partners side by side, rope held in
outside hand.
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d. Partncrs side by side, facing opposite :
directions, inside elbow hooked, rope §
held in outside hand !

|

£. Partners back to back., Each holds a
rope end in right hand.

f. Children can make up their own "doubles"
combinations.

9. Two Ropes

a. Cross Roads or Egg Beater Use many jump-
Cross two long ropes at the center. FEoth rope rhyrs 3.
ropes are turned in same direction.

b. Double Dutch
Have ropes of same length. Turners move
their arms in an inward circle. {Toward
the body) Rope nearest jumper turns
"back door;" other rope turns "frent doort

c. Double Irish (Frenchies)
Have turners move their arms in an outusrd
circle (avay frcm body) Rope nearcst
Jumper turns "front door;" far rope turns
"back doort

d. Long and Short
Jumper turns and jumps a short roje wnile
Jumping a long rope.
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6. Long and Short With Three in the iiddle
Children will "concoct" this stunt if
you turn them loose to exporiment.

’ 10. Rope Jumping Games

a, Jump tho Shot

Have the players form a circle, with room for jumping
between them. Player counted out to be "it" stands in the
center with a 15 foot rope, at whose end a weight is tied,
and swings it in a circle until it reaches the [layers and
is moving close to the ground. Each player must jump it
as it passes. If rope or weight touches a player, he is
eliminated. The speed of rope may be changed at will.

The "it" may stand, sit or 1lie on floor for his swinging.
Weight may be a bag of beans, an old shoe or the like.

b. Building a House or High-Low Water
Hold a long rope still an inch or so frem the ground.
One at a time children jump over rope and return to end
of line. Rope is then raised a little higher and they
all try it again. Anyone who misses must drop out. This
continues until there is only one person left. He is
the ovmer! of house.

¢c. Rock the Baby
Rope swings about four inches above ground; player
Jumps from side to side until he misses,

. d. Cross the Creek

Run through without jumping or being toucned by rope -
that is, jumpers must get over creek without getting wet.
Players go through separately, until only one is left who
has not missed.

e. Salt, Mustard, Vinegar, Pepper
Run in, and when all are in say, "Salt, Mustard, Pepper."
At the word "Pepper,” rope is gradually turned faster and
faster,

f. French Almond Rock
Jump over the rope as it swings from side t¢ side, saying
the following rhyme: "Handy-pandy, sugary candy, French
Almond Rock." Then rhyme is repeated while players skip i~
usual way. Then all crouch down while rope is turned cver
their heads, to same rhyme. On last word, "rock," players
rise and rhyme is repeated for third time while they skip.

g. Keep The Kettle Boiling
Several long Jump ropes like the spokes of a wheel, all
turning in the same direction. Line up 4wo teams singila
file on either side of wheel. The first person in each
line runs into nearest turning rope, jumps once, runs to
next, continuing in this manner around the circle. Vhen
. he gets back to his own place he tags next perscn and
goes to end of line. Anyosne vho misses must Jrep bazk Yo
lcst rope he Jumped succes:fully and start again fron there.
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Rope Jumping Jingles

The first team to have all players back in place wins.
This game, of course, should not be playved until all
children in group are fairly proficisnt jumpers.

Down in the Valley

Cown in the valley vhere the green grass grows
There sat Nancy as pretty as a rose;

She sang -- she sang,
She sang so sweet,
Along came Bunny and kissed her on the cheek;
How many kisses did he give her in a week?
One, two, three, four (until jumper misses.)

Teddy Bear, Teddy Bear

Teddy bear,
Teddy bear,
Teddy bear,
Teddy bear,
Teddy bear,
Teddy bear,
Teddy bear,
Teddy bear,

teddy bear,
teddy bear,
teddy bear,
teddy bear,
teddy beai,
teddy bear,
teddy bear,
teddy bear,

turn all around.
touch the ground;
read ths news,

shine your shoes;

go upstairs,

say your prayers;
turn out the lights
say G-0-0-D~N-I-G-H-T

Cinderella, dressed in yeller,

Vlent dowvntown to meet her feller.
How many kisses did he give her?
One, two, three, etc.

I like coffee, I like tea
How many boys are crasy for me?
Cne, two, three, etc.

Bread and butter
Sugar and spice

Hou many boys think I am nice?
Cne, two, three, etc.
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Rules:

Equirment:

Pleyors:

Stunt #1:

Stony #21

Stunt #3:

Stunt #i:
Stunt #5:

Stunt #6:

Chinese Jump Rope

Have two players stand inside of loop and stretch elastic fairly
tight about six inches off ground. Third player is jumper. C(hairs
can be substituted for the end players.

A 9! loop of %" elastic. Can also be made of rubber bands tied
together

Three or more

Hop on left foot touch right to floor inside loop. Viithdraw right
foot but do not touch floor on outside. On next hop hook near side
of lcop with right foot and carry it over far side of loop and land
on right foot. On next hop, bring right foot back. Loop will resume
original. shape.

Repeat - Right in middle, right out. Hook with right and land
outside, return.

Face same direction but on other side of loop repeat #1 wiun left
foot. Repeat five times without missing.

Face rope. Hop into loop with both feet and rehowrd out ts original
pesition. On next jump hook near side with both insteps and land

on far side of loop. Loop will be crossed. Face one end of loop.
Fix loop at ankles. Jump straight up rope will release and spriug
back to original shape vwhile jumper lands in middle. Jump outl on
ooth feet. Repeat three times without a miss.

Repeat #3 on other side
Repeat #3 on right foot
Repeat #3 on left foot. On #5 and #6 follow procedure of #3 to poial

where loop is crossed. Jump up and land straddie the loop. Jump
into conter and out. Repeat all.



O D, Scooters

Introduction

Scooters or gym dollies can be bought commercially or be made at home. Home-
made scooters can be constructed from a discarded desk top braced with two 3" wide
Soards on th: bottom and a swivel, rubber caster fastened to each corner with
edges covered by pieces of discarded garden hose to act as safety bumpers.

In genural, scooters are used in a variety of relays which are performed in
sitting, kneeling, or lying positions individually, or with a partner who either
pushes or pulls the scooter with the other partner riding.

BI=0 1, Individual Relays
4. Push with both hands {(do not ride).
b. Push with one hand.
c. Xneel on one knee, push with one foot.
d. Sit backward, push with 2 feet.
e. Kneel or lay, push with 2 bands.
. {« Pushith 2 hands, jump on, kneel and rids.
g+ Push with 2 hands, jump on prone and ride,
<> Partner Relays
a. S5it cros-legged, push, hands on shoulders.
b. Lie face down, pull with one hand grasp.
c. Lie face down, push, holding toth feet.
d, 1ie on back, pull with onc hand.
e, Lis on back, pull with one foot.
{+ Lie on back, push with both feet.
g+« Sit cross-legpged, pull using Jump rope.
h. Use wheel barrow push.
2t Use relay lines to allow children to take as rmany turns as possitle within

a given tirme,
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Gradei Comments
. Str.essL Hand Equ:.pment - Cageball

L T T T S, e = B PO R R,

E. Cageball

Initia]l Experience

BK-6 1. Tactual
a. Touch
b. Feel
¢. Roll
d. Pass
e. Lift
f. Push
| g. Kick
3K-6 2. Body Avareness

a. Push making the ball roll - hands, head, etc.

e b. Sit, kick the ball with feet. |
! ¢. Volley the ball sitting with hands and feet Have childien
or standing using the hands. volley with

bent arms.
Eye-hand Coordination

BK-6 1. Roll and/or push the ball around the circle to Have children
the left. Repeat, change direction of ball tc verbalize the
right. direction as

ball is passed.

2. Tap or bounce ball.
3. Volley with hands:

Iye-foot Coordination

|
|
|

'
A e ———————

BK-6 1. Kick the ball sitting across circle or stand. Have children
kick with
2. D“lbble (crab soccer) knzses bent..
- —————-—-——’—-—.—HM“——_ e —— = - - .. - - . 4 e e —
| Games
R1-6 1, Ceageball Tap
Ee viprment: Cageball

Formation: Scattered
Ot ‘ective: For IT to tap as many player: as possible in

|
f
|
' [ Players: ‘hole Class
t
z ohe¢ niinute,
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Rules:

to start game.

|
| 1. Hands on ball IT counts to 3 before chasing players
|
|
!

2. Any player tapped with ball leaves game and goes to
penalty area.

3. Count number of players tapped by IT at end of
playing time.

L. Continue game with a new IT.

B1-6 | 2. Vhistle Rall

Same as described in ball section page 97

81-€ 3., Kick Over
Two teams, face each other in parallel lines, try to push

ball with feet over opponents goal, mats placed behind for
support.

L, Elimination Dodge

Players sit or stand on a circle with one group in the
middle. After being hit, a player retires to the circle.
Vhen all players are eliminated, a new group goes into
the center.

5, QJotation Dodgeball

Players: VWhole class

Equipment: Cageball

Formation: A playing circle with dividing line
OCbjective: To eliminate 2 rotating center players

Rules:t

1. Divide a circle of players equally in half. Numbter
each half consecutively. Players number 1 from cach
half start the game as center players.

2. Retain center player as dodger until hit with ball.
3. Return that player when hit to his spot on circle next

person on his left immediately takes his mlace as center
player.

i, Continue until last person on his side has had a turn.
Play pattern is then rcpeated.

-6 | ¢, Four Push

D’ride class into L teams. FEach team ic behind its own .
restraining line nurbered consecutively. Vhen cailed, that

nmher comes to center of gym and place: his hands on cag:-

b1, 7 the word "go" ea : ple ‘2r triss to sush p~1Y ot

Q. . de of -~exi 2 :veet circl.

1be



Bi-6 | 7. TFour rat Cageball T ,,.f“
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Formation: HMats form a square with each team sitting on
its own mat

Objective: To kick ball beyond back edge of an opposing
team's mat

;
| Equipment: Cageball, L mats
}
{

! Rules:

| 1. Put ball into play by pushing into center,

2. Have hands on hips in contact with mat to hit a ball.
A violation of this act takes one point away from the
tean's score.

3. Score a point on each successful attempt.

. ‘ i, Play game by time or score Vith team accunulating most
, points winning.

Ei-6 B8, Team Target
f Same as described in ball section p. 107

E5-6 ¢ 9, Circle Soccer and Crab Soccer

P
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e Szeops

. Scoops can be used effectively with bean tags cr talls to
cevelon further eye-hand ccordination. The scoop beirg an
extension of the hand provides a challenging experience Ic¢v
the child. Scoops may be purchased cormercially or ba con-
structed from plastic bleach botiles. Uith some minor wod-
ificaticns, tcachirg progressions for bean bag and ball skills
ni1y be usaed,

dnotivities for Individuals

See Bean Bag Section p. 85,

Activities for Partnors

See Bean Bag Section p. 87,
amas

1. Throw and stoop p. 105

2. PBouling relay p. 105

. 2 square p. 100

3
. L. &u square p. 107
5. Prisoner Ball p. 103
6. Dodgeball games p. 110
7. Keep Away type ganes

liote: Ilany throwing and catch activities may be adapted for
use with scoops.




Intredoctiion

Wands are usually made from broom sticks, although any hardwood dowel ray o
ased.  Wands should be about 36 to 39 inches in length and about 1 or 1% in-hes
in diameter.

Use of the wand in exercise is excellent in building strength and in recla.-
ing “ne performer so that more natural movemonts are possible, The wand nz) be
+cl6 shoulder distance apart or at the ends, depending upon the movements, Ciu-
deris are usually more interested in performing an exercise with which an obiact
is wesed; hence ordinary movements take on new interest,

rlementary school children are especially enthusiastic about the use of
wands, althcugh they may be used offectively at all school age levels. The
s.arcises using wands should be taught in a large area with avple space betweuvn
stacents.  The exercises may be performed inside the gymnasium or cutside ir. the
scheol yard.,

The foilowing calisthenic exercises, stunts, games and relays are some of
the more frequently performed movements using the wands.

Sraa? i
irels .Hdand Equipment - Wands | Conments -
t
Calisthenic iZxercises
REI 1. Arm stretch Use misic with
Stand, grasp the wand in front of bvody at shoulder suitable
height, cadence. Small
Keeping the elbows straight, 1ift the arms up over miscle move-
the head and back as far as possible., This nents in 2/ ¢~
is excellent stretch for the pectoral muscles. | /L time. Levga
rmuscle bendirng,
5 2. Side bending twisting and
Stand, grasp the wand at the ends, arms stretched circling move-
over head. ments in 3/l
Keep arms straight, bend the trunk to the right tine,
side, then to the left side.
-5 3. Trunk flexion and extension Try wall charis
Stand, grasp the wand at the ends, arms straight at a reachirg
in front of body. station.
Bend the trunk and touch the wand to the floor.
fxtend and hyperextend the trunk bending
backward as far as possible, arms straight
and reaching upward and backward.
JERE L. Arm bending and extending
a. Stand, arms low in front of body, arms extended,
grasping wand at the ends.
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Girade |
Siress.

Jand Equirnment - Wands

3K-6

e 2
DIv=O

pr-5

10.

b. Bend the arms bringing the wand to the ches®.
c. Extend the arms forward horizontally.

d. Bend the arms bringing the wand to the chest.
e. Extend the arms upward.

f. Bend the arms bringing the wand to the chest.
g. Extend the arms downward.

Wand 1ift front-to-back

Stand, grasp the wand in front of the body in a
wide position.

Lift the arms up over the head and down to the back;
return to starting position. Try to keep the
elbows straight. This is excellent for learn-
ing dislocate shoulder movements on the uneven
parallel bars.

Trunk twisting

Stand, grasp the wand shculder distance apart,
arr.s horizontal,

Hold tne wand with arms straight, twist the trunk
from side to side.

Tuck sit-ups with wand

Tuck 511, holding wand under the bent kneeos.

Rock back and go to tuck lying; come to hook
sitting, hold the wand under the bent knees.

Kneeling trunk twist

Frnieel, knees about 13 inches apart,
wand held in back of shoulders. e

Twist the trunk and bend forward S
touching the right end of the
wand to the right side in front .
of right knee. Come to erect K
position and twist and bend to
the left.

Trunk twisting, wand in rear

Stand, wand over shoulders, hands
grasping ends.,

Twist tiunk from side to side.

Trunk circling
Stend, hold onto the wand at the ends,
With arms held straight and extended:

a, DBend the trunk forward.

b. Eend the trunk to the right sige.
c. Bend the trunk backward.

d. tend the trunk to the left side.
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Grade
Stress Hznd Equirment - Wands Comments
BK -6 11, Back lean
Kneel, legs apart at knees, heels together, arms
over head holding onto the wend.
Lean backward as far as possible and return,
BL-6 12. Half kneeling -~ side bending
Kneel on right knee, left leg to the side, wand
held over head, arms straight.
Bounce over ths left leg to counts 1, 2; stretch
arms over head on count 3; change legs on
count 4. Reverse sides.
BK-6 13. Voodchopper
Stand, holding onto one end of the wand with both
hands.
l Bring the wand up over the head and to one side,
swing it downward to the floor as in a chopping
i movement without touching the floor with the wand,
{ 1. Leg stretch
' Tuck sitting, wand held in both hands and wand under |Remember to
i one foot. stretch the
: Stretch the leg upward, holdin  :to the wand with ham-strings.
} remains under exten.led foc ; reverse the feet. !
| !
| 15. Squat wand circling |
i Squat position, both hands on top of the vertical |
5 wand. ‘
1 a, Hold ontc the wand, squat jump in a circle
arcund the wand.
b. Hold onto the wand, keeping arms straight and
body in a side leaniny position, run around
the stick.
16, Trunk twist and bend
Stand with fezt apart, grasp ends of wand.
Twist the body to the right as far as possible;
i try to touch the left end of tie wand to the
% right toe; reverse the movement.
17. Sitting, trunk bending

Sit with legs spread far apart, hands grasping wand
in front of body.

a. Bend the trunk forward, touching the right toe |
with the wand, then the left.

b. Do the same movement in straddle standing
position.
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Grade

Stress’ Hand Equipment - Wands Comments
| 18, Wand swinging In ward o~y
! Stand, arms sideward horizontal. Wand in right inz and civel-
! hand, as it the wand were a continuation of ing, a
f the right hand. majoratie:
| Swing the wand across front of the body and catch baton nighv be
; it with the left hand; reverse the movement. substituted.,
( 19. Wand circling
Stand, arms sideward horizontal, wand in right
J hand as if the wand were a continuation of
the arm.
i Swing the wand in a corplete circle and then
§ catch it with the left hand; reverse the
movement,
. 20, VWand swinging in rear
f Stand, arms sideward horizontal, wand in right
; hand.
j a. Swing the wand across the low back of the body
9 and catch it with the left hand; reverse the
rmovement,
b. Swing the wand upward across the shoulders and
catch it with the opposite hand.
K0 21. Trunk and arm bend
, Stand with feet apart, grasping . .
; the wand in front of body. P y
! a. Lift straight arms over head i\ﬁf, ,
j and bend elbows placing wand ol e - f‘“
at shoulder blades. P VL i
b. Hold arm position, bend the ; vl :
E trunk forward to right angle. - . ° : .
c. Straighten trunk and extend - ) "
arms upward over head.
d. Return wand to frent posi-
i tion,
| This may be varied by
stretching the arms for-
ward on the trunk bending.
3 22. Squat thrust

Squat sit, right hand on the
floor, left hand on top of
the vertical wand.,

Thrust the legs to the rear and
return to the squat posi- i?
tion; reverse the hand ;
position and repeat.
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Grade |
Stress Hand Equipment -.'ands Comments

23. Billykin and wand
Back lying, hands over head,
holding onto the ends of
i the wand.

a. DBring the feet up over the
head into the ploughshear
position, feet placed -
through the wand. ' SN o

b. Sit up, wand under the o T \
| knees. T e
' ¢, Roll back to ploughshear
position,

d. Disengage feet and return
to original back lying
position,

24V seat with wand
Tuex sit, wand under voth feet, S v
hands at end. . B
Stretch legs upward into a V N .
seat balancing on the -
buttocks. Return to
hook sitving.

25. Ieg stretching and V-seat
Tuck sitting, wand under one leg, held at the end:.

a. Stretch the right leyg upward, and return.
b. tretch the left leg upward, and return.
¢. Stretch both legs upward and return.

25, Knee 1lift
Tuck sitting, wand under the knee, held at ends.
Lift one leg extending the knee, then the other;
and then both legs, holding the wand under
the knees throughout the movement.

Ambs
25 1. Stepping over the wand
Stand, grip the wand at the ends in an over grip.

a, Step one foot over and then the other, ending
with the wand in back of the buttecks. Re-
verse the movement by stepping one foot anud
then the other, ending with the wand in front
of the body as at the starting position.
Start with the hands in a wide position, =::d
gradually bring the hands clozer tozebtier o
nake the movement more difficult.
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Stressi Hand Equipment .~ Vands | Comments

|
b. Step over the wand with one foot and then tho ‘H
other, and carry the wand up to over the head.

|
{
FK-5 2. Jumping the wand |
Stand, hold the wand at the ends in an over grip. |
Jurmp twice in place and on the third jump, spring i
over the wand; repeat the two jwips in place,
and jump over the wand back to starting '
pcsition. 1
|
gi-6 3+ Squat stepping over the wand ] Stresg anllithy
In squatting position, hands at the ends of the and flexi-
vand. | bilivy.
Remaining in squat position, climb over and back. 1

| Gradually bring the hands closer togetner as |

@ the movement is perfected. |

t

RS L. Crab walk ‘

| "Crab walk" position; i.e., back to floor, weight '

: on hands and feet. :

! Hold the wand in the hips by contracting the ?
abdominal muscles, try tc walk forward cnd |
backward, '

Lo b 5. Ankle toss
Tuck sit, wand at the ankles.
fxtend legs slightly and 1lift wand
into the air with legs, catch
it with both hands.
SR-=w 2. Long sitting to V-seat

Long sit, wand stretched over head,
held at ends.

Bring the wand forward and squat Vo oo -
the legs through the wand to a | v it
V-seat and bring then back L g
trying not 1o touch the wand.

end pull-up

; lLye facing vertical ward, hands
grasping at base, arms
straight.

' Using a hand-over-ha~i1 movement,

; try to climb up the wand to the

? lop, ending in an arched trunk

' position, Jeturn in the sanme

hand-over~hand nanner.
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Grade

Stress Hand Equipmenti- Vlands

Comments

Standing to lying without hands

“tand, wand in back of shoulders,
grasped at ends.

Lie down on the abdomen without
help of hands. Return to
standing without help of hands.

!
‘ w6 |8,
|
b
!
!
i
i
!
!

ZK-6 . 9. Standing leg stretch
! Stand, arms extended over lead, .
! hands grasp wand at the ends. ,\w
i Bring the wand down in front of . .
’ the body, hook one foot on the ‘ !
! wand and extend the leg forward : /
balancing in a straight pesi- '
tion on one leg; return the foot > T
to the floor. Repeat with
opposite foot. ,

|
5
£2-¢ ' 10. Wand catching
{ Stand, arms extended forward, grasp-
ing wand in over 7.ip.

a. Let the wand drop and catech it
before it touches the floor.
b. Throw the wand up and catch it.
. ¢. Throw the wand up with left hand
i and catch with the right.

re

AR 11. Wand tossing
Stand, grasp the wand in front of
the body.

a. Toss the wand up over the head
{ and make a half turn and catch
{ the wand.

| b. Throw the wand up and make a

| whole turn and catch it,
|

|

g6 2. Partner tossing
Stand facing a partner, wand held

in both hands in front of body. /-

a. Toss the wand across to partner. '
b. Have each partner throw across, . N
) one tossing the wand high, the o

| other low. :
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Grade \
Stress| Hand Equipment - Wonds Comments

gl-6

13. Squat back bend

Squat sitting, holding the end ‘ o
of the vertical wand. L T

Turn and twist the body to the ., = - . .
left, ending with the back ” N
to the wand {1like a back g ‘ |
bend); twist back wo ’ . !
original position. Repeat
to the right.

2li-6 1. Vertical run-around

Standing erect, place wand in
a vertical, balanced
position, !

Let wand go and then run '
around wand and try to
catch it before it falls.

£i-6 1 15, Kick over wand .
i Stand, wand vertical, held at -
| the end by one hand. '
i a. Lift one leg over the wend i
! and catch the wand before ¥ l
! it falls. Reverse the legs. ¢ |
: b. Use a scissor kick, try to lj ii '
! jump over wand with both — I
4 legs and catch wand vefore ) ' N ;
; it falls.
Zu-% |16, Back bend
, Stand, hold onto wand at one
. end with both hands.
! a. Bend trunk backward,
: touching floor with wand
! in back of body. Return
i to erect position, .
i b. Touch wand in front of ST '
body, ther swing it up over e TG .
head and *znd backward zo . v,

touching ficor with it in

back of bod.,
c. Stand, trunk tending for-
| ward, sideward, backward,
and to the opposite side, ‘
touching wand in a circle ?
» as trunx is circled, :

17+ and balancing ‘

' a. finger
b. chin

. ..crehead

’ wues

s O
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Orade

Stress ! B Hand Equirment - Vands
. Games and Relays
DL 1. Snatch the Stick
Formation: Circle, number off circle players
Rules: "It" is in the center of the circle holding wand in

upright balance position on floor. <Cirele player whose
number is called must run in and catch wand befere it
hits floor. If circle player fails to catch wand before
it hits floor, "It" gets another turn.

226 2. Spanish Relay

Formation: File

Equipment: Wands

fules: Run to a pre-determined point. Put end of wand on floor
hold top of wand with both hands, place forehead on top

of wand., Circle wand rapidly three times and return to
file.

£3-6 3. Uand Jumping Relay

: Formation: File

i Equipment: Wands

Rules: #1 runs to mark and return. #1 and #2 hold wand at
opposite ends of wand and passes wand under entirc
file. #2 runs to mark and returns and repeats

Jumping moverent with #3, Continue until everyone
has had a turn.

Fl-6 | L. and and Spool Relay

Formation: File

Zquipnent: Vands and large spools (similar ‘o electric wire SpCols)
Rules: Place end of wand on floor in back of spool raking spool

roll to a mark and return. Do not strike speol., Repeat
until everyone has had turn.

4
\

Snatch the Stick N

Spanish Relay
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H. Hoops - iImrer tubes - tires

. These three pieces of equipment can be used interchangably a= well as
naving applications of thelr own to the physical education prregral.,

Jrade ; i | E g
Stress! CURRICULUI CCHTENT i Hoop Tube Tire! Comments
PR, .......‘ o e e = PR————— ——— e e e e v~ ’.,..,-._,..w‘__.._A_:; ._._“.-a\_#_.,».,“.\.v._,,m- ——
RS 1. Lying flat on ground or floor (random) X | X ; X ] Tape valvo
‘ f i ; . dovm er tune,
‘ 4. Weave patterns around, walk-run- ;| X | X « X !
hop-skip. | t } 1
. ! +
5. Hop in and out. X1 x| x Il
| !
<. Hop on and off. tooX X | Tpy wall chore
! i for seli-
d. Jump in and out. £, X X i l:arnine.
}
: @¢. Jump on and off. S ¢ £ i
t !
} . Hop around on rinm. - X ’ :
¢ Lying flat on floor in single row - X, X ! X i
double rows l ! |
i ! ;
' a. valk on, to end of row. ; X l Zo
: i !
; ©. Run on, to end of row. 1, Cox Lo
{ } 1 !
: ¢. Walk, run, stepping in to end of ' X X
! row. ! :
| . |
; a., Repeat c. - use both rows, X X x f
é : .
. Repeat c. - using tube in XX o
alternate row. i I ,
: ! ;
, f. Repeat, hopping - jumping, DX ) QR
{ i - !
; ¢+ Use sirple hop scotch design. X0 Xt X
f E
' 3. Iying - leaning against wall - held | X £ L
{ oy self or partner 1
. Pat body on. % X p4 f
l ‘ |
‘; b. Put body in or through - sit, g }
1 cravl, jump. % X 0 X A
| !
i ! { !
c. Stand in - take off overhead DGR S ‘
b

and reverse.,

ey S OO RO SR U SRR




Grade I ) : ' ;

StressiE CURRICULUM CONTENT | Hoop1 'ILbe Tire Comments .
e e e e e L R
. I } ,
; d. Stand - one foot in - 1lift over- | X X | |
% head - step out other foot. | ! 5 :
| | ' |
¢. Stand in - touch toes - 1ift of | X | X | |
} body - keep four limbs inside, | l
{ f. Reverse X X E
! 1 {
; Z. Hold around waist, neck, over- | ¢ VJee children':
; head, walk - run. X X { ideas.
' | i
1 h. Stand in both feet, walk-run. | X 1
i, Stand in one foot, walk-run. l X 1 s
: \ [
J. OStand in one foot, carry on § X | I
shoulder, walk-run, t l |
k. Kick for distance, stand by - | Y §
run at, ‘ | !
. t t
1 t
? 3. Kick to goal and back, walk-run. X | |
|
. One push - roll for distance X X E
] ;
n. Roll to goal and return, use A X |
hands - walk-run. |
I
¢. Opin like coin or eggbeater. X ,
! 1
¢+ Spin and return to self. D ¢ ! 1
' [
4. Drape around neck, no hands, D ( X | ’
valk-run. %
r+ Hula hoop spinning - waist, neck,’ ¥ X j
arm, leg, hand ! 1
5. Use as jump rope. X i
. ' ‘ i
T t. OQObstacle races - body, balls, X £ 1 X
bottles, pins }
| | |
u. Roll striking with stick-steer., | X X ?
v. Holl to partner. j i 0 X f
; !
W, Roll to partner - second I ] X .
partner junps. ' ; 7 §
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Grade |

-

Stress CURRICULUH COUTENT jHoop- Tube
N : . S S

X. Straddle jump object while D G Gl

} rolling, f g 5

y. Use in relays and races, X DX

z. Tug-of-war, tube held by four { | i
persons, each pull in own f ! X |
direction : : I

| X "
L. Other uses XX
L

a. Tube flat, hands on sides, push X1 X
across floor, walk-run. i i ‘

| '

0. Tube flat, push of war, one on onei ; X

| i !

c. Tube held, tug-of-war, one on ocne X

i i

d. Ride 1ike hobby horse by bouncing. S O

' |
5. Supplemental | {

a. Tied together in form of raft, |
covered by or sandwiched between D ¢
mats or exposed '

(1) Extra soft surface for teach-| : :
ing body movements, stunts X
(2) FExtra safety factor when
using apparatus and mats i X
i t
(3) Bouncing, in place, traveling j X
b. Two or more rafts in layers X
i
(1) Jump to seat, belly flop, X

i
bed bounce !
{
}
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1

|
e e e e e e e e e e e e e e e e e e

Comments

S

Ptan care-
fully to keep
lesson rolling
along,



I, Paddles

‘ Jfatroduction

"he moverient pattern needed for paddle tennis and tennis cai te ctarvted s
vie primary grades using the hand instead of a paddle. The skills of eye truckinag,
body nisvement and hand-foot ccordination are accomplished utilizing bouncing,
catchinv, and striking ball skills. In the intermediate grades, the skill of
stiiliing with an implement involv1ng an extension of the nand is introduced.

- . . .. - T ‘_
GI Ltde ( )

Siress | hand rqulrment - Paddlns Commen’s
Pl1-2 Progression of Skllls &hthout a Paddle Tc self
( To partier
i 1. Bounce and catch. To wall
|
? 2. Toss and catch.
5. Throw and catch against a wall.
4. Hit a ball that has bounced once.
|
S. Hit a ball before it strikes the ground. |
6. Hit continuocusly a ball against a wall.
' Progression of Skills with a Paddle Use beliy codes,
1. Bounce ball on floor using paddle,
i 2. HKeep ball up using paddle. ;
; 3. alk and do preceeding skill. ; Uso altern:'e
i I sides,
{ L. Bounce and hit ball with paddle, {
}
; 5. Hit the ball against wall with paddle. :
! !
: 6. Toss ball to partner, let it howice and
} then hit.
i L}
7. Hit ball before it strikes the ground.
ﬁames
3.2 ! 1. Dounce Catch Race '
Skill relay race 2 'lvlﬁ‘ i
: Skills: To bounce and catch & ball e /o
; Equipment: cne bouncing bell per tean - /.
f L
I . Ty ‘,_///j‘ ;‘k
5 AV

159




Grade
Stress

_Hand Equipment - Paddles

‘
1
1
'
—————— e

1. Player #1 bounces the ball to #2.

2. #2 catches the ball, bounces it back to
#1 and goes to end of the line. If a
player fails to catch the ball, he must
recover it, return to the starting line,
and bounce it back to the leader

3. #1 bounces the ball to #3 who bounces
it back to #1 and goes to the end of the
line. This continues until each player
has had a turn. Line which finishes
first wins, 1

i. Game may be repeated with # as the new
leader. Different tyﬁes of throw ray
be used. ‘ |

51-2 2. Bounce Catch : '

Small group play

Skills: To bounce and catch ball and honor / R

boundary lines /ﬁ _— //
Equipment: One bouncing ball per group /,:f Lo
¢ F /

Rules: PR ;/ )

e Xhe

1. Two children stand in two adjacert squareu , “\

2. One child bounces the ball into his
opponent's square.

3. The second player catches the ball and then |
bounces it back. If he fails to catch it |
on the first bounce he is out, and a waiting
cinild takes place.

L. After three bounces both players retire, and .
two waiting players take their places. s

/ ;
Remarks: This is a good game for beginncrs. It ! /
| isn't interesting to the more skilled. /7
‘ .‘[" N /
3. Two Squares / i
i Small group play of 3 per court T !
Skills: To bounce-serve a bali. To return a bnll :
after it has ‘counced once vy hilting i+ up. ‘
kEquipment: Cne bBeuncing baln per  coup
1€C
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' 1. Gsme is played in two squares,
Opposing piayers faco each other, each
standing in a square. !

2. Game is started by one player bounce- %
serving* the hall into the square of '
the other player.

3. The second player returns the ball
after it has bounced once in his
square by batting it uvpward with
one hand into the square of the
server.

L. Play continues until one of the
following violations occurs.

a. Ball lands on a line or
out of court

b. Ball is hit with the fis®

c¢. Player monentarily holds
. the ball

d. Ball is hit down instead
of up.

5. Vhen a violation occurs, the playsr conm-
| mitting the violatvion leaves the zarme

and a waiting player takes his place. ¢ f\*..

N ‘.\’ :

# The Bounce Serve - Feet arc in a stride R
position, left foot slightly advanced. Ball \

| is held in left hand, dropped to the court, 1 IR
: and batted with right hand. ‘ C

i 4. Variations of Two Squars

|
l
§
1
|
system, except that the server stands ]
{
{
)

Lu € E 1. Play this game using tennis sccring
; within the court.
EL-6 i 2. Play Two Squares using paddles.
B2-C ; 3. Use tennis scoring. |

ENC o
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Grade
Stress

e e e i s we o =

hand qulrment -‘Paddleo

ST 5. Paddle Tennls

| Paddle Tennis is an adaptation of tennis pldjed on a small

court 3 the size of a regulation court. It is an excellent
} gane for introducing players to the general rules and procedures
of tennis.

| This game is played like regular tennis except *hat tts ball is

{ served underhand and hit with a wooden paddle. The sarver stands

} tohind the serving line in the right court aad _orvee fhe balil
diagonally across the net in one or two tries inte his opponent's
receiving court. After the ball bounces once, it is hit back
across the net and the game continues until cne hits +he ball
into the net, out of bounds, or misses it. The game is scored
like tennis: Love, 15, 30, 40, Game, except when both have 2
tie score of L0-LO or “dnucc,' alter which wwo consecutive poing:
must be made. The game may be played by two or four nlayess.
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J,» Parachute
Introduction

Parachute activities add variety and fun to the physical education pro-
cram. [Lach pupil is afforded the opportunity to participate and most citen
enjoys success in the activity. The weak may join the strong on an almost
equal brsis, Because of the group control factor, the parachute can be used
Ly tho classroom teacher quite successfully.

Some Basic Objectives for Parachute Play

1. To develop muscles in the upper body.
2, To learn team coordination
Grips:
1., Palms Down {overhand)
2. Palms Up {underhand)
’ Peady Fosiiion

L. Children kneel on one knee, using eny of the twe grins. The pare-
chute is spread out on the ground.

2. Children standing up holding the parachute stretched tight et valse
level, using the above grips.

a. Hold parachute at waist level pulliiny %icht,
b. Hold parachute at waist with one hard -..iking
(pinwheel carrousel)-

Orada . . . _ Comrﬂaz;ts
otress Hand Equipment - Parachute
Db Initial Experience R
I 1. Tactual E
I .
: a. Touch |
' b. Feel :
! ¢, Crumple
’ de Full
| . Shake
i f. Lift
| ,
JIHENY ! 2. Body Awareness ‘
|
(
!
!

!
« % .
ERIC | 63
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Grade
Stress

B2-6

BL-6

1.

Stunts

tland Equipment, - Parachute

¢, Iift and hold parachute auvove head.

d. Flace feet shoulder distance apart and .can tack.
Hold and release.

¢. Turn with back toward center of chute, one foot
forward to keep balance and pull.

f, Pass the chute with both hands, release it one h
hand at a time, to pass the chute around the cir-
cle of players; hand should not cross,

Irereises

Bicep Builder--Arm Exercise

With one leg forward, children plant their fest firni-

ly and lean back, using palms up grip, with arms almost

fully extended. On the go signal, chilidren pull the
chute towards themselves without moving their fent
or jerking the chute. Full for abecvi 5ix s=2conds.

Sky High Pull--~Shculder Exercise

Start chute at waist level, using a palns ~S.n ¢rip
#eet are shoulder width apart and on tho go sign:i
take the parachute up slowly until their aitis ar=
extended fully straight up overhead. Without mov-
ing feet, waist, or h:ck and using just trz ~rmo and
shoulders, all pull back.

Variation: Use a palms up grip and turn with back
to center.

Winding It Up--Forearm Exercise

The chute should te waist high and should 2e held
with the palms down grip. On the go signai the vhelw
group starts to wind or roll the edre of the paru-
chute towards the center. Try tc stay togoiher aad
at the same tire ' - » the chute tight by puliing a
little before each .irn or roll with the +ics. o
get the rost from this exercise it should e donc
slowly.

Making lYaves

This is a good warm up a2xercice aad at ~noe 5o
tinme you can get feeling or achion of the chute.
Children start with the chute at waist position ~:i
use the palms dowm grip: They shake ths parachute
up and dowm vigorously wsing “all ara exiension

164
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TGrade | TTTTTTTT T e T T e
. Stress Hand Equipment - Parachute Corments

7 Bl-6 2, Up and Down

i
:
Hold hands walst high, all pull up arms above the head and
lower to starting position. Repeat at various speeds.

t

3, Rowing a Boat

Hold hands shoulder high with the parachute pulled tight.
Push hands away from the shoulders allowing the psrachute

i to drop in the center. Pull arms back to shoulder position
; making the chute tight. Repeat.

\ i
v 4. Umbrella 1

Spread parachute on ground. Children kneel in ready posi-
tion using the palms down grip, On the go signal the chil-'
dren stand up straight and fast, pulling the chute up over -
their heads with as much force as possible. They ¢do not !
move their feet.

Variation: ;
a. Return the chute to the ground as quickly aa pos-
sible, and then repeat in rapid succession three o.'
; four times.
§ b. Begin from a squat position.

5. Merry-Go-Round | Ty e

ing mug-
Extend arms fully, pull the chute tight. Have the group ic with
perform right and left circling movements, Walking, running this
, etc., at varying speeds activity.

6. lushrocm |

Begin the same as the Umbrella. When children can sece the
faces of the other children, they walk in about three or

i four steps as quickly as possible keeping hauds and arms

in a raised position over the hcads. Vhen parnchute has
reached its peak students move quickly back to thair start-
irg place.

7« Up, Walk Forward and Pelease

full up, on cormand walk four steps forward and releace on |
fourth step. |

8, Up, Walk Forward and Backward E

' Pull up, on command walk four steps forward and four steps
backward. Repeat.
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Cormen*s
Stross Hana hquipment - quayhuto o
9. Igloo ‘ )

‘ ¥ollow the procedure for making a mushroom; huowevar, whan “he &

L parachute reaches its peak%, pull down quickly and place the Jeiaw

| edge of the chute on the floor trapping air benezth it. Pupils unde:
' then stand on the edge of the chute te observe the igloo. For ¢l
added fun, have scric children go under the chute before pull-
ing it down bto be Egkinos in the iploo

¢z '
BL-G i. Ixchange Places
Jivide the circle in half and rumver cach nLalf 50 that *here
are couples identified by numbers. Iull the chute up, call a
nunber and the partners called change places Ly runnirg under
the chute. Discourage the other pupils from puliing down i7n
, rapidly because the force of chute causes thoge uvader it -
fdJ.l k]
Variation: After chonzinz places, run Cou..ulo- 32ty 3n oonl
to the original space. Foints may be awaricd tc tle team
ing the first person back in place.
INERC ¢. Keop It Up
Place a partially defiated playsrocund Yol in o oontar o
che chute. Pull uz and down in an effcrt o reep tne Lall in .
and to obtain a good height to the ball. }
TR0 3. Around the VWortd '

fold parachute in the standing ready peoivin. w ™ <4 salms |
dovm grip or with the palms up grip. The chule g5 “ighs uin
a playground ball etout ten inches in diametor, rcsting on ii. .
Cn the go signal the students start the ball going around -~
the parachute by making ribbles. Ixample: Ball is in Zro.*
of llos 1, Hlos 2 1lowers his part of *“he chute so the bali «n
start rolling, after ball has passed NHo. 2 he then reises ...-
part of the parachute and l'o. 3 lowers his, thic contin.
until the ball hac made a corzlete cirels zocun) e o' o
four or five times. Tnis ac* =itr 1w ot clsrercaziic,
Variation: Divide class into half and use two ballz, one oo
elther side of the crvie and niar overiay s il

T-5 . Catch As Catch Can

Use a divided 01rC¢e, two teams. iach tean has three bclug
of the same color but the colors for the t~o teans must dif

Q . :
FRIC 146 : |
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grade ; : Corments
. ~ Stress Hand Equipment - Parachute

fer, ¢,g, three red playground balls; three greer playsround
; balls. Start all balls in the center of the chute, PFall up |
| and down. One team tries to force all of the balls of +*he |
f other team out of the chute. The winniig team must have at
; least one ball left inside.

S 5. Tiddle Winks |

Use a divided circle, two teams. Bach team has one ball {(the

2 balls should be of different colors). An inflated inner

tude is placed in the middle of the chule and both halls are !
on chute outside of the tube. The object of the activity is 1
to see which team can make 3 to 5 points first. Toints are ;
nade when a team's ball lands in the center of the tube.

Teams may shake the chute, pull up and down or use any action
which will move the balls, ’

r1-¢ : 6. FRhythms using parachute--sce novelty dance section of rhythms,
U1-6 7. For special events have students stooping under pavachute

ready to perforn or cit the outside ready to run wider ang
verform vhen the chute lifts

i

‘ A, Turmbling stunts with mats under the chute ‘
b. Rope jumping ;
c. Ball bouncing or dribbling |
d. Pyramid Building
¢. OSports Statues
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K - Other !and rquipment

A1l teachers are encouraged to introduce into their programs other types of RS
hand equipment. Children can benefit from having a variety of experiences with
a vide range of supplies. Often teaching progressioms are similar (eg. bean bags
balls, scoops, paddles), with minor adaptations; therefore the introduction of a
different piece of equiprment can spark new interests among pupils. Some sugges-
tiors cre listed below; however, with some thought one could easily add to this
list.

1# Friﬂb‘]'ﬁ

2s Yo yo

3. Jacks

I, Stilts

5. TYogo Suicks
€. Cuoits

Tecacher's Notes and Corments
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RHYTHMS AND DANCE DEST COPY A\IMLABLE
Goaeral Teaching SuggestionS.euuuvevrevsvsestsvorosonsossssssoessssnsenanss. sO9
Lecaching a Specific Dance,..vvvsiuiunisivinrsnsnnsornsssacsansisnsscssanssssl70
Basic Rhythms EXperiences.,....iuvessessssnssenssronsensarsonnsssnsossnsossd?l
Jovelty DanceS . e viiuiveiiiatiatiiiirainsessorsrsentarenisiasinasirnsrrasstfD
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-

Folk Dances in Approximate Order of Difficuilty...veurervovrncovnonsssacesscl0S
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RHYTHMS AllD DANCE

Children should be introduced to a program of creative rhythms and singing
games at the earliest possible age. A rhythms program allows children to investigat.:
the the range of fundamental movements of the body and enables them tc portray their
ideas and emotional experiences.

The development from the free and creative rhythms and the traditional singing
games is the various forms of dance. To omit dance from the physical education
program would be a serious error. Dance has many justifications, none more sigri:i-
cant than the fact that man dances everywhere. Young children skip on the way to
school, adolescents find social dance enjoyable, and adults participate in sccial
or recreational dances. Rich cultural, social, and recreational experiences as
well as valuable physical excrcises are to be gained from dance.

bt is important that rhythms and dance be introduced in an atmosphere of I
and enjoymnent. The teacher should share in the rhythmical experiences and partici-
pate iin the fun. If the teacher is dynamic and enthusiastic, the students will
probably reflect this spirit.

.» Geororal Yeaching Suggestions

- ——

Include a variety of rhythms and dances conducted essentially as group
activities with no formal instruction. The necessary information anl
instruction, brief and appropriately timed, should be interspersed casually
throughout the lesson., Introductory sessions shouvld be f:n and encouraging.

2. Inthusiasm and enjoyment from personal involvement in the rhythms activities.

AU}

Include a variety of dances, rhythms, and formations in every lesson. Tr;-
to include a "fun" dance in cach lesson. (See pagel?S )

. Vary, frecquently, the order in which the various activilics of the rayihn
and dance program is presented.

5. Review dances often. The "faniliar" will allow the children to enjor the
exporience of a free and expressive respunse to musie.

€. Utilize simple "novelty" dances to encourage participation, stimulatc
furtrer interest in the various dance forms, teach basi: dance skills,
and femiliarize the participants with various musical idioms and rhaytivo.

f. Stress the relationship of all dance forms. Thers are cormon threads that
weave through all dance forms., It is the music and rhythm that colors and
charucterizes moverent,

8. Correlate rhythmns and dance with other parts of the elementar) schocl
curriculum. For example, folk and square dances mw.y relate interacti -~
irformation about geography, work habits, literature, and custors of many
countries.
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9. OSeparate dances separated by formations. 1In general, first grade, single
circ¢les with or without partners, second grade; double circles with all ‘
variations, third grade, triple circle, fourth grade contra dances, resls,
random formations, fifth grade, beginning square dance ~nd advanced “nlk,
sixth grade, advanced square and basic social dance steps.

10. Plan a progression so that the first steps can be used in a combination
almost immediately and provide a feeling of accomplishnent,

11. Select several different ways of choosing partners -- children select,
count-off, teacher assign, homeroom teacher assign, girls in set one move
to set two.

12. Prepare for an uneven nurher of boys and girls.

13. PFlan for variation in arrangement of dances, point out contrasts and
parallels in style, steps, and patterns. This will help distinguish one
dance from another.

Jl. Provide opportunity for original or free dancing. Social dance is especinii s
appropriate for this.

B. Teaching a Specific Dance

1. Teacher Preparation
Learning dance steps is as definite a skill learning activity as throwisg

a ball. Therefore, the teacher must analyze the steps and music to ‘
deterning the best teaching method. Preparation may be gulded by the
following:

a. Know the steps of the dance, if necessary make a card that can be
referred to in teaching the steps.

b. Know the sequence of the step patterns as they fit the music. In
singing folk dances, teach the lyrics and step patterns jeintly, or ask
the vocal music teacher to teach the words and music to siriplify the
learning of the dance.

¢. Be familiar with the music to be used: the introduction, the transiticns,
the sequence, and the tempo.

d. Attempt to demonstrate the steps, with or without a partner
e. Have all materials ready to make the best use of class time,
2. Presentation of the Dance
The procedure for breaking down a dance for teaching purposes will vary
accoiding to the dance. There are, however, many steps which are similar

and may be applied to a variety of dances.

a. Clve the name of the dance. Write it con the beoard., If it is unu-u:.,
have the class pronounce it, ‘

b. Give the nationality of the dance and any hackground vwhich will add
Lorzres’. and nske the dance more ieanirgoful.

ERIC o




c. Have children listen to the record so an idea of the characters,
quality, and speed of the music can be attained.

. d. Have children clap or walk to music.
e. Teach phrases of music, not counts.

f. Arrange the group in the desired formation. It may be practical to do
this first. It is sometimes best to teach patterns without partners.

g. Analyze and demonstrate first step and/or words.

h. For dances with short sequences, demonstrate the entire dance and cue
the class as they do it.

i. For dances with long sequences, analyze a part and first try it without
music. Then try it with the music. Present the next part in the sane
way, then put the parts together

3. Review of a dance

a. Review verbally, having the class tell the sequence of the dance. Than
try the dance with the music, cueing the important change.

b. Pick out the spots that need review and practice thzm,

¢. Ksview the dance several days later, play the record and see how fuar
the dancers can progress uithout o cuz,

d. Avoid letting the class form the habit of depending on a cue to prcom’
them. Cueing is only a teaching device.

e. ilake records available before and after class if possible for those who
wish to practice,

C. Basic Rhythms Experiences

Children should have many experiences in working with rhythms. A voczbuliary
and understanding of basic movement is essential before children will be able
to create movement with rhythms. The children should learn to:

1. Listen to the music as if it were talking to them.

<. llove in many different ways to music.

a. In place -~ clapping, tapping, nodding, swinging, kicking, bending, etc.

b. ioving - walk (fast, slow, light, heavy, high, low), run, Skip, gallcp.
slide, march, etc.

7. Kecognize time, tempo, rhythm of various nusical sclections.
4. Develop pleasing combinations of mowveint.

. 5. Recogrize rr~nd, intensitv of misic.

6. Crecse royt Lopat-arns oivh - witko it o e,

ERIC e




Grade

Stress % Y Rhythms and Lance i Comments
BE-L 2. Raythmic Activities . FReferto (@
‘ Ruth BEvans
: a. Locomotor movements Alburs 1 & 2.
(1) Walk
(2) BRun Can be done o
! c¢lapping, drur-,
l (3) Jump music, etc.
(L) Fop
(5) Gallop
(6) skip
(7) Slide i
; (8) Leap '
b. Combination of Locomotor Movements i
% (1) Wwalk-run-walk-run ;
[ (2) Step-hop-step-hop
E (3) Skip-gallop-slide (repeat)
| (L) Walk-run -leap (repeat)
(5) Walk-hop-leap-run (repeat)
¢. Non-locomotor movements
i (1) Shake Use imitat’i--
actions for
(2) Push inturest.
(3) Rull
i (L) Fneel
! (5) Swing

(10) Stretch

(6) Sway }
(7) Turn ;
(8) Twist }
(9) Bend ;

|
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khythms and Bance ! Comments

. Stress :
L et v s em et e e e ————— e e !

e e ¢ s o T s R i o s i ot | oo = o = = o minnne = o e = e s i =

d. Combinations of non-locomotor movemsnts

(1) Push-pull Combine with

| locomotor
(2) Swing-sway { movements,
(3) Turn-bend |
(4) Stretch-bend
(5) Stretch-twist-bend
e. Directional Movements
(1) Forward
(2) Backward
(3) Sideward
(L) Right
(5) Left
(6) Upward
(7) Downward
(8) Around
f. Combinations of Directional }Movements
(1) Forward-backward

‘ (2) Upward-downward

(3) Right-left

(4) Forward or backward-sideward
g. Singing games
(1) "London's Bridge"
(2) "Go Round and Round the Village™

(3) "Did You Ever See a Lassie?"

(L) "Here We Go Round the Mulberry Bush"

(5) "Looby Loo"

. (6) 3ing and Do, (My Little Jog, 7-n Lii .o In.7..rs,
‘ Circus Parzde)
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Grade
Strass Fhythms and Dance

h. Creative Rhythms

e g

(1) Story Play

(a) Dance a Story Series (lfagic Mountain,
Balloons, Little Duck, Noah's Ark;)

(b) Burns and Uheeler, Creative ihythms
(Visits to the Farm, Zoco, Park, etc.)

(2) Imitative Rhythms

(3) Free Rhythns
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D. Novelty Dances
‘ 1, Warm-up or Inding Activities

a. Indurarice -~ Coordination Run
Example '"Music to Vatch Girls By" or “Cotton Candy"

b. Rhythmical "Follow-the-Leadsr"
Example ""Bingo"

¢, Musical Exercises
"And the Beat Goes On" Folkcraft Album 20 and 21

d. Fitness or Exercise Records
"Chicken Fat!

e. rarching
2. Novelty Dances

a, '"Hokey Pokey"

b. "“"Bunny Hop"

¢. Vlexican Hat Twist!

’ d. VArches" - Honor Your Partner - Album #7 or "Pop Goes the VWeasel"

e. DBullfight to "The Lonely Bull" Tijuana Brass

f. liake a game out of a record. For example statues cun be dore to 7 Junps!

g. "Limbo" Record: "Limbo", Chubby Checkers

3. Simple steps that can be learned through ball bouncing and catching

a. The Tango* - Recording: Ruth Evans Childhood Rhythms Series II
Listen to music; clap to rhythm.
Bounce catch, bounce catch, etc.
Bounce, becunce, bounce, catch (One hand to bounce):
Bounce catch, bounce catch, bounce, bounce, bounce, catch.
Valk to rusic (discuss that when the foot touches the floor, that wa:
the same as wher the ball bounced on the floor.).
Use ball as drum and beat rhythm.
Do bounce catch progressions as above,
Walk to rmusic as above. In place of the word step; use (slow, slow)

(quick-quick-quick-pause).
(b-c b-c) (b -b -b <¢)
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The Cha-Cha%* - Recording: "Arthur lurray's Music for Dancing,"

RCA Victor LPH 2155
Same as above as related to progressions
Walk forward to music-slow, quick-quick-quick pause Za) Taon wallk
slow and do quick-quick-quick pause by steps in placc. (1) Thun
walk backwards-slow slow, quick-quick-quick pause. (L) Then back-
wards again-slow slow, and do quick-quick-quick pause by steps in
place. (2) Combine (1) and (2) only for basic cha-cha step.
lote: (a) and (b) are just a leadup to the basic step (1) and (2)

The Two Step* - Recording: Any fox trot for a slow iwo step

Left hand-bounce, bounce, bounce, catch,

Right hand-bounce, bounce, bounca, catch.

Beat rhythm on ball-use words, stap-<lose-step pause. Do shep-ciose-
step pause in place moving tec the left side first, then the right gide
for complete step

Then progress doing it forward, then backward

¥ Excerpts from material preparcd by:

Dr. Frank Langsner

Professer of Physical Fducation
iorgan State College

Baltimore, lMaryland

Alley Cat Dance - lMusic: Alley Cut, Atco Record {o.; Brat Foboods oo biio

piano
Formation: Children in lines, spaced as they would bz for oxercises. .1
face same direction. For our purpeses 2t this timz, have a.l

begin by facing liorth.
First 8 rieasures of music. (A1l facing Nori™)

¢

Right foot. OUT AND IV Right foot is ext-nded %o side and wrought
i " OUT AND IN back to startving positico 2 times.

Right foot  BACK AND UP Right foot extended to rear (svraight bac!:)
and brought back tc stauwbing position,? t:

Hepeat all of A & B above, ising left foot
Use Right Knee

RIGHT KNEE Right knee is bent and brought up and
RIGHT KIEE diagonally across left iizee, 2 times,

Use left knee

LEFT KNEE Left knec is beni and brought up and
LEFT RNEg diagonally across richt liee, @ tim:s,
Rrreat above using ripght ¥nee conce OULY and Jo b oo o CUCE ¢ny, ow
GHT 72

LifT KBS
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AV2Y

e

'

Qde

Clap hands once

=3

Jump and Turn - % of a turn to right so you ave ucw facing
then jump and turn simultanscusly and clap,

[&]
[ad
“a
¥
-
~

Repeat dance facing South, West and North.

Snap fingers when foot is extended to side and to the back and cliap
hands each time foot is brought back to starting pesition,

Pom Dance - Recordings: '"Honky Tonk'" or "Alley Cat"

Steps
Tap - tap - step - cross - step (to the right first and do it L4 times;

Kick right - kick lef% - tap, tap, tap (do 4 times)
Slide right 2 steps then knces front, buck, frons {do L tuwe.)
3

Tep - tap - step s turn, 3 turn (do 4 %Iires)

’

Tap - tap - front line nmoves baclmara 2 st=2ps and nL-cr 1liang noves
front 3 steps

Arms and Pom-poms
Circle right arm, circle left amm - wave pignd - 1eft - oignt

Reise up - doun and back - shoulder high in front circle 3 times
tnoulder high - arm forward raise - snzp pom-poms 3 tlimes
frris side raise - hold - and louor

Circle right, circle left - swing frent, back, feont

ol Dances

“Bingo" - Line of five pecple follow the lead-=r

"Pop Goes the Weasel" - Square dance formation

"Seven Jumps"

"La Raspa"

"Wirginia Reel!

“Irish Lilge

"Ten Protiy Girlst

“Teten ountain  3taip” - Uin“dsor Res:irds

FBwnps-s-Deisv! - Coreonm Nobinsces, S7.oce Danca 00 o, Colwl ia ocoris

’

177



j. "Patch Dance" (Israel)
Dance: Uedding dance. A circle mixer ‘

Music: Patch Tanz - - - Folkraft #1118

Formation: Circle of partners, girl on boys right, all facirg
centor. Hands joined, elbows bent, hands held shoullar
Lhigh

Step: Strut step. (Count 1 and 2 and.) (8tep on cou.b, bend knce
on word and)

Phrase One: Circle r.ght with eight steps
Circle left with eight steps

Phrase Two: Two steps forward toward center and clan cwn hands
thres times in 1 and 2 rhyt'n
Two gteps backuvard to placwe. face partrer and c'a
heel three times., ZFipeat il of Thraze Mo,

Phrase Three: (Partners stand vith right h'ns touchii g, both fe 7«
Joined at shoulder hcight, right arm across pariior'c
chest, left elbow bent
Circle clocltise with pariner ef stops.

Change to opposite sido, left H’pu tou oo

Circle countor clockwise four steps. 8oy svaad: ool
passes girl under boys left and to boys left sids,

ew partner is now on boys right. Repeat entire d.. ‘

¥. "Sleights Sword Dance!" (kngland)
Dance: For men in four parts
fusic: "The Girl I Left Behind de" - - - Folxraft ;71222

Formation: Circle of six, facing clockwise, boys nuncared 1 t» €
swords held in right hand, point down on the flo-r

Step: Sliding shuffle -- (2) sidc step

The Clash: Raise svords in center so that all toucr- -tuvich
right wrist so swords clash together each time je7t
foot touches floor. (8 clashes in 16 steps) -hi. ..
step for - 16 counts

Shoulders and lbows - ¥rom clish, Lc.er suords o righs
shoulder point to the rear. Grasp point of swoid
of dancer in front with Lleft hard, back of hand ~r
top of sword. Contirue oi:ffle otey or - 70~ o
(2) Lif% hilt frow richt shiowider ovirncad ani

lover oa acft shoulan r--ralair ccasy on ororc
continue shuffle stug fo: - 25 ecLdd

1 178
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(3) Lower sword from left shouider to outside of
left elbow--retain grasp c¢n sword. Continue
. shuffle step for - 14 couiits, on count 17 an?
16--raise right arms high overhecad - make
% turn right - face center - lower sworcs »
hip level - retain grasp in "hiltpoint®
position. (Hilt of own sword in right hand,
neighbor's point in left hand)

Over Neighbor's Sword: (All dancers stand) Hilt-point
position, All facing in.

(1) #1 and 6 1ift sword overhead - ;L and 2 icwer
sword. #1 turning left, sicp over loweicd
sword with left foot followed by right, com-
nleting turn.

(2) #1 and 2 raise sword - #2 and 3 lower, #2 stup
over.

(3) #2 and 3 raise sword - #3 and L lower, #3 ste:
over.

lio definitz time for stew Lut vwith practice ray ™o

performed in eight measures of music. If other

groups do not finish at same time, have circle side
step to beginning of next phrase of music.

Right Over Left Lock: (Dancers side left) A1l fzze ceutsr 3o
hilt-point position., All cross rigi:t hand over
left--pass own hilt to dancer on left--take hiiti

‘ being passed from person on the right--press that
hilt under point held in left hand--spreai pozat
and hilt evenly to form a hexagenail lesim - .6
counts,

Circle With Lock Overhead: (A1l face left-shuffle step clack-
wise.)
#1 hold lock overhead with one hilt or with two
hands on one hilt, arms straight, #2 to 6 follow
in circle for - 16 counts

Rose and Draw: (All continue moving leftu)
#1 lowers lock to center of cirecle--all g>:u7p nilt
nearest right hand. (Be sure %o have Filt.)
1L counts. On count 15 all 1ift lock from hip
level to shoulder level. On count 1% lower lock
and at same time draw cunrd from lo:k, do'r and
across body and v iv crter U repat ola o,

PART TV
Repea’ (lash

Repeat Shevldsrs and Elbews

‘ Double Cer:
1) #2 and © and ;2 and 5> raicz ivords. 4 and

i o -
louwer rerd. 4L oard 2 ka'h ogier gvop T ~uared
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sword, #1 left and right, #2 with right then
left. Doth end facing in
(2) #1 and 2 and #3 and L raiss, #2 and 3 lower.
#2 and 3 step over together. #2 left then
right, #3 right then left
(3) Continue until #3 and L, #L and 5, #5 and 6,
#6 and 1 step over
Again no definite time, but with practice can be
performed in 16 counts. If needed, side step so
that all can start next part at beginning of next
phase of music,

Repeat Lock
Repeat Circie With Lock (Nip-It Lock) more difficult.
Hepeat Rose and Draw

Part 3 and Part 4 become increasingly difficult. For st srads
boys, suggest dance consist oi' part 1, part 2, and repeat par® .
For exit, after Rose and Draw in repeat of part 1, rapeat Lock
and Circle With Lock then all follow ,f1 off dance floor.

Excarpt From--
Folk Dances of the British Islos
Puggan, Schlottmann and Rutledge

1. "Bamboo Pole Dance" - Recording "Tinikling" - iiichael Herman's
Special Folk Dance Albun
Suggested Progression in Teaching:
Teach the stick pattern with hands and thon polas.

Beat 1 - strike floor or boards (1 fi. apari)
Beat 2 - strike floor or boards (1 ft. apart)
Beat 3 - strike poles togethor

Teach the basic steps.

Tinikling step
Left -- Hop once on left foot outside poles fclloued by two
hops inside poles on same spot first by right foct
and then by left (LRL -- 3 teats).
Rignt - Same as left except with opposite feet (FLR --3 beats;

Bamboo Hop
Left -~ Same as the Tinikling Stop eucep! the two hons incice
the poles are done on the same foot (LRR --3 beats)
Right - Same as the Tinikling Step except the two hops insice
the poles are donn on same foot (RUL ~-3 beats)

Helpful Hints:
Put stick and feet together

«.use gelf wubes - no danger of btreal.ng up the st exe
until they learn Fow

..in groups of 3 - more practice

Satry to mmsie - piok ov’ bette Yids to tro-oon tho
reg LT peoles.

«.det thes jork in mod)T orewrs areo rm Moir on L osulich

enc fool ¢ ot

‘q,-.
SIT L



M.

Parachute Dance

(1)

“"Circassian Cirecle!" -~ Folkraft F1115-13

Formation: Singlo circle of couples racing the conter, girl th-
partner's right. All hands on parachute.

Measures:

1 -8 Lift parachute forward and back. All walk 8 steps forward
to centor and 8 steps backward to place.

1 -8 Lift parachute, girls to center and then come vack,
Girls release parachute and walk 7 steps to center and
c.rtsey and then walk 8 steps backward to place.

1 -8 Hold parachute with left hand and walk 1% 3iaps cawaboi--
clockwise .

1 -8 Change to right hand and walk 16 ateps clockwise,

Repeat dance as above, oxcept boys to the center with 3
steps, turn rignt about and step *c¢ next girl.

"La Raspal

Formation: Single circle of couples facing center, girl cn parinu:- -
right

Part I

®ap parachute 3 times, then spring cn left foot and senéd ragat
fooct forward, heel down toe up. Spring cn right foov and acna left
Toot forward, heel down toe up. Spring on left foot and send rimht
foot forward, heel down toe up

Part TI
Repe=at above except spring on right foot. Do I uud I twice,

Part III
Hold on to parachute with left hand and skip 16 skipping steps
counterclockvwise. Change hands and hold with right hand and skin
16 skipping steps clockwise.
Repeat dancs.
Lo part III vith a slide step.

Repcat dance.

20 part (I with a polka step.

J

Repeat dance,

»

“re I7T with 2 zallop.

2
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(3) "Green Sleeves"

Formationt Single circle of couples facing counterclockwise
holding on to parachute with left hand ¢

Feasures:
Part 1

1 -8 411 walk briskly counterclockwise 16 steps holding parachute
with left hand.

9 - 16 Change and walk clockwise 16 steps holding parachute with
right hand.

Fart II
17 - 2L Boys stop and grasp parachuts with both hands and muashroon
the chute as the girls continue walking clockwise weaving
and out around boys to a new position. (16 walking steps and
stop on the left of the fourth boy)

Repeat dance as above, except that girls mushroom the parachute
and the toys weave in and out in a new pesition,

The above parachute dances were developed by:
Dr. Frank Langsner, Professor of Physical Education
Morgan State College, Baltimore, ilaryland
T, F dazmentals of Dance
1. DBasic Dance Steps
The following dance steps are basic to many of the folk dances taveh®. in
physical education; however, it is not necessary to teach the formal step
in order to perform the dance. .fany dances can be medified tc nest the
ability of the teacher and students.
a. Polka step (2/4 tempo)
(1} Count 1: Hop on right foot.
(2) Count 2: Step forward on left foot, close right to left, step I
b. Bleking (2/L tenpo)

(1) Count 1: Bleking is a hop step in wiiich the free fcot is
extended forward with the heel touching the floor.

(2) Count 2: Change quickly, bringing th: Scr..rd fosi back iov
the hop and extending the oppczilc feot forvard,

182




o, Two-step (2/L tempo)
(1) Step 1t Step left - close right - step left.
(2) Step 2: Step right - close left - step right.

Schottische (L/L tempo)

[

(1) Step 1: Step L, R, L - hop L
(2) Step 2: Step R, L, R - hop R
2, [D:nce Formations

a, Single ecircle, facing in

{ '\\\ \ ./'I
AN B
S -~
i N\
,\‘*\\'
o
! . .
L AN
L N
e B '
N A Y

b, &Single cir-le artners facin
£ 3
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c. Double circle, couples facing counterclockwise

.
. ' >
N /
- ' .
s
t
: 3 '1 q
! o
‘l '/
/~ -
o i
. .
d. Double circle, partners facing
"
’ ;
- /' .
N :
\A -~
.\ R4
..... \
\ ’ - "
/
e. Double circle, couples facing
f. 2 couple sets, scattered
- N ‘
. N
N\ :
: \
> -
- e . .
k N p ST R T\ v
1 ~
\ -
L A \ g
- = </ ‘
, : N J
RN
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g. Groups of 3

' h. Groups of 3 facing

i. Longways formation

j+ Quadrille or square formation

. \
- i\
-
F. Folk Dances in Approximate order of Difficulty
Country Descriptive Comment
"How Do You Do, My Partner" Sweden Partners or single circle skip

"Round and Round the Village" England Circle walk, skip

"I Ses You" Sweden Partnoers skip
“"Bridge of Avigon! France Circle, skip
“Jump Jdim Jo" U.S. Circle jump sidestep, run
"Gay rusician" France Circle walk skip
"Polly Volly Doodle" U.S. Circle slide, walk
"The \hoat! Czech, Wialk skip
“Hi Little Lassie" Sweden Stamn, siide
‘ "Little Tutch Girl% Holland Walk

O ‘ lBS
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Yo Polkal

"Ny Pew Belinda®

" oanish Do

tonildron's Folkal

“Jood iight Lzdies!

tTera Around el

*Snocnaker's Dance!

“ilartl Teppert

Fameal and Creteld

Caeiaa DonceV

*Green Sleeves'
Qarians!

"Ten Poaoly Girls!

HSeyen Junps!

“Dingo!

tCome Let Us Be Joyful"

Filue Morr Annekal

"Carroaselh

"Crestad Hen"

“Paw Faw PztchM

HEleking!

"Little ldan in 4 FIx

"Pop Goes the Leasel”

"La Paspa”

Tonkey Janca’

“Tantoli"

nce ol Croating!

Country
Sweden
U.o.
Denisark
Gorman
U.S3.
Czech.
Lonmark
Finland

Germeny

Fngland
Sweden
U.S.
Derriarx
Scot., Am.
Germany
Sweden
Sweden
Denmark
U.S.
Sveden
Denmark
Uv.s.
Mexico
Hexice

Sveden

386

Dascriptive Cormmant
Circle, heel and tos-
Circle, walking
Circle, Run, Star)
Couple Stepdraw, stamy
Doublo Circla, Skip
Circlie or line Rvn-Walk
Skip or forward polka
Double circic attische
Circle partners 5Llide, walk
Yalk, run
Walk
Circle or line poliihn

Group or couple

Step hop or ki
Circlic walk, skip
Walk - Skip

Walk skip polka step
Partners slide

Trio Step -~ hop

Columns, skip walk

Circle Bleking S.2p, Step,hop
Waltz run

Progressive couplc 3kip or 5%
walk

Blexirg Skip Itur

linc grapoviic

Circle - stey -io b, Galosbiincic,
dran

lJalk grapevino

R -



Country Descriptive Comment

"Oh Susanna" Uu.S. Circle Walk-skip

"Chestnut Tree" Fngland Circle schottische step

"Gustaf's Skoal' Sweden Quadrille. walk skip

"Ace of Diamonds" Denmark Couple step-hop-polka

"Cshebogar! Hungary Slide, skip, step, circle draw

"Klumpakajis" Lithuania Walk-polka

"Glow Vorm" U.S. Walk

“Horiu Miego" Lithuania Bleking step, walk

"Virginia Reel" U.s. Contra walk or skip

"Norwegian }Mt. March" Horway Circle, step hop

"Hora" Israel Grapevine OStep cross step swing

"Csardas! Hungary Circle, walking, slide

"Tarantclla" Italy 2 couples in a set - step-hop, skip
l' "Cherkassiya" Israel Circle grapevine, step hop

"Sisken" Denmark Circle walk-waitz

"Irish Lilt" (Vasherwoman) Ireland Square sets of L Walk - Skip

"Hinuet" France Minuet step, balance
"Schottische" Denmark Two-step walk
Seven Steps" Germany Walk schottische step -
"Chimes of Dunxirk" French- Circle, Run
Belgian
"Circassian Circle" American  Circle walk-swing
I )
il =
. \f T I'“ ¢
o LI \:\' :’—/7
‘ .”‘;\‘ ‘ ‘ . ‘.;-lw‘\“.f-
S O ‘,\‘\\;” / v:‘!\\.‘ .
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Grade [ i

Rhyttms and Dance

Stress Comments
e e e e ¢ b St . e . e e 4 i e e e —— = i i e % ¢ e 0 i o et g 2 e i o e b, St
G. Sqguare Dance ; ‘
Bl-6 1. Basic square dance calls and terms E
| a. Set | Keep set small.
b. Numbering of stations and couples |
c. Head couple, Head Lady, Head Gent
d. Side couple, Side Lady, Side Gent
. Corner Lady
f. Home Couple
g. Visiting Couple
h. Casting off
i. Honor, bow, etc. Don't antici-
pate the call,
J. DBalance and swing Don't talk or
ging while a
k. Promenade caller is
calling.
1. Swing ‘l
n. Do-Si-Do
n, To the center and back
0., Allemande left
p. Grand right and left
q. Right and lef* through
r. Ladies chain
2. Honor Your Partner - Square Dances (These are
presented in order of difficulty)
Albunm I Albun IIX
Ch Susanna Yankee Doodle
Head and Sides Sweet Alice
Honolulu Baby Duck for the Cyster
Po-5i-Po and owing Ladies Chain
Around the Cutside Darling Nellie Gray
Tvro Head Ladies Push Her Away
O !l
« 188




Albunm III Album IV

Loch Lomond Patty Cake Polka Mixer
Ladies Grand Chain Rochester Schottische
Texas Star Tandem Rochester Schottische

Left Hand Ladies Pass Under Five Foot Two Mixer
Iy Little Girl Narcissus

The Basket Paul Jones ifixer

"Learn Vhile Dancing" series on Modern Square Dance,

(calls and choreography by Tom Evaul)
Rock Island Ride

A Spoonful of Sugar

Majo

Big Daddy

Hoe Boogie

King of the Road

Vheels

Hey, Look lNe Over

Git Dovn Ho. 1

Kingston Towmn
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Self ~Testing

Self ~-Testing Stunts

and to show h*+® companions what he can do."
perience,

Grade

According to O'Keefe and Aldrich, "play activities of a self-testing
nature appeal to a small child because they give him a chance to test himself

Stress

BK-1

B2-3

It is a Joyful, satisfying ex-

Physically, self-testing stunts help develop strength, flexibility,
agility, endurane, and balance.

Curriculum Content

" A, Uithout mats

10.

Baby crawl (hands and knees)

Puppy dog (hands and feet)

Lame dog (two hands, one foot)

Log roll (pencil roll)

Fgg roll (tuck, roll sideward;
Dephant walk (stiff legs)

Seal walk (drag legs)

Alligator (all fours, flat)

Valrus (drag body, pull with elbows or forearms)
Bunny hop (both hands, then both feet)
Cne leg stand

Twin valk

Inchvorn

Frog jump

Rabbit jump

Knee slep {(Jjump)

Foot slap (junmp)

Heel slap {jump)

Kick yourself (jump and kick self with both heels)

193
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Comments

No sharp ob-
Jects in
pockets

Keep bod
strgighty&

long.

Reduce friction’
use smooth
surface.

Match partner

by weight.

Keop hands still
when feet move
& vice versa.

Arch back at

height of Jjurp.

Arch back at
height of jump.



Grade

Self-Testing !

e - !

Comments

Jumping jack '
|

Heel click (jump and click heels, one-two-three)

Crab walk (feet first, head first, sideward)

All four's forward, backward, and sideward

wheelbarrow (hold knees-feet-one foot)

High wheelbarrow (front man's feot on pusher's

Side leaning rest {one hand - one foot)

Seal slap (push up - clap hands)

Hand kick (arm held shoulder high - kick hand) ’

{
Junp over oun fcot (leg extended-foot held by self)

i
i

Straight leg sit (grasp ankles, touch forechead to
Straddle leg sit (grasp ankles, touch chest to
Straddle leg sit (grasp one ankle, stand by

turning held leg over other)

Juno - straddle tce touch

Stress
l 20.
2l.
i 22. Coffee grinder
2.
o
é 25. Wring dishrag
§ 26. Chinese getup
27. Athletic hand shake
BL 28. Chicken walk
29.
| 30.
E shoulders)
oL
£ | 32.
E 33. Eneo tuck jump
| 3Lk, 3ide heel click
35.
E 4 36. Double hand kick
E 37.
BS-6 | 38,
% knees)
E 39.
floor)
j 0.
{ L1.
B L.

Hitch kick - swing right leg upward followed
by left leg kicking in one movement and land
on right foot. (Reverse for left footed kicker)

9L

Perform on
hands & feet.

lfatch partners
of equal build.
fatch partners
of cqual build.

Let wheelbarrow
set paca.

Land on feet -

Land on feet,.
Land on feet.

vork for great-
er flexibility.
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BK-1

e e s - e g JR—

Corments

v J
cerf-Testing r
e e w_% .
3. Long reach (from squat-reach forward as far as |
possible) ;
LL. One-half lever support from sit |
LS. Uall spring (lean forward, touch wall, push back i
to stand) |
L6. Crane twist (bend forward, head touching wall, i
full twist) ;
L7. Wall dips (feet 1-2-~3 foet from base of wall) }
With mats !
Hote: wuse of mats dees not infer that the children
are nov tumbling. Hats are provided for comfort
and safety.
1. Log rell *  Keep body
‘ straight &
2. Egg roll i long.
|
3. Rocking chair (prone, hold feet, rock on Keep in a
stomach) . tuck position.
4. Billykin (tuck, roll onto back and sit up)
5. Turn, sit and stand
6. Jump one-half twist - Land on feet.
7. Jump full twist . Land on feet.
8. V sit
9. Front scale (stand one leg, body horizontal)
10. Barrel roll (partners, one on top of other, f Roll side-
facing, head to feet) © ward.
11. Back to back walk (partners, with elbows hooked)
12. Centipede (partners, bottom man, hands and feet.
Top man, hands only, feet rest on partner's
shoulder)
13. Forehead touch sitting (touch forehead with toes)
1. Forehead touch standing (stand on one foot)

']
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Crade ' Self-Testing Comments

Stress |
P T T e it e - B i T T EEE T PR . ‘
B2-3 15. Knee junp (jump to feet from knees) f
16. Shoulder rest
17. Shoulder rest and bicycle Place palms
‘ on small of
' 18. Roll back to shoulder rest back .
' 19. Repeat {18) to floor touch (touch floor-both
‘ toes-overhead )
Bl ; 20. Knee walk (hold up feet in back, with hands) | Use mat,
; 21. wrestlers bridge |
| |
»
E | 22. Cricket walk
23. From on back to back bend
: 2L, Back bend and walk hands to feect
25. Back bend - walk feet to hands
26. Back bend - walk {feet first-head first) |
| ’
’ 27. Kneeling back bend g
i
28, Flank vault (from front rest-swing legs J
} to side to sit) 1
, i
29. Dead man's fall ! Turn head as
! hands touch mat.
BS-6 30. One knee balance ;
t
1
31l. One knee balance and forward reach and
return
32. Russian dance (alone and doubles)
33. iarine push-ups (push-up, hands and feet
leave floor)
i
34. Piggy back ride ~ Use partners
] equal build.
E ] 35. Flying angel (wheelbarrow - no hands) i Use heavier
! child as basse.
E 36. Feet sit (bottom man on his back, top man
sit on his feet)
156
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Cl

37. Swan lift (bottom man on his back, both
hand to hand, top man swan on bottoms feet)

38. Swan balance (same as (37) except drop hand
hold)

39. Rear elbow 1ift
Free Exercise
Self-testing stunts combined with basic move-

ments can evolve into free exercise routines.
Consult any good book on gymnastics.

197 / A
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Use stronger
child as base,
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Vaulting Box and Mats,.,,.....
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IMNDCOR APARATUS

201

‘ B e T ——
utress% CUWdICULUM COVTENT ' Comments
| Indoor Apparatus
i {ats (tumbling)
RECHR 1. Fgg roll (sideward roll) Have child
: tuck head.
j 2. Forward roll
% 3. Running forward roll Use one foot
| take-off, two
! L. Forward roll down incline (mat covered foot take-off.
i spring board)
; 5. Forward roll on double layered, mat
% covered, tube rafts
&
i 6. Forward roll dismount from wheelbarrow
‘ 7. Shoulder rest balance (bicycle position)
. Have child try
| 8. "V sit with flutter kick, with criss- for good bal-
L cross kicks ance.
|
o f 9. Combine baby crawl with egg roll.
10. Combine puppy dog with egg roll. i
p2-3 | 11. Forward roll from stand to stand Have child
roll to feet.
12, Straddle leg forward, rocll to feet
13, No hands forward roll
14. Series of three or more forward rolls
! 15. Continuous forward rolls (stay in tuck,
i use hands on first roll only)
|
! 16. Forward roll on rolled up mat - longways
i 17. Forward roll over rolled up mat - cross-
i vays
; 18. Backward rolls Use proper
‘ hand placement,
: land on feet .
: 19. Frog head stand Use triangular
: base.
‘ i 20. Head stand (third grade)
i



Grade CT ) o ) - ‘
Stress. Indoor Apparatus ? Comment,s

21. Cartwhecl o

22. Back roll down incline

23, Combination forward-backward rolls

¢l. Dive and roll . Use two foot
| take-off.
25. Backward extension roll i Have child

i avoid stepout.
26. Cartwheel (right - left)

27. Combinatlcn forward roll and back-
ward roll

, 28, Forward roll to frog stand to head
i stand, forward roll dismount

29. Cartwheel to a forward recll ;

30, Head stand with various leg positions
(split, straddle, estc.)

E é 31. Two and three man pyramids
B5-6 32. Dive over rolled up mat
33. Dive over partners . Feet should
| ' follow path
‘ 34. Round-off . of head,
35. Continuous cartwheels i
36. Round-off to back extension roll i
1 i
37. Assisted handstand ; Use one or

two helpers.
38. lomentary handstand - chest roll dismount

39. Backward roll to chest roill to feet

40. Round-off to back roll to chest roll to
feet

i1. Shoulder spring off rolled up mat

B L2. PFyramids of various types

E 43. Partner balancing stunts Kave heavy- ‘
vieights on
bottom.
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Grade '
Stress |

BK-1

B2-3

10.
11,

12,

13.

1L.

15.

17.

Indoor Apparatus

Balance beam

talk forward on beam, arms held sideward.
Walk backward on beam, arms held sideward.

Walk to the middle, with arms held sideward;
turn around and walk backward.

Walk forward to middle of bean, then turn
and walk the remaining distance sideward left
with weight on ball of feet.

tlalk to center of beam, then turn and
continue sideward right.

iialk forward with left foot always in front
of right.

Vallk forvard with right foot always in
front of left.

Valk backward with left foot always
in front of right.

‘Walk backward with right foot always in
front of left.

lialk forward with hands on hips.
1'alk backward with hands on hips.

“alk forward and pick up a blackboard eraser
from middle of bean.

Valk forward to center, kneel on one knee,
rise and continue to end of bean.

Walk forward with eraser balanced on top of
head.

Valk backward with craser balanced on top of
head.,

Place eraser at center of bzam. Walk to
center, Place oraser on top of head, contintue
to end of bean.

Have partners hold a wand twelve inches above
center of beam. ialk forward¢ on beam and
step over wand.
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Comments

Stress walking
not running.

Keep in mind
that object is
balance,



Grade
Stress Indoor Apparatus ; Comrients

18. Walk backward and step over wand.
19. Have wand held at height of three feet.
Wlalk forward and pass under it.

20. Walk backward and pass under wand,

2l. Walk beam backward with hands clasped
behind body.

22. WValk beam forward, arms held sideward,
palms up, with an eraser on the back of
cach hand.

23 Valk beam forward, arms held sideward, .
palms up, with an eraser on palm of each hand.

2k. Valk bean backward, arms held sideward, palns
up, vith an eraser on back of cach hand.

25. Valk the bean backward, arms hold sideward,
palms up, with an eraser on back of each
hand, and one on top of nead.

26, Valk bean sideward, right, weight on balls

of feet, | '

27. Valk beam sideward, left, weight on balls
of feet,

28. Walk forward to middle of beam, kneel on Encourage usc
one knee, straighten right leg forward of proper foot.-
until heel is on beam and xne2 1s straight. i wear.

Rise and walk to end of beam-. j

29. Walk forward to middle of beam, kneel on i
one knee, straighten left leg forward
until heel is on beam and knee is straight.
Rise and walk to end of bean.

30. Walk backward {o middle of bean, kneel on i
one knee, straighten right leg forward i
until heel is on beam and knee is straight. :
Rise and walk to end of beam.

o
I

31. Valk backward to middle of beam, kneel on |
one knee, straighten left leg forward until
heel is on bean and knee is straight. Rise g
and walk to end of beanm. i

32. Hop on right foot, the full length of bearn. |

33. Hop on left foot, the full length of bean.

20l |




Grade
Stress

¥
‘ T T e
'

B5-6

37.

38.

37.

Lio.

L.

Le.

L3.

k.

L6.

Indoor Apparabus

then turn around and hop back-

Hop on left foot, full length of beam, then

turn around and hop back.

Walk to middle of beam, balance on one foot,

turn around on this foot and walk backward
to end of beam.

Walk to middle of beam left sideward, turn
around and walk to end right sideward.

With arms clasped about body in rear, walk
the beam forwards

With arms clasped about body in rear, walk
forward to middle, turn around once, walk
backward the remaining distanco,

Flace eraser at middle of beam, walk out
to it, kneel on one knee, place eraser on
top of head, rise, turn around and walk
backward the remaining distance

Walx the beam backward with an eraser
balanced on the back of each hand. At
the center, turn around and walk backward
to the end of the beam.

Walk to middle of beam, do a right-side
support, rise and then walk to end.

Walk to middle of beam, do a left-side
support, rise and walk to end.

Place eraser at middle of beam. lalk
out to it, kneel on one knee, pick up
eraser and place it on the beam behind
pupil, rise and continue to end.

Vialk to nmiddle of beam, do a balance
stand on one foot, ariis held sideward
vith trunk and free leg held horizontally.

Flace eraser at middle of beam, walk becam
left sideward, pick up eraser, place it
on right side of beam, turn around and
walk right sideward to end of beanm.
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Hop on right foot, the full length of bean,

Comments

Beoan bags can
b2 used too.



B5-6

51.

Hold wand 15 inches above boam:w‘Béi;nce-

_Indoor Apparatus

eraser on head, walk forward stepping
over wand,

Hold wand 15 inches above beam. Balance
eraser on head, walk backward stepping
over wand.

Hold wand 15 inches above beam. Balance
eraser on head, talk sideward right,
stepping over wand.

Hold wand 15 inches above bean. Balance
eraser on head, walk sideward left,
Stepping over wand.

Have wand held at height of three feect.
Lialk forward, hands on hips and pass
under 3¢,

Valk tackward, hands on hips and pass
under wand.

Fold a piece of paper at right angle so
it will stand on the beam at the niddle,
Wwalk to paper, kneel, pick it up with
teeth, rise and walk to end of beanm.

Place paper as in #53. Walk out to it,
do a right-side support.

Flace paper as in #53. Walk out %o it,
te a left-side support, pick up paper
with teeth and walk to end of beam,
Hop to middle of beam on right foot.
Turn around on same foot and hop back-
ward to end of beanm.

Hop to niddle of beam on left foot.
Turn around on same foot and hop back-
wvard to end of bean,

Valk bean forward, eyes closed.

Walk bean backward, eyes closed,

Walk beam sideward right, eyes closed.
Stand on beam, feet side by side, cyes

closed and record number of seconds
balance is maintained.
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!

Comments

Provide spot-
ters for
exercises
involving
kneeling.

Encourage
concentraction
and safety.




Grade
. Stress ! Indoor Apparatus © Corments

e e - .- PR -

? 62. Stand on beam, one foot in advance of the !
other, eyes closed, and record number of
seconds balance is maintained,

1 63. Stand on right foot, eyes closed, and
‘ record number of seconds balance is
maintained.

: 6L, Stand on left foot, eyes closed, and
record number of seconds balance is
| maintained.

65. VWalk beam sideward left, eyes nlosed.
66. Partners start at opposite ends, walk

to middle, pass each other, and continue
te end of beam.

I

Hote: If a regulation competitive balance bean is
available use exercises suitable to this
piece of equipment. Refer to bibliography

‘t p-33'
iSpringboard and mats (double thickness) - Keep exerciscs
‘ } ' in progressicn.
Approach Take-0Off Ixercise '
, f sdaster ore rove
BK-1 |1. ‘alk Stand on - one foot Step off, one root . before going .
I i
2. Valk Stand - one foot Jump off
3. lalk Stand - two feet Jump off L
L. Talk llalking one foot Jump ‘
5. llalk Valking two feet Junp
6. lalk turdle step, tuo feet Junp
7. lalk lurdle step, two feet Jump with turns, i, s
B Ualk Hurdle step, two feet Jump with claps & ?Stress 110
! slaps while in air: . foot take-off.
Clap hands in front
Clap hands in back ;
| Clap hands, front to
; back
5 Slap sides
' | Slap knees :
l |
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Gradg T T e b e m e e e TR

Add forward or back-
ward rolls after ‘
landing on both feet,

Stress ’ 3 ' Comments
| Approach Take-0ff Exercise ‘
B2-3 | 2. Run One foot Run in air Stress proper
| take-off.
10, Run One foot Jump |
11. Run One foot Jump for height
12. Run Cne foot Jump for distance )
|
13. Run Two feet K-1 exercises {ronm i Allow time for
. #3 through #8 | students to
i ., build up
: ! courage.
Bl 14. Run Two feet Tuck jump i Stress landing
on feet.
15. Run Two feet Straddle jump !
16. Run Two feet Stride jump i
*'17. Run Two feet Pike jump i Stress working
P + board for op-
18, Walk Kneel-two knees Forward roll i timum height.
19. WValk Stand-two feet Forward roll ! ‘
. 20. Run Two feet Kindergarten-first !
! exercise 8, add % ’
{ twists :
} |
; 2l. Run Two feet Repsat above Jjumps. !
!

twists. Add rolls to begin.
after landing.

|
B5-6 {.22. Run Two feet Various jumps add t Use spotters
1
!
|

i 23+ Walk Stand-two feet Dive and roll Safety. Use
, inner tubes
' 2L, Run Two feet Dive and roll | under double
| layer of mats,
25. Run T™wo feet Jump over rope :
26, Run Two feet Combine with vaulting!
! box & vaulting box |
stunts. |
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Grads
Stress

R s i

Vaulting box (use lowest section)

Approach

BK-1 1. Valk

2. Walk
; 3. Walk
L. Walk

5. Run
E 6. Run
| 7. Run

8. Run

B2-3 1 9. Run

. 10. Run One foot - jump on
i 11. Run Two feet - hands on
! 12. Run Two feet ~ hands on
1 13. Run Two feet - hands un
' 1. Run Two fest - hands on
|

Bu ' 15. All ap- Repeat all previous
f proachas mounts on high box
E running
r
|
|
i
: 16. Run Two feet-hands
)
© 17. Run Two feet-iiands on
| ‘

E | Hote:

Indoor Apparatus 1

Take-0f £ -Mount

Climb up, sit on

Climb up,

stand on

Climb up, stand on

Climb up, stand on

One foot, Jjump on
Cne foot, jump on
Cne foot, jump on

One foot, jump on

One foot - jump on

Teach use of springbourd or mini-trampoline and
add to use with high vaulting box.

209

(mats)

Exercise - Dismount
Slide off, land on feet:
Jump off, land on feet j

Jump off, % turn, R & L'
Jump off, % turn i
Jump off ;
Jump off, % turn ;

|

Jump off, % turn é

Jump off, slap knees
in air

Straddle jump |
Tuck jump f
Front vault, L & R |
Flank vault, L & R i

t

Knecl on, knee jump off

Volf vault, L & R

Repeat previous exer-
cises on high box.
Use forward roll on !
landing mat for body
control. Be sure
pupil lands on feet
before starting roli.

Straddle vault

Squat vault !

Commeqts

Let child de-
vise own stuntse

Use double
thickness of
mats for
safety,

Stress as much
height as
possible.

Stress landing
on feet:

Use wall
charts as
learning sid.

Have child
land standing.
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Grade

t

Stross  Indoor Appayatus ' Comnents
5 Approach Take-0rf -Mount Exercise - Dismount '
B5-6 | 18. All ap- A}l take-offs-two ft. All exercises done with.
' proaches  exception listad springboard or mini-
running below tramp
19. Two feet Jump on top of box E
20. Two feet Jump on top of box, EStress landing

land and forward roll ,on feet before
Estarting roll,

21. Two feet Jump over box '
‘ i
-y One foot Thief vault :
23, T™wo feet-hards on Rear vault-left & ‘
right :
.2l Two feot-hariis on Long box-forward
roll on top
E : 25, ™wo feet~hands on Long box-straddle !
: |
i 26. Two feet-hands on High box-squat vault |
E 27. Two feet-iiands on High box-forward roll
over :
E j 28. Two feet-hands on Shoulder - spring 'Put mat on top
: of box.
1
Rings
BX-1 1. Chin on the rings .Emphasize

{proper gripe.
a. sitting position :
b. Standing position ;
f 2. Chinning

Child starts exercise from extended chinning
position. Flexing arms, child brings body up
until rings are level with and close to chest,

3. Inverted hang -~ legs spread

|
|
|
|

i, Inverted hand - legs together ‘Fmphasize
{kseping body
5. Hang - two hands, one knce in ring 'straight. ‘
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B2-3

B2-3

10.
11.

12.

13.

1k.

Hang - both knees

Hang - both knees, climb up to sit in
rings

Skin the cat (backward only, release ring
when feet touch floor)

Skin the cat

From hanging position, pupil pulls with his
arms and at same time swings his body and
legs upward, pulling knees toward his chest.
Legs are kept inside arms. Pupil can chin
first, if desired, to help raise legs. Lags
make complete circle through arms and pupil
hangs with feet down as far as possible.

He can then reverse exercise, or drop to
mat. During exercise, feet shovld be kept
together and head up.

Skin the cat to stand - dislocate
Inlocate to put skin on cat
Yonkey hang

After pupil has skinned the cat, he can
assume the monkey hang position by suspending
from one hand. He should reach as far down
as possible before releasing one of his hands.
Gripping ring tightly, pupil continues to
hang from one ring and makes a full circle by
twisting body before regrasping ring. Arms
should be alternated and direction of circle
changed.

Bird's nest

From hanging position, pupil pulls with his
arms and at the same time raises his legs,
draving the knees toward his chest and
hooxing his toes through the rings. Legs
are on the inside of the arms with the

knees as near to chest as possible. He then
arches body forward and back, and brings his
head up so ho is facing flror. He can then
return to starting position by reversing
operation, or he can releasehis toes, touch
mat, and then reverse.

Bird's nest-one foot~-two hands
From the bird's nest position, pupil can

assume the one foot hang, by releasing one
foot and extending the leg.
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Use spotters.

Use inner

tubes under
mats for

gafety.
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_Stress A

B5-6

E

15,

16.

i7.

18,

19.

20'

21.

22,
23,

2l

25.

Indoor Apparatus

Bird's nest-one foot-one arm, opposite sides
(1eft foot-right arm)

51t in rings - straps behind arms-grasp
rings~-forward roll dismount to hang.

Inverted hang - inverted one-half lever -
back circle to hang or stand - dislocate -
dismount

Inlocate - pull to inverted one-half lever -
forward circle to hang with one-half lever -
pull up to straight leg hang - ¢.smount

Back circle - dislocate - inlocate - forwvard
circle

(Series of bird nests) bird nest to one foot
bird nest to one arm, one foot bird nest -
one-half roll under and regrasp with free
hand - dismount

Single leg cut-off - forward

From hanging position, pupil pulls up with
his arms, at the same time swinging legs
and body upward with knees close to chest.
Both legs are then straightened upward,
and right leg is lowered toward crook in
right arm, Pupil should keep his eyes on
rings. As right leg comes dovnward to
arm, right hand should be released while
weight is shifted to left hand holding
ring. After leg passes through, ring
should be regrasped with right hand.
Repeat with left leg.

Single leg cut-off and catch

Double leg cut-off and catch - both legs
cut off one arm

Single arm cut-off - backward (straddle
one arm)

Back circle dismount
Start as skin the cat. Tuck position--

as bedy passes between rings release grip
and land on feet.
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Comments

Tty overhead
projector with
overlays to
show stunts.

Emphasize
hold tight1!

Use spolbters
throughzut,




Grade ' |

Stress . . ........ .. Indoor Apparatus | Comments
1 )
‘ ; 26. Straddle dismount backward )
| Start back circle, straddle both arms. I
Just before legs touch arms release grip '
and continue back somersault to feet. }
| !
; 27. Straddle dismount forward |
! !
Proceed as in single leg cut-off, oxcept |
spread legs and cut-off both arms. !
!
; 28. Jump to straight arm support }
: One-half lever. Hold one-half lever and :
: slowly lower to straight arm hang. |
|
, 29. Jump to straight arm support - forward roll
: to hang. |
Trapeze %
BK-1 1. Chinning - regular, reversed, mixed grip ' Use proper
‘ grip.
i 2. Hang - two hands, one knee
' 3. False one knee hang - clamp holding leg Keep hands
i with free leg, hold with two hands ! dry.
f L. Low bar - hand over bar, arms and legs free
5. Low bar - roll over bar, hand grip
% 6. Hang - both knees, no hands, regrasp
f !
E 5 7. Sit-up from two knee hang
B2-3 | 8. Skin the cat Use adequate

number of mats.
9. From two knee hang skin the cat dismount

Don't crowd
10. From sit on trapeze, skin the cat dismount performer
11. Bird's nests (variations)

12. (Low Bar) jump to support - forward roll
dismount

1k 3 13. Back circle to rest, forward roll dismount

1L. Inverted hang

|
i 213
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Grade . e [ '“ )
Stress | . Indoor Avparatus |  Comments

e S T T - e 0
B5-6 ! 15. Hang one-half lever Use spotters.

! 16. Back circle to inverted hang with one-half
F lever

Parallel bars

|
|
|
|
1
|
g
|
i

BK-1 1. Hang - at end and middle for five counts, Cover base
add swing with mats,
: 2. Hang - hands and heels, at end and middle,
| add swing
; 3. Hang - hands and knees, under middle of |
i bars, add swing :
|
i i, Repeat #2, walk head first, walk feet first, I
4
i
i 5. Repeat #3, walk sideways. |
| 6. Hang - under one bar, hands and knees, walk | Use spotters
forward and back { throughout,
i
| 7. Hang - hands only, both bars, travel Spotters keep

arms under bars‘

I 8. Hang - hands only, side bar, travel

B2-3 | 9. Jump, support on side bar, walk.

! 10. Jump, support on side bar, roll over from !
l outside-in.

11. Inverted hang, at end and middle, legs
| spread

t 12. Inverted hang, at end and middle, legs
together

' 13. Skin the cat, at end and middle, facing
out and in

Stress keep
hands dry.

Ui, Skin the cat, at end and middle, return

15. Skin the cat, on side bar, facing out
and in

E 16. Birds nest, middle of bars, longuays

17. Birds nest, hands on one bar, toes on
| other, across bars

214




e e e e e e ¢ o o b ot o Sk 4 4 A e | 2 b e 4 e+ oot oo . ———

Grade . L

Stress Indoor Apparatus ' Comments
. ! 18. Birds nest, hands and toas on ons bar I»

I
BL 19, Inverted hang - hrlf lever ’
20, Hang - half lever |
|
|

21. Hang - half lever to birds nest

i 22. Jump

cross arm support Develop proper

routirnss.
23. Jump - cross arm support - swing

2, Upper arm hang - swing

B5-6 25. Jump - to side riding seat - % turn to support Tpy £iln loop
7 on side bar - rear dismount at station %o
i 26, Jump - to side riding seat - swing legs to | aid learning.
! seat on opposite bar - same dismount i
E 27. Jump - cross arm support I Use children's
& ideas.
’ a. Dips
. \ b. Swinging dips
|
E } 28. Cross mount - travel - front dismount
E l 29. Cross arm support 2t end. Rear vault dis- Use spotters.
mount, right and left '
E 30, Jump cross arm support in middle. Front
vault dismount, right and left 1
ES5-6 31. Jump, cross arm support in middle. Rear

vault disimount, right and left

32. HMount to side seat, one-quarter turn to
rest across both bars, single leg circles,
each leg right and left circles, side vault
dismount over far bar

33. Reverse grip, arm support mount on side bar.

Cross chest balance across both bars. Half
lever to drop catch on far bar, dismount
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Grade
Stress Indoor Apparatus ~ Comments

i

R

Horizontal Ladder Exercises

1

|

|

}

f

Mounts |
|

1. Simple Climb Mount - Climb from outside Use proper

ladder, reach for first rung. E grip.

2. Inside Mount - Climb from inside ladder . Teach safety
by holding onto vertical rails and climb ! dismount first.
with heels. ?

1

3. Side Mount - Climb outside vertical rail 7
by placing feet on either side of rail ;
on rungs. Hold onto vertical side rail |
with hands.

L. Jump Mount - Jump to rungs or side rail i

by spring. !
i
Dismounts
1. Climb Dismount - Hanging from horizontal . Observe

safety rules,

2. Side Climb Dismount - Hanging from side
rail reach into rungs on side vertical
rails with feet, release grasp one hand
at a time and reach for side vertical
rail.

.
i
!
i
i
|
:

i
!
3+ Drop Disnount - Look toward the ground, bend |
knees, let loose with both hands at same ;
time and drop, landing lightly on the balls .

b. underhand grip (monkey grip)

of fesot. |
Traveling é
BK-1 1. Traveling on the horizontal ladder may be | Use inner
done with one of three hand grips. ' tubes under
| mats for
| a. overhand grip F safety.
|

¢. alternate

2. Gallop Travel - One hand always leads the
other.

B2-3 3. Hand Gver Hand Travel - Down middle rungs

A
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Grade
Stress

’ e e e e e e e

BY

B5-6

BK-1

Bl

B5-6

i
i
|
|
J
i
i
i
I
|
¢
|
]
;
?

1
(
t

L.

So

9.
1G.

11.

12.

10.

kY

Indoor Apparatus

Hand Over Hand Travel - Skipping one
rung each time

Hand Slide on Side Rail - Both hands
slide dowii side rail

Hand Travel Side Rail - Walk sideward
on side rail.

Crossover Hand Travel Side Rail - Walk
sideways on side rail with hands crossing
over each other.

ftung-Side Rail Travel - One hard on side
rail other travels on the rungs

Hand over Hand on Both Side Rails

Double Jumping on Both Rails - Hand Jumps
on side rail.

Two Hand Junps on Rungs ~ Pull up into
bent arm hang, jump simultaneously to
next rung with both hands.

Hand Over Hand, Legs in Half Lever -
This may be done with many traveling
stunts.

Variations - Many traveling exercises may
be done by traveling backwards.

Free-hang chin

Modified pull-ups

Hanging thigh and leg flex

Hang bring feet up and touch bar
Double leg hang (knee)

Single leg hang (knee)

Bird's nest

Bird's nest one foot

Skin the cat

Monkey hang

Iverted hang

!

R |

i
i

!

Comments

Have all child-
ren travel in
same direction.

N¢ "“horse play'

Use inner tubes
under doutle
thickness of
mats,



Climbing Rope

Introduction

Climbing ropes are frequently used as regular equipment in 3
gymnasium, Rope climbing can be used to develop shoulder eirdle
strength and finger strength, The skills performed on the ropes
are of value as developmental exercises, and may be used effectively
as part of the gymnastic program ,

For safety, it is desirable that one pupil perform at a time,
with one or more spotters and the other students at a safe distance.

Grade | )
Stress ' : Indoor Apparatus . _Comments
é Developmental Skills Using a Single Climbing Rope
3K-6 1, Pull-up Do not slide

down ropes.
Supine, répe held in both hands at chest,
Keep feet in place and body rigid, pull up f
to a standing position using a hand-over- :
nand pulling movement, !

t ‘ t
v
4

Lo pave enough
N BTN trength to
R L plimb down.

I s
t L |

E 2., Stand, grasp rope with both hands «¢ shoulder
! height, rope pulled as far as possible %o rear, !
: Run forward with rope and at end of run spring

! onto rope, feet resting on the knot at bottonm,
Swing forward, backward, forward, and dismount

by Jjumping off at end of back swing, To dismount,
pull body upward by bending elbows, spring back
f away from rope, Same dismount may be done at end

! of forward swing, !

-
- T2




“Grade
StressF
...4>__..~ e ——

BK-6

I
i
!

3-

Indoor Apparatus

Chinning on the rope

Stand, grasp rope high above head.

Keep a tight grip, hands on »ope, bend
elbows pulling body upward, head to hands.
Lower to standing positien.

Pike hang

Stand on floor, grasp rope wich both hands
over head.

Pull upward with both hands, 1ift legs
directly forward on either side of rope

in a good position.

21y

|
|

Comments

Wall charts
aid learning.

Pike is half
lever,



Stress ... Indcor Apparatus

Coe e —’---T“‘D. e e it $ e ke e w4t

BX-6 | 5. Inverted hang Use spotters,
Stand, grasp rope above head.

Hold rope with both hands, swing legs up
and over head, placing one foot in front
and one in back of rope and locking rope
between legs., Hold inverted position for
a fe. seconds, then return to standing.

[99)

-
1

N

6. Climbing with foot and leg lock

Stand, reach upward with both hands, graspine |
rope over head. :
Pull body upward, swinging right leg around |
rope so that ropo passes across right foot. =~ |
Left foot steps on rope across instep. Reach
upward with hands as the rope is made fast
with foot clamp, bring fest up as close to
tody as possible, and continue movemont,

-

Use spotters.

i 220
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0 _ou + L » - Indoor Apparatus 5 Comment s
|
i 7. Cross-leg clinb, or shinny up !
‘ Stand, reaching upward with both hands and :
[ grasp rope over the head. i
Pull body upward with hands as the legs
overlap rope.
Rope passes over instep of foot and is
clamped to foot by back of ankle of other
foot. Continue movement.

8. Descending with rope between the arches of feot | Use spotters
throughont.

. BL-6
Assume climbing position on rope, ready to
descend. i
Rope remains between arches of foet; legs E
slightly bent. Lower self with hand-over- ,

hand movement,

!

L—
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Stress | Indoor Apparatus ' Comments

e aew ‘-.,..'[. - - e .. e e e O |l,.. e e e ————

| e
: 9. Descend with cross-leg position Have child hold
; bottom of rore
: Assume climbing position on rope, ready to fto steady for
: descend. ¢limber.
: Legs are crossed, right over left, and
! rope is gripped between ankles. Descend
! by bending knees and lowering hands
% alternately.
}: 1)
| c
| N |
! ) }
i . |
; N
! \\u 
! L
'{ i
' b

B5-6 | 10. Climb with hands only

' Stand, reach upward with both hands and grasp
' over head,

: Body weight must be shifted from side to side,
; which is done by kicking legs forward with

| knees slightlyv bent, Reach upward with
right hand, then left, in a hand-over-hand i
movement, '

} 222




Stress

Gradc

E5-6

11,

_...Indoor Apparatus

Climbing with stirrup lock

Stand, reach upward with both hands and
grasp rope over the head.

Ropa is on right side and is brought under
right foot and over left foot, closing feet
clamping tightly on rope.
arms, pulling body upward, and again usec

stirrup position with feet.

ment .,

opposite side,

12,

Assume c¢limbing position on rope, ready to
descend.

The rope passes down right side, under right
foot and over top of left foot.
close foot position and lower the hends.

N

.
N
AP

Descend with stirrup hold

223

Reach upward with

Continue move-
This may ve done with rope on

L .

Open and

Comments

b

o
z
!



Grade . - - : ——— Rl

Stress | Indoor Apparatus Comments
|
K-6 Stunts Using Two Ropss Use tug-of-war
rope tied te
1. Pike position, or tucked position basketball
supports or tc
Stand between two ropes, grasping each rope phys-educator,
at shoulder height. if desired.
Holding onto ropes, 1lift legs in a tucked
position to chest.
Lift legs in a pike position.
B :
. |
o i
t -
I
|
BK-6 | 2. Inverted hang Use spotters
throughout.
Stand between ropes, grasp each rope at
shoulder height.
Vith a spring from feet, kick up to an ,
« inverted position, hold the positien for ]
j a few seconds and then return to standing.
| Opotting. There should be two spotters, holding at
the shoulders.

J;BJXQ‘ ‘ 224




Grade

Stress|
Ehene N

BL-6 |

Indoor Apparatus

3. Skin the cat
Stand between ropes, grasping sach rope at
shoulder height.
Kick up into an inverted position and bring
feet down over head rearways, and hang.
Let go with hands and land on feet,
Spottinz. There should be two spotters, one on each
side holding at shoulders.

4. Skin the cat and reverse

Stanc between two ropes, grasp each rope at
shoulder height.

Kick up with feet into an inverted position,
bring feet down rearways until toes touch
floor.

Puch of{ with toes, go up to an inveried
position, drop feet down forward.

5. Nest hang

Stand between two ropes, grasp each rope at
shoulder height.

Kick up into an inverted position. Bending
ankles, lock feet over rope above head.
5till holding onto ropes, arch body as in
a cradle position; hold positicn, either
core out forward or skin the cat rearways

to i.oor,
Spotting. Two spotters one on each side, suppcrting
shoulders,

a !

N e

|
I

t

e e e e e e e e e

Comments

Use overhead
projector and
overlays to

aid learning.
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OUTDOCR APPARATUS

‘ CQutdoor Apparatus

All new schools in Baltimore County are being oquipped with an outdoor
apparatus area containing, as standard, a jungle gym, balance buan, two horizontal
iadders of different heights, parallel bars and two sets of horizontal bars
arranged in groups of three different heights. The working surface is covered
vwith sand or tanbark and the area enclosed by a two rail metal fence.

Older schools may have variations of this equipment, but they will have a
usable area.

Initial Safety Precautions

Safety precautions and rules of procedures should be established for the
children at the first class meeting. Specifically, children should be cautioned
to wear proper clothing, have no pencils or objects in pockets, or wear danglin:
Jevelry or plastic hair holders. Children should be taught to use eaclh piece of
ipparatus safely, follow directions for group participation, and cooperate in
nrotecting others by learning "to spot.t

AY the same, time, the teacher should become lisafety conscious" by checking
the werking area for sticks, stones, glass; filling in pothoies. ruts; checking
appartatus regularly for broken places, loose bolts, and rough rdges.

Grade - -

. Stress Curriculum Content ' Comments
Jmmkxmm”4 _ !
|
BK-1 | 1. Safety
i a. Avoid crovding,
| |
i b. At least one hand and foot on apparatus at ail |
times J
| |
| c. Proper overhand grasp (thumb around bars)
‘k |
' 2. Activities }
1 f
1 a. "Around the town" - circle around "gym" standing Discourage
: on bottom rail. Repeat on each higher rail. . Jumping from
5 ~ Jungle cyn,
' b. "Up and dovn the mountain" - clirb up one
; section and dovm next on outside - use all
! sections. i
. ¢c. Repeat # and /b on inside of gy
i d. Clirb up outside and down inside. :
i i
. | e. Climb up outside, slide down fireman's L
pole. !
i
o -3 v &it on rail. Ride a "bilkon

22
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Stross . Cutdoor Aoparatus : Colments
1

e e e o e i

g Two knee hang on outside ‘

4
|
h. Two-hand climb to top, no feet or legs |
}
i
J

i Balance Beam

!
' Note: Rofer to Indoor Apparatus Section for all
balance beam progressions,p. 203.

| .orizontal Ladder
BK-1 1. J3afety Precautions

a. Children awaiting their turn should stand
a safe distance away.

| b. Performers should use proper hand grips. ! Stress bending
: | knees on
! c. Definite paths for entering and leaving : landing.

! apparatus area should be used.

E d. Performers should use correct landing.

| e. The overhand grip is the one used on this
: apparatus. The thumb must be on the
\ underside to prevent sllppinp

i 2. "Up the Ladder and Down“ | ‘

Stand facing end of apparatus; place one :
hand on each supporting pole; climb up i
the steps of the ladder, and down to ;
starting position. !

i

' 3. "Up the Ladder and Down the Ingide"

Climb up the ladder steps, come down the
inside of the steps.

| L. "Up the Ladder" - Around and Down Limit time
) for 1litule
! Climb up the ladder steps, reach around tender nand:.

the supporting pole, come down the inside
ladder steps.

. “Cne Rung Hold"

i Climb up the ladder, reach and grasp
j first rung of ladder with one hand,

| followed by “he other, using overhand |
: grip. Hold there for S counts. Climd
! dovn the ladder steps.
1
)
|

230




Stress

B2-3

35-

[

BK-1

PV S

|

{

|
|
k

e e en

Grade |

{ Cutdoor "Apparatus

6!

""One Rung Hang'=- Drop

Climb up ladder, hold on to the first/
second rung, using the overhand grip.
Hang for 3 counts and drop by looking

at landing place, letting go with both
hands at once, and landing lightly on
balls of feet; bend. knees immediately
upon landing to absorb shock

"Swing and Drop"

Climb ladder, grasp second rung with one
hand, using a mixed grip. Palms are
facing each other. Facing side of ladder
cwing body from side to side. Stop swing-
ing, look at landing place and drop,
landing lightly on both feet.

overhand grip mixed grip

Refer to Indoor Apparatus Section for
additional horizontal ladder progressions
p. 216.

Parallel bars

1'

Safety Precautions

a. One at a time

b. Proper grasp for exercise
Activities

llote: Refer to K-1 Base Program for
Indoor Apparatus S:ction, p, 21lL.

Refer to Indoor Apparatus Section, p. 21U,
Refer to Indoor Apparatus Section, p. 215.
Rofer to Indoor Apparatus Section, p. 215,

231

Limit turns.
Too many suinss
cause blisteru.



Grade R U O

Stress| "~ Outdoor Apparatus : Comments .
PR “ e i b . A o e+ 4 A et a8 - e e e e
! Horizontal bars (chinning bars) !
j 1. Safety Precautions
; a. Hang by hands only.
l
! b. DIismount on back swing. !
i |
|
! c. Two at a time to a section Use proper
| {’,I‘ipa
l d. Try difficult stunts only under the
| teacher's direction.
i
BK-1 2. Grasping the bar -
f a. (verhaad grasp I {  Teach safo
: . dismount,
i b. Underhand :
c. Alternate !
B2-3 | 3. Activities s
i a. Free-hand - use any of above grips " Observe genera’.

! . safety rules. ‘
' b. Chinning - use any of above grips

c. Hang - bring feet up and touch bar

| d. Jump - grasp bar--slide sideward

e. Swinging from the bar - may be done
: from hanging position, but is best
| taken from chinning position. As
soon as chin reaches height of bar,
hips are quickly and strongly f{lexed
; to bring the feet up in front of the
bar; then the legs are shot out !
i forvard and upward to swing body
forward, with back arched. Dismount :
on back swing, landing with kneces !
slightly flexed. !

f. Hang - overhand grasp, hook one leg
over, alternate leg, then both legs

Do same as above letting go with one

hand depending on which leg you .
hook over bar.

e

h. Again do same as f and g adding a
smali swing,

o | 232




|
o Stress[ Qutdoor Apparatus : Comment s
{ i. USkin-the-Cat" advanced -~ have them
j reverse after doing "skin-the-cat."
; J. Knee hang -~ chin up
By i k. Chin to back of neck Use proper
l grip.
; 1. Pull-over -- with slight jump and
* swing forward
? m. Leg and hand side sving
f n. Hand and double knee hang, lower
‘ slowly to hang rearvays
; 0. Single knee mount and circle
k
85-6 é p. Doubla knee mount and circle (advanced)
f q. Hip circles ' Use spotters,
3 r. One arm chin (grasp wrist)
i §. Back knee dismount
% t. Toe hang l
| . Uneven parallel bar exercises (lou bar :
only) 3
f v. Trapeze exercise 1
‘ i
© Fence i
1. Safety Precautions f Obssrve gafety
‘ E rules,
! a. Use sensible precautions as to grasp |
{ and movement of hands and feet.
!
b. Cne child to one section of fence ;
BX-1 2. Activities i
l a. Step Hount
Stand facing the bars, place both haudls o
on the top bar. -an
Step up with one foot at a time on the o
lower bar. e T

; | Step down, one foot at a time,
Repeat 10 times.

233 ‘




Grade : 7
Stress

Cutdoor Apparatus Comments

b. 5it and Drop

5it doun on lower bar and hold on to
upper bar, ; oo
Drop hips low and catch knees on low !‘,-L, ;
bar, hold on with hands. S
Do to counts -~ down, up; down, up etc.

v

¢. Stand and Dip ‘

Stand on lower bar, hang on to upper : et
! bar, ! :
! Dip down, by bending the knees, hold SR P
on with hands.

Do to counts -~ down, up; down, up, etc.

d. Ride Fence

ilount to the top rail and sit (like 7 3
riding a horse). 5 peoove
Feet may rest on lower bar. !

Stand up to look around, but hold on ‘ L e
with the hands:

| Dismount using the lower bar as a

stirrup.

6. Walk Sideward

| Stand on first bar, both nands on top ‘ 3 FANREY !
bar. 1 - e e D “.:..
Walk sideward right, then left.

f. Straddle Walk

Stand on first bar straddling top bar, SR SN
| Hold top bar. Walk forward, then ; //T
{ backward. e

g. Sit and Jump

Sit on top bar facing the sand but not : U
too near any apparatus, or sit facing ' T‘1¢~~r‘ |
the grass. Hold on to top bar with

one hand on each side. Swing the legs

out at the same time pushing off with .
both hands. Land lightly on both feet f o
by bending knees upon landing. T "ﬂLj*-\w
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Grage | e §
‘ Stress mtdoor Apparat\\b Corments

b s —e e e [P -~

h. Hanging Sloth '
[

FaN .

Sit on bottom rail, turn and hang fest A

up on top rail, hold by crossing the
ankles. Do the same¢ with arms. Hang
for § counts. "Walk" hoad first to
the next vertical bar.

t
t
(
1
I

- e -

i. Nodifierd Push Up

Kneel on the grass side arms length oL
from the bars, place both hands on the Tt !
lover bar. Bend elbows and allow ] )

; chest to coms near the bar. Push away TN
j keeping the body straight. Repeat 6 T
! times. ’

BU~6 j+ Regular Push Up e

Hold lower bar and stretch body avay -
resting on toes. Lower chest to bar ‘ \\
and push up to starting position. A

k. Pull Up |

Iie with chest under lowver bar and ‘M
grasp bar. Pull up to touch chest to .
bar and lower, -

| 1. Incline Push Ups
Place hands on ground and instep on |

lover bar a body length from fence.
Perform regular push-ups.

m. Have children develop additional i b T
fence activities.

éSpecific Safety Precautions for other Cutdoer Apparatus
i

Dus to their nature, the following three pieces of
apparatus, have some specific safety precautions. Their
1value to a vigorous, skill developing physical educatic:
‘program is minimal.

r
BK-1 ;herrv-go-round

‘ 1. Twelve people is tiie safe load.

. | 2. Pushers should be extremely careful.

235
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Grade
Stress

me A g

BK-1

BK-1

3.

Cutdoor Apparatus

Rlders should get on and off only when
merry-go-round 1s stopped or moving slowly.
Riders getting off should move quickly out
of the way,

Riders should not drag their feet or hang
over the side.

Riders should maintain secure grips at all
times and remain standing.

board

Always go down board feet first in a
sitting position.

Always try to land on feet and move quickly
away from chute.

Take one step at a time and use both hands
going up the ladder.

VWait on '"stop" step until board is clear.

Always sit on swings.

Alvays swing alone,

Only push someone if you are asked.
Keep a tight grip with both hands.
Always stop swing to get off.

Look out for people walking too close to
swings.

Mark off an area around swings in which non-
swingers should not enter (Enter from
direction the swing moves).

Swing straight forward and back.

236
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Comments

Avoid use in
extreme hot
weather.
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BASE PRCGRAM

LCW ORGANIZED GAMES

-y

;::: Grade Level

K 1121304156

1, Stone £ x| x |

2. Red Lion x; X i

3. Busy Bee x; X !

L. Slowkie Pokie x!xlx |

5. Man From Mars % XX X}

6. Little Abner : XXX [X|%{X

1., Frog in Pond | X‘ X|X:

2. Boiler Burst | X , 203 !
o 3. Squirrel in Trees x| x l

C. Two Goal Games i

1. Little Brown Bear X1 X X;

2, Brownies and Fairies or Cowboy and Indians X X!

3. Hill Dill XX E X | '

. Twice As Many X ;X i

5. Chinese Yall | X ' X o

6, Pennsylvania or iew York { X EX :

7. Pom Pom Pullaway ! XX (i

D, One Goal Ganmes | ;

1. Keep Going X {X L

2. Sleeping Bear y.fx X %

3, Fire Engines i X x ] |
. L, 0ld Grannie Tippie Toe ' il x | e 5, |

)
Nt
A




=55

5. Midnight
6. The 3ea is Rough
7. Catching Fish

Circle Games

1., What Can You Do
2. Mouse Trap

3. Fire Alarm

L. Round Up

5. Speedy Squirrel
6, Beat the Bunny
7. Hussle Bussle
£. OCircle Chase

9. Circle Dodge Gamas {refer to dodgeball scction
10, Ball Counting
11. Jump the Shot

Toamm Ball Games

1, Aerial Ball

2., Hit Pin Cne Base
3. Prisoner's Ball
!y,  Boundary BRall

5. Rabbits Tail

6. HNorwegian Ball
7, German Bat Ball

8. Gtealing Sticks

o——r - pag
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TSl )
2i2131hi506)
; i
X | X ix r

R X
X 1
|
i !
| }
X j
‘} |
Lx bx @
X X |x ]
] !
{ }
Codxxixg
Yl ix x| |
| x E
ClxIxix|x 'x
* J
XXX ¥
; |
!
i
%
CIXIX (X |%xix
L
Xz !
LoX|x ‘ !
i
X |x ;
! )
{
X% X7
X ix|xlx
XXX
¢ | x
,‘} Y




O

ERIC

Aruitoxt provided by Eic:

LG CRGANIZED GAITIO

A, 59 Goal

1.

Stone Cgo'a .

Type: Tag game, all active :
Equipment: None D) \fﬁ
Area: Playground, gym, court \?7 \
Players: Large or small groups N

p
Pescription: < 72

Player, in center, is "Stcne". i o
He sits there vhile other players
skip around him,

When the "Stone" jumps up,
playcers run to either goal and stay thcre as "Stone' chases thom.

Anyone tagged by "Stone" tefore reaching a goal becomes a "Stone"
too, and sits in the center with the first "Stone". "“Stone" returns
to his sitting place when all are resting on either goal line, or are
caught.

Game continues with the main "Stone" and his helpers sitting
vhile other players skip arcund then waiting for the main "Stcne"
to Jurp up and chase, "Stone" gets three turns to tag as many as he
cann, then & new "Stone! is chosen and the gare is replayed.

e . COAL
AlEe

led Lion
Type: Active . ON - T
Equiprent: A cirele marked on , e b

playing surfacc Ll, ) ¢
Players: Entire class 71 e ‘;B
Fornation: c¢hildren scatter in- <f/' gy;Zf“* / v

3
/

N
fornally about play area - .
Co . )
Description: 7
Players gather around circle where Z}
the Lion ("It") is sitting and chant, i

"Red Lion, Red Lion, come cut of your den,"

The Lion charges out of his den and tries to catch cne plgyer.
vVhen he tags someone, they both go back to the den, and the tagged
player becomes the Lion's helper for the next tura.

The Lion gets three turns, then if garme is to be replayed le
chooses a player to take his place and the helpers are released.

Busy Bee or Back-to-Back (liumbe: Call)

Trype: Running

Equiprent: None Formation -
Players: Unlimited number xx xx
Skills: Running, starting, stopping, X XN XX
the usc of basic arithmetic XX XX counles scntier=’

nunber concept

Players respond to leader's direction, fer e.ismple, face {: face,

vack to back, knee to knee, nhands to hrnds. Vhen Lusy Eez is called,
all players chenge to aaother pertner. If£ trere P+ an old player, he
can oz used to detormine sho L ocaugnt., If fne r nber of children is

cven. r if ‘he children arc s:-.w7 in - 2kKire chang 3, the Tead>r con

2ul
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Aruitoxt provided by Eic:

count to a certain number and all those tho have not changed, are
caught, Players caught can be eliminated, or a score can be kept
individually or by teans,

hurber Call - This game is played like Bus y Bee eoxcert the
leader's directions wculd involve the use of ma‘henatics, Example:

Get in groups of three, get in groups of three add one, got in groups
of three take away one, etec.

Slovkie=Powkie

Type: Active
Grade Level: 1-3
Arca: QGym
Equiprent: HNone

The purpose of this game is Lo follow directicns readily and to
gain understanding of the concept partners.

Each child has a partner (one group of threes for the left over
player if necded). Teacher calls out, "Jalk as far away fron your
partner as you can uithout touching anycne. Keep wvalking until vou
hear signal 'Slowkie-Powkie'. Find your pariner, join one hand and
sit dowm on floor. Last couplc doun are Sleowkie-Powkies."

Other directions: Skip away from vartner; fird your partner and
stand back to back. Gallop away; find your partner and, with hands
joined touching ground, cach raise cne leg in the air. [un away;
find your partner with one up high and other stooping low, etc.

Remarks: The activity geces very srmoothly if basic rusic is used
such as records or pianc.

Children enjoy this game very much. They could probably think of
other activities to do very easily.

I:&n From Mars

R3M o
Type: Active T i MRQ
Equiprent: A starting line O
Players: Entire class, or smaller group [f . )
Formation: Class standing on starting \wJ :( ¢ TR

line. Cne player out in front g J
facing the group. (SN 1
\
Description: N

The croup faces the 'llan fronm Iiars!' (It)
and calls, "ilan fron llars, ray we chase you
to the stars?"

"TtU replies, "Yes, if you have on ... (names a color) on YUl .
(nares "hcre the color should be located). Such as 'red in your
shirt,

&l‘ children wearing the choscn color and it: locatiocn attenmpt te

tag the 'ilan from ilars'. They chasc hin anyvhere on the playing area.
The child vho tags him becomes "It" for the next turn,

Renmarks: <Children should be encorraged to c¢~'. different colors
in order that all will receive » turn,

2h2




G, Little Abner

~
Type: Very active /(:f ELA O

. Equiprent: A starting line /{ WJ\ - - --\T
Pleyers: Entire class ‘~;) -()! ’§L7“Lﬁ
Formation: COne group on starting linc, )

other group scattcred in
play area

Description:

The boys are Little Avners and the girls are Daisy ilacs.

The girls choose a line or a spol for their home tase and stand there
while the boys scatter out on the playgreund.

Upon a ulgnal fror a leader the girls attempt to cauch (tag) a
Little Abner by chasing a boy until he is tagped. Any boy that is
tagged is vallked back to the home base with the one who caught him,

After placing Little Abner on the hore base, the girl then
chases ancther boy.

After all boys are caught, the girls line up side by side facing
the boys. The boys go stand behind the girl that c*upht him. The
girl catching the rost boys wins,

B. lMany Goal Gares

1. Trog in Pond

Type: Active . ¢ THEUE
‘ Equipment: A circle riarked on surface tomtt WHS
and two or more goal lines .
Players: Entire class _%3 \iﬁ G
Formatien: Children standing on circle, PRI S

\\ - -~
Frog crouched down in circle i a) xﬁq; ¢ )(ﬂ

I Ay 4 ) 7

Description: 2 f{ 43

Children walk around circle chanting: i

Cnce there was a little freg.

de went arcund and 'round (Frog turns around and orcund)

He Jjumped up once; the jumped (Frog jumps up once, twice)

up twice,
And caught a great big fly! (Frog chases on "flr'")

Cn the word "fly" all run to the newrest goal line for safety.
Those tagged become frogs and go into the pond to help catch piayers
n the next turn.
Frog has three turns. Count the nuriber of players he has caught
at the end of his turn, He chooses a neu Frog if game is replayed.

2. DBoiler Burst

Put S Y

Type: Seni-active A TIME
13 . 13 8 \ L wPor f
Equiprment: Two or rore goal lines CRCE

O Players: Entire class or small groups
Formation: Players kneel on one knece ~ v N

around "It" §Y‘ A\

2
\
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-
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Description:

The children kneel on one knee around a player vho tells a
story. In his story he cuddenly says, "The Boiler Burst!"

Cn this signal the children dash for a goal line uhile the story
teller attempts to tap one player.

The child tagged starts the ncuw gare with a new suory.

Renarks: Renmind the story teller to speak leoutly so all can hear.

Squirrels in Trees

Type - Seni-active

squipment:  None ;:\ O O
- O © /N~ A
Lescription: Ko Ti ) f\s
Tvio-thirds of the class /. ,? G ¢ jl >
take partners and join hands (1 i :{ oy

to forn trees. The other - /)
third are squirrels and stand AN D
ingide the trees. Any left over children arc extra squirrels.

The teacher calls "Sguirrels change trees' as a signal for all
squirrels to run for another trece. Two squirrels may not occupy the
sare tree.

Any squirrels failing to find a tree report over by the teacher
and start from there on the next call of "Squirrels change treces'.

After the squirrels have had L turns nave them change places
17ith one of the trees where they are standing. MNow this new squirrcl
gets four turns then rotate so that the remaining tree has his turn.
In other words each child is a tree twe times and a squirrel once.

Goal Games

N N G

Little Broum Bear

Type: Active tapging

Equipment: Tvo goals

Players:; kntire class

Pormation: Class standing on one goal
The Little Browm Bear
squats mid-vay betuwecen the two
goal lines

Description:

The Little Browm Bear calls to the group, "Are you afraid of the
Little Brovm Bear?" If players answver "Ho'" he runs to opposite goal
line ac the Bear stands up and tries to catch as many as he can,.

All players caught by the Broun Bear help him on his next turn.
They too squat down as they face the proup.

The Broun Bear has three turns. At the end of his turn he ccunte
howr many he has caught and chooses & new Bear if garc is replayed.

If a player answers, "Yes" to the Bear's question, that player
does not run on that turn,

V/hen the vhole group runs as in this garme, they should be re-
minded to run in a straight line and not to cross over in front of
another runner,

2Lk




Brovnies and Fairies -- Cowboys and Indians

Type: Active tagging
Cquiprnient: 2 goal lines
Players: Entire class

Deseription:

The players are in two groups: one group is called the Brownics
nd the other is called the Fairies. Goal lines are marked across
both ends of the play area. The Broimies are on one goal line and
the Fairies are on the other,

Each group, in turn, stands on its goal line with the playecrs!
backs turned toward the other group which, upon a silent signal fronm
the teacher, advances quietly toward the goal line.

Vhen the Brovmies are advancing, the Fairies are standing on
their goal line; the Brownies sneak up very quietly and whon they
are within approximately ten or fiftecen feet of the Fairies, or within
& reasonable distance for a good chase, the teacher calls, "The
Brovnies are coming!" This is the signal for the Fairies to turn and
chase the Brownies, who run for safety behind their geual line at the
opposite end of the play area.

Any Brownie who is tagged by a Fairy before he reaches his goal
linc becomes a Fairy and goes with the child who tagged him to the
other goal line.

The garme is repeated with the Fairies sneaking un on the Brounies
while they stand on their goal line with their backs turned,

Hill Dill
Type: Active

Grade Level: 1-3

Cquipment: llone

Area: Playground, court, gyn

Description:

Tuo parallel lines about Li0' to 50! apart.

All players not "It" stand on one line, while "It" stands half-
way betueen the lines.

"It" calls "Hill Dill, ccme over the hill"., At this signal all
players rust run for the opposite goal line,

All those caught help "It" on the next turn. Play continues un-
til "It" has had three turns. A caught player may not tag anyore on
the turn he was caught.

After "It: has counted his number of players caught all are re-
leased to go back *o the rest of the players ard "It" chooses a neu
person to take his place.

Tirice as lHan

i
Type: Active; tag game l -~ O
Equipment: lone X ) P
3 PRI o
Area: Playground, court, gyn L Lw v
Players: Large or small groups Vs o oy ngx
i oo L&A
i . P [ R
Description: A = T
Children stand on a goal line 0 J
facing the caller, "It", [ o IR
The caller is designated as the LY e
aeasuwring man.  The object of ihe gans - =

2ls



is to get to opposite line at the other end of the playing space by
follewing directions of the measuring man.

jleasuring man answers their call of "How shall we go?" by
suggesting, "Take 2 hops". Vhen all have done so then he adds,

"ow twice as many;" so all do 4 hops.

The group again asks, "Hou shall we go?" and "It" answers with
some locomotor way of going.

The first player who reaches the opposite line calls out, "Go!"
and everyone turns ana runs back to the starting line. "It" tries to
tag all those he can befcre they can get back to the line, All those
vho are tagged help "It" on his next turn.

Rules: Follow directions of "It"., First player to reach
opposite line calls, "Go!" Anyone who is tagged helps "It" for the
rest of his turns.

Remarks: This is a good game to help with arithretic skills.
You can s&y, "Take six steps forward and two backwards," etc. In
crder that too nany are not in the middle trying to tag players allow
"It" to have only 2 or 3 turns, then choose a new leader if the garc
is {to be renlared.

: 1rn1
Chincoec '/all

Type: Active X, I
Equiprent: Two goals, plus two lines ¢ 1302
for the Creat Wall of China X| l iy
Players: Intire class :j 5; ‘jf
Formation: Class standing on one goal x| ﬁi‘aJA
lire. Tuo guards standing in ] » !

the wall area

Description:

The two players standing on the Great all of China are the
guards and they call out, "Scale the 1/alll" This is the signal for
the players to leave their line and iry to get across the wall with-
cut being caught. Once off the wall they are free to go to the re-
rnaining goal line and await the call again. Guards tag only in uall
area.

All vho are caught stand off to che side of the garc until the
guards have had two turns. At the end of their turn they count the
nurber of 'prisoners! and each chooses a new guard to take his place
if the gamc 1s replayed. Frisoners are released for the next gare.

Remarks: This game can use one girl guard and one boy guard at
the same time thus giving both groups equal chances,

Peansylvania or New York

Type: Group against group

Grade Level: Primary

Equiprent: llone

Arca: Tag gare court - ianside or outiside

Desceription:

Players are divided into two groups, and each stands behind an
end line of the court. Iach group has a leader.
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Players in Group A tell their ideas for pantomining to their
leader. The leader helps them select the best idea, and the group
vorlis cut a uniform pantomine such as "Putting up the flag," '"Driv-
kng a car," "“Painting a house," ectc,

\hen the pantomine has been nlanned, the two grcups approach
cach other and the following conversation takes place:

Group A: ‘"Here we come!"
Group B: '"/here from?"

Group A: ‘'Pennsylvania.!

Group B: "/hat's your trade?"

Group A: ‘'"Lemonade,"

Group B: "Show us how if you're not afraid.”

Group A then performs the pantomine using no words, and Group B
guesses, Vhen a guess is correct, Group A shouts, "Pennsylvania" and
races for their home line with Group B in pursuit, If any players in
Group A are tagzed, they join Group B.

Group B then chooses a subject to pantomine and the game con-
tinues.

Porm Pom Pullaway

Type: Active

Grade Level: L-6
Equiprent: tlone

Area: Playground, court

Description:

Tvo parallel lines abaut LO' to 70! apart.

All players but "It" stand on onc line, while "It" stands half-
way between the lines.

"It" calls, "Pom pom pullaway! Come or 1'll pull you avay."

On this signal all players rust run for the opposite goal line.

All those caught help "It" on his next turn. (Players caught
help cut on "It's" next turn, never on the turn that player is
caught.)

The object is to be the last one caught, so play until all arc
caught.,
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Cne Goal Gares

l L}

LMY VIR

’ : K ] '
Kecp Going et

O ‘
Type: Active locomotor movements 3\‘ R &
Equipent: A starting and turning line ﬁ;/ e D 1V
Players: Entire class O/ —ITTTTTTS d
Formation: Class on one line. X oo

Leader on turning line | TS
Description:
Leader tells all to listen to signal as what to do. She nay

call, "All run!" Children run to her line, turn and run back to

their line. Or, "All skip to my line, walk back to your line."
If group is large have boys go as one group, girls as another.
Young childrén need experience in following directions, want
action ane need skills of locomotion plus turning at a goal line.

Sleeping Bear

Type: Active G £2
©quiprment: One goal line o l O
Players: Entire class - “K o
Formaticn: Class standing on goal line, Z{ ey N
"It" standing in front of group A \

Description:

Players stand on the goal line. The Sleeping Bear ("It") stands
in front of group a distance away and rith back to the group.

The players quietly move up toward the Bear. uhen the group is
quite close, the leader (teacher) calis cut, "Look out for the Bear!"
This is the signal for all to turn and run back to the goal line.

All children who are caught by tlic bear becorme his helper and the
game 1s replayed.

After a number of children have becen caught the leader encoutvages
the group to get closer by saying, "Vho is brave enough to touch the
Sleeping Bear?" Then when children are close gives signal to chase.

Remarks: This game offers the opportunity to teach a half turn
or a pivot type turn to the children.

Fire Engine _
Y\“ ( \“"

Type: Active o

Grade Level: 1-3 ot

Equipment: HNone ¢ "1@ .

Area: Playground, gymnasium 3>;V/ ) = \
i % N

Description: s /fr !

Two parallel lines about LO!' apart.

Players stand on one line and are numbered off by 5's or 4's,
depending on size of group.

Cne player is selected to be Fire Chief. He stands at the side-
line and calls the fire alam signal: "Fire Engines number 5.

All merbers of the group whose nurter he calls runs to the far
line and back to starting line. The first player to return becomes
the new Fire Chief,

If the chief calls, "General Alarm," all t2 players run, and
the first one back is the new ~hief.
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Romarks: In order to sec that all touch the far line have child-

‘ ren bend and touch that line with a hand.
L. 014 Grannie Tippie Toe A
O \./
Type: Active O T ‘K"’<,\§Q
Grade Level: Primary AP ;& 2 »( \Sii
Equipment: None : (?‘V' T g{ \
. r 3 . / Lo
Area: Playground, gymnasium ..~ Z\. / > _}37\~

Description:

Onc person is "Cld Grannie Tippie Toce."

Children line up on a base line.

As Grannie slowly walks to tcwn, the children follow her and
sing: "0ld Grannie Tippie Toe,

Lost her needle and cculd not sew,”

Grannie tolerates the teasing and continues to walk. Finally she
gives chase to the children by clapping her hands once. 0n this
signal all the children run home (to the base line).-

The children that Grannie taps becomes her helpers and she again
starts for town.

Granniec has three turns in which to catch the children. After
three turns Grannie can choose a new Grannie to take her place for
the next game. If Grannie chooses a boy the verse can go:

"0ld Grampa Tippie Toe,
Lost his cane and stubbed his tce.!

. Remarks: Children like to play this game. This game involves
the skills of running, listening, changing direction, tagging and
stopping on the goal line.

2O

Midnight
Type: Active
Crade Level: 1-3
Equiprent: lone
Area: Playground, gymnasiun
Description:
Two lines are drawn 30' to 50' apart. One player, the Fox,
stands on one line, the other players, the sheep, stand on the other.
Sheep ask, '"What time is it, lir. Fox?"
Fox ansvers & specific time., Example: "four o'clock",
Sheep advance the number of steps corsesponding to the time.
Example: four o'clock-~four steps.
then sheep are somewhat close, the fox may answer, '"Midnight!"
and chases the sheep back to their goal line.
If any sheep are caught, they bLecome foxes and help catch the
remaining sheep on the next turn.
Garme continues 'till many sheep arc caught. lir. Fox may choose
a new fox after three turns, if gare is to be replayed.
' Remarkss Cnly the original fox may call the hour. Children
like this game.
o 2L9
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The Sea is Rough

Type: Active WO O 0 . -
o . Sk A A :
Equipment: HNone AR 4r : b
Area: Playground, gymnasiun ’K I (N SN . ‘
|

Players: Entire class .

Description:

A line is chosen as the shorc line., A player is chogen to be
"Iv.T "It" leads the line cut to sca., Uhen the leader calls '"The
Sea is Rough! all the players run back to shore and “It" seces hou
nany he can catch before they reach shere. ALl thoge caught are nut
in Bavy Jenes Locker until "It" has had three tries. "It" then
chooses a new "IL" from these vho have not been caught. "It" should
lead the players in a meandering course and should try to trick the
other players by calling, "The Sea is Calm," -- "The Sea is Storny,"
ctc.  All players must stay in line and follow"It.” If there are rore
than tuelve players, make two games.

~J

. Catching Fish

Type: Active e MO E e
Equipment: One goal line
Players: Entire class

o s - . . O
Formation: Class standing on goal line. g R ~
Two players out in front of i AR
LS ]
the group. \ P .:/
¢ 3

Description:

Two children are chosen to be the '"net". All the others are the
fish and stand within a goal (circle or line). Cne child is the
leader. He calls, "Fish, runi"

Cn the signal all the fish move out to sea (play area). The two
children, vhe with hands joiuned, form a nct and try to tag as many
fish as possible,

The figh as they arc caught go over to the shore (side line) and
forn new pairs of nets to help the leaders catch more fish.

The gare continues until all the fich are caveht. The last tuo
players caughl become the new lcaders of the next gare if it is re-
layed.

Renailic: This gare takes the skill of running with a pariner,
Teaching hints are needed to aid children to understand huw to 1ove
yrith another person.
E. Circle Cares

1. %What Can You Qg?

Type: "It" garme; all active P %
Equipment: Hone ST ke
Area: Playground, gyrnasiun, »ﬂ;h ff L
playroonm Oy v
Grade Level: K-2 e
Players: 12 (more or less), two <7 L)
groups if class is large N#9 P 9 b g
Skills: To perform locemotor skills, h ‘h( (”th AP AN
1 such as hopping, skipping, n Y o S e
E T(j jumping, runaning, etc. - ‘
P v |
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Description:

The children form a c¢ircle with onc child in the center, who
imoves his pointing finger arcund the circle saying, "One, tua, vhat
can you do?"

As ho says, "do'", the child to vhom he is pointing should
anstrer, "I can hop', (or any locomotor activity.) "It" then 5ays,
"Hop, hop, until I say stop!"™ ALl the children then hop until "I
calls, "Stop".

The child vho chose the activity then becomes"It" and the game
rroceeds as before.

Remarks: As the leocomotor activity is called the teacher can
pick up the rhythm on a tom tonm or by clapping her hands, thus enabling
the children to learn the rhythm by hearing it "played",

l[lousetrap Y e e NG
————— o \O

O % o
Type: Tag o x N
Equiprent: None ‘l»
Skills: Walking, stooping, observation t /
Fornation: Circle % ”,U’“"- FMILE

%

Description:

Two, three or four ccuples arc spaced around the circle, facing
with joined hands raised. The rest of the children are mice and walk
sround the circle passing through the mousetraps. Cn 2 signal from
the leader, the mice stop walking and the mousetiraps ¢lose., The mice
vho wre caught go to the center of the <ircle, pair off and become
nev riousetraps. The game continues uniil one or two children are
left., Caution children not to run or stoop to keep from teing caught.
The nousetraps are not to move to try and catch nmice,

ST
, N |\.‘_\U\")
I'ire Alarn
e A kol o ¢
. . . - ‘ | \L/; -
Type: Actlve running Ve 1&-
Egquiprent: A circle / k“\aF '
Players: Entire class fﬁ{ &
Fermation: Double circle facing invard. \\ ‘1: Ce o
. . . . Sy Mt
Fire Chief in center of circle L A ) bk
IS
~—— v
Pescription:

The inside circle of children arc apartrment houses, the outside
circle the firermen.

rire Chief starts the gare by calling, "The houses are on fire,
hurry, hurry, hurry!" Fire Chicf then claps hands continuously.

Cn this alarm, all firemen run to left around the circle until
they hear the signal, "Fire's out." 0n this stop signal, the fire-
rmen stop vhere they are, in back of one of the apartments,

In the meantime the Fire Chief, though clapping, leaves the
circle and stands behind an apartment building, then calls out,
"Fire's out”.

Fireman that first finds an apzrtrent to stand behind and roises
his hand indicating he is there becomes the new Chief, Before the
nev turn, the apartrents and firemen exchange places.

251



Round Up

senng v ‘:j O
T
s G s
Tyme: Seni-active IS AN
Equipnient: A large circle on which e “q {\Q)\\i o
to stand %/ o ST [-

Players: Entire zlass
Formation: Players forn a large circle
facing inwvard, hands are not joined

Descripticn: ~ Crr

The arca inside the circle is called COwsy
the range. Tive of six children arc the
cattle and go inside the circle to roam around.

Gne c¢hild the "Cowboy" gallops around the outside of the circle.
Vhenever he wishes he calls out, "Round up!" and gallops into the
cirzle vhere he changes to a rur and tries to tag the cattle.

The cattle can dodge, try to clude the cowboy, but cannot go
cutside the range. When tagged, that cattle stands on the circle with
the rest of the class.,

The Cowboy only tags four out of the five. The last cattle left
then becomes the next cowboy and the game is replayed with the teacher
or the old cowboy choosing five new cattle,

Remarks: Each child should be given a chance to be cattle,
but all will not have an opportunity to be the Couboy. If Cowboy
does not have the endurance or speed to catch the cattle he may call
on another cowboy to core in and talie his place,

Speedy Squirrel

Ty:e: Seni-active

Equipnment: A circle to stand on

Players: Intire class or smaller groups

Formation: Children stand on a single
circle facing inward

Dascription:

Cne player, the Squirrel,
taps four or five players.

The plavers tapped stand quictly but ready to run. Uhen the
squirrel calls, "Speedy Squirrel!' the tapped players drop out of
a circle, turn left, run arcund the citside of the circle, and back
te own place on circle.

Upon returning to owmn
he is back.
turn,

runs arcund the circle and lightly

spot, player raises hand high to indicate
First player to do so is the "Squirrel" for the next

Best the Bumny

Type: Semi-active

Equiprment: Circle on which to stand,
tio balls of different sizes

Floyers: Untire class, or small pgroups

Fornietion: Single circle facing invard

then Lhe Dunny

pass cd from Chlld to chLLd &rOLnd tkﬂ circle.
1A * (large hall) s stariad,

ay around the circle, the I'arner
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If Fermer catches Bunny, the Parver wins., If the Bunny catches
Farirer, the Dunny wins., If either ball is dropped, and the other
ball passes the child vho lost it Lefore he can get it into action
again, 1t is counted as a win for the Lall which passed.

Note: If balls are too difficult to handle, use beanbags of
different color, As ball handling skill increases, have players
bounce or even use a fly to advance the Bunny and the Farrer.

Hussle ggpslc

Grade level: Any grade PN L28
BEquipmeat: Ball, beanbag e © (;) ((&)Vj T
Area: Playground, gyrnasiun ;jai"'f/ ¥ éﬁ\
Description:

All players form 2 equal circles; cne player in each circle has
the vall, or beanbag.

Player with Lall, on signal "Go" runs arcund outside circle to
starting position. Player hands ball to person on his left and sits
doim in his position. As soon as player on left reccives ball, he
runs around the circle to his starting position,

First leanm all sitting doun in circle wins the relay. 1o cutting
the cake. Keep the circles the seme size.

Circle Chase

——— . on

Tyve: Active

Grade Level: 3-°

Equipment: None

Area: Playground, gymnasium, court

Description:

The players form a circle and number off by L's or S's depending
on the size of the class. The teacher or game lecader will call these
nuneers.

If #2 is called, all those players drop out of the circle, turn
left and run twice arcund the outside of the circle.

Zach player while running tries to tap the runner in front of
hin, thus eliminating him, but at the same time rust take care that
he is not tagzged by the one bYehind him.

All players vho are tagged step into the center of the circle.

After running twice arcund the circle and not tapped those
runncrs drop back into their ovm spot on the circle,

After cach number has been called, the players in the center
rre counted.,  The group with the fevest players tagged is the winning
nunber,

e e vtk

Circle Dodre lel - Refer to Dodge Ball Secu.on p. 113

Ball Counting Gare

, o : T AT
Type: Seni-active K \t>q\fs
Squiprnent: A circle for each group. ’ -
|

i - \\
“ay e “
Cpe ball per group g , ™
Players: Entire class or snall groups \ ~_ v/
. . . . X | ; o
Formation: Children in a single circle, ‘\~gifj>~:- ..... Ay
facing center LS. _}_,;51( 1
R

252



Description:

Teacher or child rolls the bLall in any direction in the circle,
calling, "One;" another child catches or stops it and then rolls it
saying, "Two;" a third child stops it and calls, "Threa;" and so on.

All participate as ball cores close to them; if two get their
hands on it at the same time, they call out the next number together,
The group tries to reach a seorc of 10,

If the ball vtops in tne center or goes out of the circle, the
last one to touch it goes after it and puts it in play saying,
"Cne," and the counting again starts over,

1. Jwip the Shet

Type: Circle game

Grade Level: All grades o2 ¥ O
Skill: To jump a moving rore ) \L/,//L"""““'“‘“*» ki
Equipnment: A long jump rope with 47 & \\\\(
a bean bag or deck tenais ring ) -
ticd on it. O e |
‘[f‘ QT T o /
scrintion: w7 ,U O T’/
Deseription: < ~\\\_l:*‘-mﬂj2””’/

Players stand arcund a circle
facing invard. One player stands
it the center holding one end of a long jurp rope. On the other end
is fastened a beanbag or o deck tennis ring.

The center player suings the rope around sc that it slides over
“he playing surface in a complete circle.

As the beanbag glides by, the circle players jump over it.

A player who causes the beanbag to stop has one Spud® put on his
shoulder., (s A Spud is a little invisible 'Han from lars'. He is a
friendly fellow up to a point).

The garme is resured, until someonc else gets a Smud. Lhen one
player acquires three Spuds the pare is termporsarily halted untiil that
player ca. get rid of his Spuds.

Action for getting rid of Spuds: The center player vho vas
turning the rope stretches the rope out in a straight line and all
players except the turner and the one with the 3 Spuds line up on
the rope. The turner gets a playground ball (rubber) e~d gives it to
the first player in the line. The child with the Spus stands in front
of the line players with his back to them snd about 15' away from them.
He now bends over and places his hands on his knees. Each linec player
in turn gets to throw the ball at this player trying to dislodge his
Spuds. After he has been hit 3 tires, he is clean of his Spuds and
the paie resures. All the other players retain their nurber of Spuds.
The rope turner again gets the rope and the circle is reformed ready
Lo pley until soreone else gets 3 Spuds.

C)
: UR\ Qe
L 13, ] €J
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Tean Gaies

9
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gcrial Ball

Type: Active

EBquipment: Cne playground ball 0
per game f
Players: Two groups (tcams) v
Formation: Scatter formation on/ &
ovn side of court / tL._ oM L

Skills: To throw a high ball
with accuracy using an under-

hand, vertical or overhand throw. To catch a ball before it
bounces,

Description:
Teams stand facing each other on either side of a line across
the center of court,

A player starts the pame by tossing the ball high in the air
over to the other team. As he starts the play he calls, "High-over."
The receiving team tries to catch the ball before it touches

the ground. If they do, & point is scored for their tean.
The player who first gets both hands on the ball returns it to
the other team by tos ing it high into the air, The team to score

Y noints first wins,

loete: Notice that no point is avarded for a throw not caught.
IZrphasis is on a catchable throw, Players nay not cross dividing
line to play a ball,

EEE Pin Cne Base

Pulhvhusp iy (-)fisz)i,ﬁ"

Oy
~
o~

Grade Level: Primary Ay
Equipment: A kicking ball, ¢ P
a duck pin, a basc, AR o
a home plate
Area: Gymnasium, cutside 2 /
RIS IS

‘(‘\

Description:

This game satisfies the
primary children with a base- ’
ballish game. It teaches play- ©
ing certain positions, waiting /

a turn and being on a tean. 4+ -

Since the ball play is at a T W)

pin instead of the runner it Yo AT HEY
is & safe game to play.

Players - The class is
divided into tuvo teams, kickers and fielders. The kxickers are in a
line near home base, wciting their turn to kick., The ficlders szre out
in the field. They have a catcher, a pitcher, a pin guard, and the
rest are fieclders,

Coject of the game - For the batting team to kick the ball, run
to first vase and run hote again to score -~ run for their tear.

For the tean in the field to score 2 outs against the batting team.

The Gate Development - The team up to Lal numbers its batters
as batter ;/1, j#2, 43, etc. Batier /1 goes up to home plate and waits
for the pitcher to roll the ball to him, if he kicks il he then runs
to first base and back horme again., IZ he does not kieck at it the
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catcher returns it to the pitchor. The game can be played where the
vatter kicks a ball that is sitting on the home base instead of being
rolled by a pitcher.

The fielding team has the pitcher roll the ball to the battor.
If the batter kicks the ball the fielder that gets it throws it, or
runs with it and gives it to the pin guard person. The pin guard
person tries to knock the pin dowm by throw1ng the ball at the pin.
If he succeeds then an out is made (if the pin is knocked down before
the batter gets vack home). If the pin guard misscs hitting the pin
any ficlder nmay rctrieve the ball and throw it at the pin, and if
successful before the runner gets hore an out is made.

Three outs and the teams change places.

Renarks: Any kicked ball is a fair ball if it does not go into
the dug-out cor is teouched by batiing tean. If the game is played on
a dianond the regular foul lines can be used.

3. Prisoner's Ball o g; Sy 3

_/ g M—N“'J(‘N B :&

Equipnent: Cne playground gall ™ /KJ Ao gr ﬂ

per teanm AL 2 R BANEY

Area: A court RN »

Players: 12-20 per tean T
yruTRAW GROUNLD

Description: \%2;““‘~“T;j“““‘""' 3

There are two teanms, N A Eﬁ

each on his own court. Each s éﬁ' OEN A

tcan has a prison on the side 7 4 N I‘ Vi

of its court. There is neu- ¢y N ) ‘,%

iral ground between the tean's T o ‘

courts.,

Players usc numbers instead of gares. So players number off
consecutively until all are numbered. The ball is started by a player
on one team vho calls a number of a player on the opposite team and
then throws the ball high scross the neutral zone into the oppeonent's
court. Upponents rmust catch ball before it hits the ground in their
court, or the player whose number was called must go into his owm
prisomn.

Any player on the receiving team may catch the ball. If it is
caught, that catcher calls an opponent's nurmber and throws it into the
opponent's court.

A tean nay free a prisoner uy cailing, "Prisoner number ,V asg
the ball is throun into oppeoncnt's court. If ball is not caught by
opponent, the prisoner is free to roturn to the gare.

If ball lands in neutral grouid it s dead. Tean opposcite the
throver rec~vers the ball.

Gare conbinues 3 to 5 nminutes., Tean uith fewest priscners in
prison vins.,

L. Boundary Ball

Grade Level: 3-0 Tean | End Central End Tean
Area: Gyrnasium, court A Area Area Area B

Description ‘
The play space, about the size of a basketball court, is divided

into three equal areas: 1 central and 2 end arecas. The players are

in 2 teams placed with 1 team in each end area. The object of the

[ERJ!:( gare 15 te voll, or bounce a ball over the oppon:nts! rear boundary

line.
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A player from each team stands on his own rear boundary line
with a Lall. On the signal to start play, the 2 balls are throwm into
play by these 2 players. Thereafter, the balls are thrown from the
place vhere they are inilercepted within the end areas. No ball can
be played from outside the boundary lines of the end areas. A ball
vhich goes out of bounds is recovered by a near-by player and brought
Just 1nside the end area at that point vhere it went out. The central
arca is neutral and iscconsidered out-of-bounds. The team which first
gels a ball over the opponents' rear boundary line vins the game.

One point is scored for cach ball over the opponents' rear bound-
ary line; and the tean first scoring 5 points wins the game. Aifter
cach score, the ball is recovered, brought just inside the boundary
line, and put into play immediately.

Teaching Suggestion - Use a volleyball or large play-ball,
Start with only 1 ball, later use 2. Teach how to throw a ball hard
and fast, and how speed gives distance in a throw., If children have
trouble in getting a ball acrnss the goal, shorten the distance be-
tiien the 2 rear boundary lines, Adjust the side of the play area,
the tyves of throws, and methods for scoring to the ability of the
groups playing.

Rabbits' Tails

Type: Active, running, tagging

Grade Level: §-8

Equipment: 1 "tail' (strip of
cloth per player

Description:
Group divided into two teams, ¢ O

Fach team has a goal (safety area) R ,7§ s

and a prison, with neutral ground FIISeR t 0N o

between the goals., o e e et
Each player has a ravbit tail O

(piece of cloth) stuck into his belt Zh. NEUTRAL

at the back. Tails rmst not be tied N RO UNG

to belts. Each team might use tails g QO

of the sare color to identify tean X é?/

nenbers. A T G t>
Players go into neutral ground S

to steal tails (capture priscners) o O

from other teams. When a tail is ﬁ{~ ?ﬁ

taken from the belt of a player, he R O A

is a prisoner of the person who took 7::21f~"jL""“L“””*rij:_”'C

it and must go to that teams' prison. 1
Prisoner holds his own tail in his )
hand.

Priscner may be rescued by
some free mem:cr of his team who
comes sately to prison to get him.
Then priscner may put tail back on,
both prisoner and rescuer join
hands and waik back '"free" to oun
goal line and resume playing. Cnly
one prisoner at a time may be freed
by a rescuer.

Teanm which captures all of the opponents, or who has ths nost
prisoners at the end of a given time, 1s winner.
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lote: Three or four teams (6-10 players per team) may be used,
vith ewch team having its goal on uvne side of the square vhich fruares
the neutral ground.

Bright construction paper can be used for the "tails", Iach
tean having its owm color tail. This isn't as permanent as cloth
tails, but vill last a game through, Also the scrimmage shirts can
be tuclied in for tails,

Uoruecgian Ball

Type: Very active

Grade Level: Intermediate

Equipment: A playground ball, a home plate

Area: Playground, gyrnasium, court

Skills: Running, ball handling, team work s /(F’
} )

. g \\k\' i N T
' o s i
Ve S e D
Y Y s
ANNUIE \ o e -
L\ 4'14\‘\'>\"" o /,»»-//
Y.;,
(N

EHE DR RS

Description:

Tuwo teams--the batters and the ficlders.

The tean at bat lines up in a file to the left of and facing
hore plate. (1) Batter holds and bats a playgiound Lall fror his
hand, He then runs arcund his file of tearmates touching the home
plate as he contlinues this circuit, running as many tires as possible.
(2) Ac soon as the ball is hit the fielders run and line up behind
the player fielding the ball, The bail is then reolled through the
legs of all but the last fielder. Vhen it reaches this last player
he holds the ball high over his hoad and calls, "Stop!" (3) After
batiing and the stop is called the batter pgoes to the end of his
linc of players and the next player becormes the batter.

Scoring=--If the batter runs arcund his team one corplete turn
lle is safe but no score is made. If he runs around rore than one
complete circuit, each additional circuit scores onc run. If he
does not complete vne circuit, he makes an out and no score is nade.

femarks: Cuts are very difficult to make., Rotation ¢f teams
can take place after every four batters instead of using outs. One
way bo explain why that first run does not ccunt is to say that that
run is paid to the scorekeeper. Because the umpire is watching for
the Stop to be called, have the team at bat keep track of the nurber
of times their runner takes it and then subtract the one run from
the score. Als~ add one run for cvery fielder vho fails to get in
line and have the ball roll through his legs.
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7.

Gernan Dat Ball

Squipiient:  Post or ten pin, vollerball/playground ball

Playrers: Two teams, nuwiber of players adaptable

Skills: To bat with the hand. To catch a ball. To throw at a
target and to dedge a throwm ball,

-

Q
Y 7

AN \_ O

’ 7 | St

D o7 /',("\ N L}
o N\ - IR
"AS Ve %
ﬁ.?ﬁ 7
L N

Description:

The object of the game is to score a run by batting the ball with
the hand and then running out in the field arcund the pole and back to
home vase without being hit by the ball.

The batter stands on home base and bats the ball with his hand or
fist so that it lands within the boundary lines. He then runs to the
pole (he may approach the pole from either side), around it and back to
the home base, He may run anywhere in the field to avoid being hit
with the ball.

The fielders attempt to gel the ball and hit the runnar Lelour the
shoulders with it, Iielders can be limited in ‘4raveling with the Lall
as in Loys' basketball, which includes a dribble, pivot, or passing of
the ball to a teamrate who is in a betier spot to throw at the runner.

One point is scored each time a batter gets bac, to home base
safely. A team retires out to field after three outs are made.

Viclations: If a fielder takes steps vhile holding the ball he
nay pass the ball to another teammate. lay not throw at the runner
himgelf. If he does throw at the runner, the runner may continue
whether hit or not and try for home. Another fielder may retrieve
the ball and play on that runner.

A player is not out if his ball is caught on a fly, the object is
to hit the player.

Boundaries may be baseball diamond, or a dug-out foul ball or any
you wish to set up.

Tean vith the most points at end of playing time wins.

Stealing Sticks

Type: Very active

Grade level: Intermediate 0 EJ
. L. X X X 0 :
Equipment: Pinnies or pinny | _ =
strips for team identi- | » 0 Eﬁ»
fication, a marked A XX 0 of !
field, O sticks 3 0 -
X X 0
HE 0 |

The scccer fiecld makes a nice playing
field
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Description:

Tach team has a prison area (approximately 12' x 15' area) and a
stick vox (approximately 5' x 7') stocked with 3 sticks (duck piuns,
lurniey sticks, ete.).

There are tuo teams, "x's" and "o's" that occupy their respective
territories. Lach tean has one juerd for the nrison and one guard
Tor the sticks. Each team has a Captain wvho in turn chooses the
cuards.

The object of the game 1s to try to stecal all the enemies' sticks
(one at a time) without being caught. The game is over when one tean
has all the sticks (0) and no players in the enemies!' prison.

The game starts on word o: whistle. The two teams then venture
forth into each others territory at their own will, but when in the
cneryy territory they may be caught (tagged). If tagged in enemy terri-
tory that player must go into the enemies prison where he stays until
rescued. A prisoner may be freed {1om prison if one of his teammates
can successfully get into the prison (with both of his feet in the
prison) without being tagged. The rescuer then chooses one prisoner
to take back with him. The prisoner and the rescuer may have a free
journey back to their side if they join hands and walk back. If the
joined hands are dropped then both players can be tagged and sent back
to prison as prisoners.

Vthen stealing a stick a player 1s safe in the stick box if he can
get both feet into the box without being tagged. The player then may
pick up one stick and walk a free journey back to his own side. If
tagged before he gets both feet in the box area he is caught and goes
to prison as a prisoner,

The game is won when one side has all six sticks and no players
left in the enemies!' prison,

Remarks: The children ugsually crowvd arcund the center playing
line. They are considercd in their oim territory unless they have
both feet over the line into enery territory. This reans they nay
walk or straddle the line vithout being caught.

If the garme becores stalled because the best runners arc wn
prison ask both captains if they uwish all prisoners freed. If both
captains gree, let the prisonerc rcturn to their own side as ycu
count to three slowly. The sticls rernain as they are at the tire of
stopping the game. 1If one captain says "{o" then the prisoners are
not released.
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TEAM GAMES

Grade
Stress BASKETSALL Comments
' A, Skills Use size ball to
5 meet ability of
1, Passing children.
ah-6 a, Two hand chest Emphasize: Passing
‘ space between palm
b, Two hand bounce and thumb,
thumhs parallel on
t ¢. Two hand underhand chest pass,
! -step in direction
I d, Two hand overhand of throw,
| ‘bounce pass same
! e, Baseball throw motion as chest
[ pass,
35-6 f. Cne hand underhand
3L -6 2. Catching Stress: Catching
; -eyes on ball,
3L-6 3. Dribbling move to meet ball,
hands relaxed,
BL-6 | ', Shooting
! ' Stress: Dribbling
3L-5 | a. Two hand chest use sparingly,
F -waist high,
; b. Underhand "ball is your
! friend’
356 ¢, ©One hand push relaxed hand
j control.
; d, Lay-up shot
: Stress: Shooting
! e. Free throw .eve concentration
| -arch - meke rainbow,
3 -6 (1) Ynderhand ‘use legs for power
-follow shot,
RS-6 (2) Chest -avoid "fancy" shots.
26 (3) ©One hand
3l -6 5. Guarding
35-6 | 6. Jump ball
i
35-4 7. Pivoting Stress "nailing toe
to floor.
|
-~ 3, Activity
3L -6 1, For passing and catching skills

a, Wall passing (ball for everyone)
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Grade

Stress RASKETBALL | Comments
b, Partner passing !
| ¢, Circle passing !
!
: d, Pass exchange {
i
i e, Shuttle passing |
1 |
| 2. FPor shooting skills
-6 a, Mass shooting at wall
| b, Repeat 1, (a.-e.)
i ¢. Line shooting at basket
156 i d, Lay-up shooting
: 3., For dribbling, pivoting and guarding Stress: Guarding
i +body betwecen defense
< skills and ball
«play the ball
-6 a, dass dribbling (everyone has ball) .avoid crossins leps

+hands up

i b, Line dribbling

; ¢, Change direction dribbling
35-6 i 4, ifess dribble and pivot
¢, Line dribble and pivot

li. Combinations of a,, b,, ¢,

3)i-6 | a, Offense against defense
35-4 E b, Keep away
|
% C. Games patchlPass Shoot Dribble PiV?t Guard
3L-6 Z 1, Keep away X X i 1 |
i 2. Any practice shooting X X

activity (Horscs)

3, Gourt 3asketball X X X X { X
Wb i, 3ide line basketball X X X X X X
. Half-court basketball | X | X X X X' x|
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D.

Explanation of Games

lu

Keep AWaY —-im e e
oK S Y ;
1 - "-—-'1‘. ) ; x() R |
1... o I} Oﬂ UK ',.{\‘ G - _Ji
' e -t . '.T;‘ x{,‘ \‘\ .....,.A.I

. e e

et T ——

Divide the class into four teams, two teams in each half of
the court, FEach half court has a ball, Object of the game is
to rave the X teams keep the ball away from the O teams as
long as possible, When the O's get the ball, they try to keep
the ball away from the X's, Stress guarding and pivoting.

o dribbling. Any violation results in loss of the ball,

Horses - First player tskes a shot from any position, If a
goal is made, next player must make a goal from same spot and
use the same type of shot, If the second player misses, he
gets the first letter in the word horse, When a player has
accumulated all letters in horse, he 1s out of the game,

Court, Basketball ~ Players from opposite teams 2re asssigned a
marked off court and play in that court only, Offensive
players in the court close to the baskets are the shooters,
Any modifications of the rules mentioned may apply,

u.-.._&-g{- e ‘ . .-r -
. A A r‘ ’) 2 L A .
1 - I

Side line basketball - Playsrs are divided into two teams with
each player having a number, Players are called from opposite
teams and placed in a half court or a full court position,
Players on the side (side line players) may handle the ball
from their positions and then pass to middle players., Rules
governing the play of middle players may be regulation or

modified to suit the level of players, Examples of modificationss

. Ho Dribbling

. Mo slapping cut of hands

. No contact, etc,

Apply girls' rules to girls and boys' rumles to boys, etc,
Keep adding rules until regulation play is achieved
Primary rules

O Qo oo

L Y

. } . . L ‘“

B )

\ \ 14

pom———

>
PR
>
&
»~
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5.

Additional Activities

1,

2.

L.

ARl

6.

Half -court 3asketball - Use froam two to five players on a tean,
Players are called out at each bagsket or court., Cbjective

is to play regulation or modified rules with the team in
pogsession of the ball being the offensive teem, If the
defensive team recovers a rebound, they must clear it back
bevond the foul line before attempting to shoot or score goals,
Squad leaucrs and experienced boys and girls may help officiate
these pames,

Catch Pass Shoot Dribhle

Pass and dribble relay ; x| ox X
Dribble and shoot relayi X X X
Pass and shoot relay X X+ X

3oundary ball Lox | X |

3ombardment X X : X

lead man ! X1 3 X

Around the world ' X X
Twenty-one x| % . _:
Tote:

Refer to outside references,
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Grade
Stress

[y

1
+

Comments

B5-6

B5-6

5-6

A

FCOTBALL
Skills
1, Passing
a. Forwvard pass
b. Lateral pags
2. Catching
a. Forward
b. Lateral
c. Over the shoulder
d. Kicked ball
3. Contering
4« Hendling the ball
5. Kicking

a. Punt
b. Place kick
6. Blocking (screen)
7. Stance (hands on knees)
Activity
1. For throwing and catching skills
a. Zig-zag pass
b. Pass exchange
¢. Partner
d. Line pass
2. For centering skills
a. Snap bhack

b. Target snap

265

Stress: Forward Pass
~-.Keep point-up.

Emphasis: Catching
.Lock ball into hands.

+Immediately tuck ball
into carrying posi-
tion.

Stress: Centering

.Center first --
block second.

Emphasize: Punting
.ball on instep

Stress: Place kick
+Head over ball-
.Follow through



Grade
Stress FOOTBALL

% 3. For handling the ball skills

a, Shuttle line
b. Lateral line
L. For kicking skills
a. Punt
b. Punt and ca%ch (shuttle)

Ce chk—off (shuttle)

oy
Place i Screen |

C. Ganes ! , 1
I o ....._| Pass' Catch r_Qg_rlt_q;_ Punt | Kick |Block |
B5-6 1. ®nd Zone {777X !
e e e e e e et SR I e
<, 2. Bound ary )3311 X X t
: . [ —— A _____T___ R SR I LI NUE
‘ 3. Team Keep Ahay X i X X t< X boX
, e e e m o e | SR ,_,4.. T R EpUry TP __,_‘,,_1,_“,_‘____%, i i e e o -
! L. Punt Back or PaoS X X X i T
| [ R B 1‘ e i e i el PET ‘-~~~——-~~>$-~— BT
, 5. Post Ball XX . x |
l e e “ — T e i w-»fu—~~~—~k~ R »»:
BS | 6. Passavay XX X X | X X
‘ - - et e e e ee o ma L “__l-___ﬁ,.‘ S SR S - -

D. Explanatlon of Games

: 1. End Zone
‘ Players: 6 - 8 on a team. Teams unlimited
% Equipment: Footballs
Area: Playground or gymnasium
Skills: Throwing and catching
Game: Object is to tiwow ball on the fly into the opponent!s end zons.
Players may nct enter the end zones except to retrieve a dead
; ball. Players must stay in their half of the field. FEach tean
should have at least two footballs to start game.
Scoring: Ono point is scored for each ball thrown on the fly into the
end zone.
Variations: (1)} Kick instvad of pass (2) Use more balls.

2. Boundary Ball

! Players: 8 - 10 on a team. Teams unlimited

| vquipnent: Footballs

Area: Playground or gymnasiunm

1 Skills: Passing, catching, and kicking

. Game: Object is for players tu pass or kick ball over their opponent's ‘
: goal line while remaining in their ovm half of the field.

; Players try to prevent balls from crossing their goal line. Balls
! are thrown or kicked back and forth. Players may take the ball
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‘ te the center line before throwing or kicking it, Fach player
securing the ball must throw or kick it himself and not give it
to a teammate.

Scoring: Each ball that rolls or bounces over a goal line scores 1.
point. Balls going across a goal line on the fly score 2
points.

Variations: (1) Players may not move with the ball, but may pass it

to teammate vho is in a more advantageous position. (2) Use
more valls to increase the participation and activity.

3. Team Keep Away
.Passer stands still - other players may run.
.Incomplete pass ball dead opposing team ball
.Interception opposing team ball
.funble - opposing team ball - ball is dead.
A1l players may now run, If ball carrier is tagged (one hand) play
stops,forfeit ball to opposing team (frece pass).
.Add ball advancement toward goal line. Team scores point(s).
.Add dovms - ball carrier tagged ball dead start again
- four downs for advancement failure to score forfeit ball
.Add scrimmage line - players stance (backfield and line)
- center
- rush delayed five seconds
- block
.Huddle - make plans
‘ - signals if wanted
- complete two passes in a row first down

.Punt - on fourth down team may punt
- must tell if you are kicking
- no rush

.Kick - if you score (touchdown) team gets a chance to kick an extra point
- no rush

Kick Off - after score, scoring team kicks to opposing team
.Game Variations - two hand touch - flag football
.Testing if desired

L. Punt Back
.Formation: Players divided into two equal teams.
.tquipment needed: Soccer ball for each game; football or soccer type
upright goals if available. If not, use anything high enough (cut
broom handles) that can be made into flags and put on end lines for
goal markers.
JNumber of players: 6 to 8 on a team
.5ize of playing area: llinimum size for good results is 60 by LO yarc:
.Scoring: tlhen time permits, the team scoring three goals first wins.
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A A ! ! 3
A | , 39
¢ Neutral }. 8 ,
A A arj Zone ‘N 1 KICKER'S CIRCLE
)
]
A 41 r3

.Zxplanation: Object of game is for each team to take turns punting
ball back and forth to each other until one team gets
ball in a position on field so that a kick through or
over the opponent's goal markers can be made.

A successful goal is made when ball is kicked over snd
line and passes between goal markers either on ground
or in air,

To start gams, cach tean scattors to opposite ends of
field and behind kicker's circle I (see diagram). 4
neutral zone exists between the ieams. (This zone
moves back and forth). Good field balance should bo
stressed. The ball is punted and opponents recover it
as quickly as possible and punt right back. If ball is
caught before it touches ground player may take five
steps before punting ball. ‘

5. Postball
Skills: Throving, catching and running
Object of the Game: The offensive team advances the gama ball by
passing and running to the defensive team's zone, whero a point
can be scored by knocking the goal ball from the post.
(Good for girls while boys play football) M

/

Objectives: rl \ Tether

1. To develop the over hand throw S~ mall
2. To increase catching ability A
3+ To develop cardio-vascular endurance | f
4. To develop team work
lurber of Players: 6-12 players (can be adapted (
to the class size.)
Scoring: A point is scored by Team X vhenever ™~
the goal ball is struck from Team 0's | o Cord
post. Team X will also receive a f gmmvor
point if Team O accidently knocke !;; _
the ball from their own post. i " {; --Deck Tennis
Zquipment: One 6" playground ball partially , Ring

deflated; a soft softball; teather
ball; plastic bottle; or substitute
for the top of a post.
Procedure: -~Wocd or Pipe
Start of gane
1. Toss of coin or similar method.
Choice of ball or goal
2. Game will begin with official giving .. \
game ball to any center player {(of team ™ | !
ST
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3.

that won toss) on his line B.
Cn official's whistle, offensive and defensive players rove
at same time.

Game Procedurc

Ball is advanced by passing or running.

Flayers may pass any time.

Forward players may shoot for a goal any time, except when
tagged inside the circle. Ball must be passed-out to team-
mate before another scoring attempt.

Defensive players may tag ball carrier to force him to pass
o1 shoot

Guards defend goal.

Player may run with ball if caught, but must stop within
approximately 3 steps after being tagged. He must then
pass or shoot for a goal.

Ball or player out of bounds, put in play same as basketball.
If player's knee touches ground vhen picking up loose ball,
give ball to other team.

Players guard as in basketball. No body contact

Infractions and Penalties

1.

Violations

a., Running with ball after picking it up from ground

b. Guarding passer too close..there should not be any
Contact

¢c. Running more than 3 steps after being tagged (udgment)

d. GCoing out of one's own area or section of field

6. Holding ball more than 4 secords while standing still

f. Stepping out-of -bounds

g. Kicking ball (intentionally or not)

Penalty for all violtations is giving ball to other team =zt
point of infraction.

Fouls

a. Pushing

b, Holding

c. Tripping

d. Any other undesirable conduct {official's judgment)

Penalty for all fouls is free throw from point of infraction
by offended player. Free throw may be attempt to score if
in scoring area.

Positions for the start of the game:

A\ f;‘ L
o VT T
. N A [ i
Pt N
:/ 5”_1 \ | [ 5 \/\
I -
LN A : i
[ /-\ |
AT By PN
[ SE— 'Y { </ ",‘~ N
‘\ ’ © e
x \ -
- X - Gie o
AR RN, S 3e




O's forwards play from line C to opponent'!s end lino (sce
arrov)

X's forwards play from line A to opponent's end line

Guards renain in designated zone.

After A Score

After forward line of team "X" scores, they must return to
and touch middle line (line B). Guards of team O immediately
throw ball to their forwards on line "C". ULhen ball crosses
line “C" "X" forwards may then seek possession of ball.

6. Passaway Football

Object of the Game: For the offensive team to score a touchdown by
passing ball from one player to the other; for the defensive team to
knock down the pass or get possession of ball by intercepting pass.
There is no body contact or necessity to touch ball carrier as in
Touch Football.

Players: Seven players constitute a team. (If agreed upon by the tean
captains, a groater or losser number of players: may be used.) One tean
should wear an identifying symbol so to bs diztinguished from the other,

Field: Sizo of field should be 40 yards long and 30 yards wide. Goal
posts are not necded. Size of field may vary, however, with size,
ability, and age level of group. The above mentioned distances may be
used satisfactorily in the fifth and sixth grades.

Scoring: Each touchdown counts 6 points. FExtra points each count 1.
llo safeties may be scored.

Time: In lesgue or tournsment play, the time 1limit shall be 16-minutes
divided into equal halves with one-minute of rest at the half. Time
limit may also be modified according to group.

Playing the Game:

Before game begins, two teams line up face to face and those players
standing directly opposite one another guard one anothsr. Players arc
then numbered from 1-7,making certain that two players who will guard
one another have same numbar.

To start game, each team lines up on its own goal line. Receiving
team is determined by the toss of a coin. Player #1 receives the ball
for the roceiving teanm and player #1 throws or kicks the ball for the
kick-cff team. After a touchdown is made, players then take turns in
numerical order at throwing or kicking the ball to receiving team.
Receiver is always player with same number as thrower.

Receiving, or "B" team lines up on goal line and receiver stands 190
steps in front of team. The throwing or "A" team stands cn their goal
line and thrower stands 10 steps in front of his tean. Both teams may
not move down field until ball is thrown.
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Playing the Game (continued)

Each team will get four chances, hereafter called downs, to score.
First play on the kickoff will count as a down. Upon receiving ball,
receiver passes to ono of his teammates. Teammate upon catching ball
must stop and pass again. Passers may not run forward when passing
ball but may run laterally or backward to elude guard and to get in a
more favorable position to throw the pass., Pass must bs thrown within
gix seconds.

Defensive team tries to (1) intercept pass or (2) knock it down. If
(1) happens, defense then becomes offense and vice versa. The team
with the ball tries to score by throwing a series of passes from one
player to the other. If (2) happens, play then stops and teams line

up in numerical order facing each other at point from which pass was
throvm. Team "A" keeps ball for second down. Player who is next in
numerical order from previous passer 1is new passer, and center is
player vho precedes new passer in numerical order. Defensive team
must line~up one yard from ball. Passer counts aloud, "1, 2, 3, hike."
Ball is centered on '"hike" and offensive team goes down field to
receive pass. Only player allowed to guard passer is player on other
team who has same number. Playors may not guard any closer than 3 feet.

If team "A" does not score on second down, ball comes back to line of
scrimmage and above procedure is repeated for third and final downm.
Passer for this down changes and is next player in order; center is
always player who precedes passer in numerical order,

If no score is made on fourth down, team "B" gets ball at line of
scrimmage. Player on team "B" who has next number in order from
passer on team "A" becomes the passer for team "B'|

If team "B" intercepts a pass, intercepter must stop his lorward motion
and pass to one of his teammates. The initial pass after the intercep-
tion will count as the first down. Play then continues as outlined
above ,

Furbles - The ball is dead on all fumbles, and team that fumbled
remains in possession. The two teams line up at point of fumble and
play resumes. However, the passer who fumbled loses his turn at
passing and next man in numerical order is new passer. It is assumed
that all fumbles will be accidental. If a team deliberately fumbles
so as to gain an advantage, the other tecam will be awarded ball.

A1l tou.hdovwns must be made by passing ball over goal line.

After touchdowm, the extra point may be tried in one play. Ball is
placed two yards from goal line, the teams line up and player who
caught touchdown pass throws for extra point. Preceding player in
order is center. Extra point pass must be completed in one pass
behind goal line.

271



Playing the Game (continued)

After a score has been made, scoring team returns to their goal line
and throws ball to other teanm,

A throw off which goos behind goal line before team "B" touches it is
called a touchback. Ball is brought out ten steps and put into play
by having the two teams line up face to face. Play resumes with a
pass from center with receiver acting as passer,

A throw off which strikes ground before receiver gets it remains in
play,and receiver must pick it up and pass it from that point.

A throu off which goes out of bounds over side line must be taken over,
providing receiver doss not touch ball before going out of bounds., If
he touches ball, it 1is put into play at point it was touched. Play
begins with a pass from center.

Ponalties: A tean shall lose possession of the ball if:

1. Players are involved in unnecessary roughness. No body blocking
alloved,

2. Passer runs forward to pass ball (Except when behind line of
scrimmago ),

Loss of down if':

1. Passer takes longer than 6-seconds to pass ball.

Offsides - Penalty is five yards. Team remains in possession of ball
ond passer loges his turn to next man in order.

Variations of the Game

After punting and place kicking have besen taught, the ball may be
punted or place kicked off at the start of the game and after a score.

Field goals may also be attempted after place kicking has been taught.
The same applies for extra points.

Flays can be arranged so that the even number pass receivers go long
and odd number receivers go short and vice versa.

Punting may be allowed on the last dowm if team "B" indicates they are
going to punt. Team "A" would then be allowed two players down field
to receive the punt. There would be no rushing the kicker.
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]
. Stress| _ HOCKEY | Gomments .
L4 T
!
A, Skills i
Bh-6 1. Gripping the stick ' Stress relaxed hands
| | and wrist.

2, Carrying the stick :
 Emphasize "Stick" rule,
. Drihble !

. Stress: Dribble

. Push - pass \ +tapping ball

+ball close to gtick

Stress: Push - pass
-hands apart
vwrists relaxed

3
U
5. Fislding
6

Tackle

7. Bully *no backswing
35-6 8. Flick  Emphasize: Bully
. +bent body
Supplemental . +slight raising of
! sticks off ground
35-6 1, Roll in (for regular field hockey)

P Stresst Tackling

2., Corner . positioning of body

' .3, Activity

1, For passing and fielding skills

36 a. Partner passing

! b, Circle passing

c. Shuttle passing

1 d, Pass exchange |

2. For dribbling and tackling skills
a, Line weaving

R5-6 b, Weaving dribbling

¢. Line dribbling and tackling

3. Ccmbinations of a, and b, plus shooting

-6 a, Keep away
’ : b, Offense against defense
85-6 c. Shuttle formation
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Grade

Stress; o HOCKEY .
| C. Games Flick Dribble Pass Field Tackle Uully
Bi-6 1. it and Stop ' X | X |
é <. Keep Away X X X X X
; 3, 0Goals X X X X
; L, .lodified Hockey X X X X Y X
5.6 S. Line Hockey X 1 x 1 x | x X_ |

I, Explanation of Games

1, Hit and Stop 0 X 00X © X 0 X o0 x

S
X 0 X 0 X 07X 6K

Players unlimited, Two straight lines 10 yards apart; players
opposite cne another are partners,

The object of game is to score the greatest number of hits in
1 minute, Players must stop bzll (field or trap) then pass to

|

|

| partner, Each pass counts 1 point, 0

[ o 0

; 2. Xeep Away //

{ 0 o
i X

i Ok 0
| '

? d\‘\ -0

\ Players: unlimited., OC=n use many circles "o

The circle players try to keep ball from player in center, If
center player stops the ball, he changes places with the player
who made the pass,

3, Goals YT T s m e e e R

X . | o
;x < 0 o

X X 0 ] o ¢ o,

X X 0 o |

1 :X X | L o i

: Players. unlimited

The object of the game is to drive the ball over the opponent's
goal line, Play is started by a bully in the center, Onlv the
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b,

5.

forward line may shoot for pgoals, If a back field player stops
the ball, he must pass to a forward player, The players must
not cross their boundary lines, A free hit is awarded for all
fouls, One (1) point is awarded when the ball goes over
opponents’' poal line,

#odified Hockey

a, Played on hard surface court

;
. £ o
X 3 ¢ - X

(W} R 4 X
P X .
i ’ o X 5 Y
! ~ ! o X

PR .

Players unlimited, The hard surface court has 3 areas

(2 Greek Dodge courts and 1 basketball court), Divide tean
into 3 groups and place them in their area, Players must
stay in their areas,

The game is started with bully in center area by 2 opponents,
Goal can only be scored by the forwards, A roll-in will be
used when the ball hits the fence on the side and a corner
when the ball goes over the end line,

b, Played on field or in multipurpose roonm

1 |

Eight players on a team: 1 goalkeeper, 3 fullbacks, L forwerds,
The remaining players in the class may be placad along the
side line like in "Side Line Basketball",

Play is started with a bully by 2 players in the center, The
players cannot cross the center line so the fullbacks nust
pass the balil to their forwards, The forwards will try to

score a goal by hitting the ball or
If played in the multipurpose room,
by placing 2 chairs |} feet apart at
or Ly using 2 large balls placed in

puck over the goal line,
the goal can be mads
the end of the room,
deck tennig rings,

Line Hockey (played similar to "Line Soccer™)

e e = s e i b i s P o e
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Ployers: unlinmited, Players are divided into 2 teams and playvers

Game

of each team are given a number,

1, 2, 3, or L numbers may be called, Players spread out
on floor and 2 players go to center for the bully, A
player from each team whose number was not called will
stand between foul lines and be goalkeeper, Remaining
players will act as fullbacks and if the ball ccmes to
them, will stop the ball and pass it to one of their
players on the court, After the bully, the teams on the
court will try to shoot a goal which is between the foul
lines, Tearmwork is very important,

_OTE3
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' tresy YET GACES J’ Commants
x
. A, Skills ]
! 1, Throwing | Emphnsize upward
follow-through.
3 -5 a, One hand throw
g Plastic balls aid
l (1) Serve in learning skills.
f (2) Volley Stress: Serve
| .avoid open hand
i b, Two hand throw -lock elbow
1 -contact ball at
} 2. Catching wailst height
! -accuracy
2, Two hand overhand catch -follow-through
flexible serving arca
b, Two hand underhand catch -body balance

¢, Set up - two hand overhead hit
4, Set up - one hand overhead hit
e, Set up - two hand backward hit
' 35-4 1 3, Underhand serve

; i, Volleying ! Stress: Volleying
( -keep eyes on ball

Ro.g a, Two hand overhand hit position to reccive
| -finger control -
‘ b, Dig "the ball is your
? friend"
E (1) Forward “use of whole body
! (2) Backward . Emphasizet Dig
-hands on top of one
(3) Sideward ! another, thumbs are
parallel
¢, One hand overhand hit elbows tight

-arms straipght
d, Cne hand underhand hit

2l -4 e, Set up to teammate

3, Activity
1, Throwing and catching skills
-5 a, Wall (one ball per pupil)

b, Shuttle (squads)
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Grade

Stress | IET GAMES

Comments — ‘

e

2. Serving skills
-6 a, Wall (one ball per pupil or squads)

b, Shuttle (squads)

c. Alley (teams)

56 j d, GSpot (teams) i
i 3. Volleying skills
m—é E 3, Vall (one ball per pupil)
; b, Shuttle
i c, Circle
j 4. Set up skills
546 é A, Circle
g | b. Shuttle Cver-
| Set hand
G, Ganes Throw Catch Serve up Yolley Dip
RIITER 1, ‘lewcomb § L X X é t i
| a. Plastic/vinyl tall | X i X E X ; j |
| b, Deck tennis ring i X X : X | | |
% ¢. edicine ball X X % ; i é
154 E d. Football X é X i X g % :
26 i e, Capeball X i x| % i |
Wb | 2. iodified volleyball | | ‘ %
!
A, Catch and hit | ! X | x t Xl |
b, Assist on serve % X E X ; X E X |
E ¢, OCne btounce 1 E X é X i X 1 X f
5 d, Unlimited hits % % ; X 1 X !y t
3l-6 | 3. Teck Tennis cwcomb X ' X i X E E %
. ‘ :
4 F L, Volleyball L }-w_ . X i X | S




D,

Explanation of Games

1& 2,

Rules for ‘ewcomb and ifodified Volleyball

a, Chject of Game:
Jlewcomb -~ catch and throw the ball back and forth over
the net without ball touching the ground
fdodified Volleyball -- catch, set-up to self, and tap
ball to a teammate or tap it directly over
the net

b, Court:
The official playing space shall be 30 feet wide and
60 feet long, (ilote: A smaller space may be used for
indoor play depending upon the space available)

¢, Equipment:
Beach ball, plastic ball or, volleybtall
A volleyball net
Two upright supports with the net at least sevan feet high

d, Players:
Team composed of nine players arranged in three lines
of three players each, Interchange of position in a
line is not allowed in classwork, A greater or smaller
number of players may be on a team,

e, Time
Game shall be played in two halves of 10 minutes each
with a 2 minute rest period between halves., At the end
of the first half of the game, the teams shall change
courts, The team with the highest score at the end of
the second half shall be the winner, In case of ties,
two additional periods of 2 minutes each shall be played
until the game is won, (Xote: In classwork, the length
of halves may be increased)

f. Playing the Game
(1) start
The team whose captain wins the toss of the coin
starts gerving, This advantage shall be reversed
at the start of the second half, Server must serve
from behind the right one-third of end line,

Server must stand with both feet behind end line.
Ball is served by striking# with hend., Server may
have one asaist in getting ball over net, If hall
hits net and goes ove», another serve is allowed,
I ball touches net apgain, it's a lost serve,

A b3ll which hits net and doesn't go over is a lost
serve, The original server continues to serve nntil
his team fails to return the ball., (Cption: 1I°
competing schools agree, the serve may be made oy
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throwing the ball instead of striking it, If the ball
is thrown, no assistance can be given by teammates on
the serve.)

(2) Rotation of Players
Rotate all players so each has an equal opportunity to

serve, Diagrams 1 and 2 show two suggested methods of
rotating,

—n [Pty dns g ..'.'} X4 'et '7 " bl TmLnL S et !

X -y X v X ! 1 R ¢ X {
v J. 1 FAN

X. -~ X ¢ X f X (e X X

: » k ,//; i

X -y X | X-7. X - |

| N 10! ‘ o - Y !
T T X T e '"'“' X

“.. Serving Area .. ... ... =~

(3) Scoring
One point is scored if the receiving team fails to return
b:ll according to rules, If serving tcam fails to return
ball, they lose serve, OCnly serving team can score
points,

(L) Flaying the Ball
Each team has three attempts with which to return tall
Each player may catch ball and set it up to themselves
to bat over net or to a taammate (Except lewcomb--
throw and catch).
A player may not take rore than one step after
receiving ball or hold ball longer than three seconds.
Violation is same as a missed ball,
‘o player may play a2 ball twice in succession,
A ball other than the service which touches top of
net and goes into opposite court is considered a pood
ball and must be played.
A volleyed ball which goes into net may be plaved on
a rebound frem the net.
Touching net or reaching over or under net causes
offending team to lose point or serve.
Serving or volleving ball out of bounds loses serve
or point for offending team, If a ball going out of
bounds is touched by a player, he is responsible, snd
ball must be played in regular marner,
Options - Teams may be sllowed a greater or less
nunber of attempts to get the ball across net,
depending upon ability,
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3, Deck Tennis lewcomb

‘ a, Playors--the team may be composed of 6 players, (Size of tean
Mmay vary)

b, Equipment-~The ring shall be a regulation deck tennis ring., A
requlation volleyball court may be used with the net at the height
of 7-8 feet,

¢, Time=--By tim: limit or point limit

d, Playing the Game:

(1) Start--The team whose captain wins the toss of the coin may
serve or recelve, This advantage shall be reversed at the
start of the second game, The best 2 out of 3 games shall
determine the winner,

(2) Rotatior--fembers of the team may serve in any order desired,
however, once this order is established, it must be maintained,

(3) Playing the Ring--¥hen the ring is fairly served, the players
of the opposing side try to catch it and toss 1t back acrosu
the net, Either a forehand or backhand delivery is allowed
with the ring taking an upward flight; however, the ring
may take any form of spin while in the air, The ring must
not touch the ground during play, and must be promptly and
continually returned, Play continues in this manner until

’ the ring touches the playing surface,

Two players may catch the ring at the same time providing
cne player withdraws his hand at once and the ring is
immediately returned, A fumbled ring may be recovered only
by the player making the fumble and the returned throw

must he made by hand~catching it, Passing is permitted.

(L) Bcoring--A point is scored for the server's side each time
the ring touches the playing surface in the receiver's
court,

e, Fouls resulting in a point or loss of seorve:

(1) Catching the ring with both hands

(2} Catching the ring with one hand and changing it to the
other before makinz the return

3) Allowing the ring to slide over the wrist in making 2
catch

(L) nBatting the ring

(5) Holding the ring instead of making an immediate return

(6) Throwing the ring so that it fails to rise from the

thrower's hand
(7) Feinting when making a return or serve

‘ li. Volleyball (use reculation volleyball rules)

/-
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Grade

b, Shuttle dribbling

283

Stress ! SCCCER Comments
| A, Skills |
3h-6 ! 1, Dribbling I Stress: Dribble
| i control
! 2, Passing ' push
f a, Instep kick - top of foot | Empliasize accuracy of
1 pass.
] b, Instep kick - inside of foot i
35-6 c, Instep kick - outside of foot }
! i
‘ 3. Trapping  Stress: Trapping
! body parts should
Al -4 a, Foot pive with ball
trap, control, and
b, Chest | then pass
c. Inside of leg !
i
i, Two hand overh.ad throw-in |
35-4 S, Punting
6, olley kick |
!
7. deading the ball % Stress: “eading
] | -eyes on ball
8, Tackling . hit ball with hend
3, Activity ! Emphasize tackling
i ' vall not plaver.
1, ¥or kicking and trapping [
-6 a, Wsall, fence kicking !
| b, Roll and kick |
; l
; ¢, Circle kicking 1
| i
! d, Kicking for distance ‘
; e, noal kicking }
! |
| f. Zig-zag kicking !
:j :
2, For dribbling skills ‘
3 -5 a, Line dribbling



Grade 1
Stress ; SOCCER Commnants
- : ¢, Weave dribbling around obstacles |
1 d, Circle dribbling
i 3, Vor throwing and trapping skills
: a, Line throw and trap
j b, Zig-zag trapping
f i, +or leading skills
15 -6 | a, Line leading
b, Circle leading
% c, Geal leading
5. For nultiple skills
WG a, Conmbinations of 1, 2, 3, L
b
; b, Orffense acainst defernse
J C, fGames fick Trap Dribble Threw Head
i |
RITERS I 1. Soccer dodgeball X J X &+ X X
I '
: 2. Soccer long base X i X % X {
RS ? 3, Square soccer X ; Ly X :
i, Soccer-kickball X i X i X 1 X
| .
; %, Line gsoccer X | X | X } i
|
t'D, Explanation of fanmes

1. Soccer Dodgevall

: Similar to regular circle dodge, except you Kick soacer style of
people in the nmiddle rather than throw the ball, Vhen a niddle

! nlayer is hit, he helps get the othars out bty Jjoining the outsitn

Kickers,

Variation: Primary grades may handle the btall with their hands,

set it in gl oce for therselves, then kicr,

Q ‘ 28l
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2. Soccer long-base
Players: 8 to 10 on a team, Teams unlimited

. Garmet Two teams play in a limited space in which a starting
line is drawn, At right angles to the starting line and a
100 feet into the playing area, a base one foot square is
drawn, As one team takes any position in the field, the other
stands near the starting line, The batter places the ball on
the base, He kicks the ball into the field, then runs to the
base and back, as fielders try to put him out by trapping the
ball, heading it or blocking it with both feet off of the
ground, or by kicking the ball so it will hit the runner,
Play until three on each side are out for an inning and play
as many innings as desired,

3, Square Soccer

This is comprised of four teams arcund a square, each numbered
player tries to get the ball, by soccer movements, through the
team opposite from their line,

Players are called out by numbers as in "Steal the Bacon',
All line players act as goalies and protect their line.

Roll or bounce the ball to start the game, Try to keep the
nlayers from colliding over the ball,

‘ i, 3occer-kickball X
X
X oiniek o7
\ A

| coei-m—o 7 dribble

— s

E run -,

i ' "' | hnse
! ~

In this game, a ctatisr kicks a fair ball in front of goal, then
runs to base and back before fielders trap the ball, dribble
and shoot through the goal, Runner scores if he gets home
first, Teams change after three outs, Hands are not allowed.

A variation might be that the next batter in line acts as the
goalie or fullback,




%. Line Soccer

1X | 401
2 X 02
3K | e 1503
b X 04
5 X 05
6 X 06

Playvers are lined up as shown, Objoctive, for opposite
players, as called by numbers, use soccer movements to
shoot the ball past opposite line or goal, Other players
are goalies and protect goal, or line, Can be used
indoors or outdoors,

D, Additional Canmes Kick Trap Dribble Throw Head
; ! .
1, Circle soccer ]X ‘ y 4 X |

2. Keep awvay X X X X

X
{

3, edifiled soccer rL v X X X ‘ X

TES
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Urade ;
Stressl

e e e ]

|
i

-6

25-6

oh-5

BL-6

A

Softball

Skills

N
doe

Throwing
a. Underhand

b. Overhand

2. Catching
a. Above waist
b. Below waist
¢. Right side
d. Left side
3. Fielding
a. Ground ball
b. Fly balls
4. Bunting
5. Batting
6. Base running
Activity
1. Throwing and catching skills
a. VWall throwing (a ball for everyonse)
b. Partner throwing
c. Zig-2ag passing
d. Fly ball catching
2. Batting skills

a. Batting tee

b. Batting practice
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Comments

Emphasize:

JWrist snap & follow-
through

"Jave goodbye Lo balili®

Stress:
«flyball-fingers up
.ground ball-fingers
down

Stress: - Ground Ba1l
sHands on ground
.Ready position-fegt
apart

Move to meet ball
Emphasize importance

bunting

Bmphasize: Batting
«Swing mimetically
JWrist roll

.Arms extension

+Step towards pitcher

Emphasize on base
running- modified
sprinters sturt.
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Grade !
Stress | Softball

C. Ganes Tnrow Catch| ting |
;
1. Tso ball X X X *
Bl a. Boys X X .|
Bli-6 b. Girls S B R I}
2. Long base YT “"i'-+~ T
3. Beat ball DR B Sy
L, OCne, two, three softball (scrub) 'Mbhirmr”"&£"“h"”3(‘

5. Speed Up Softball Ty M

i 6. lodified Softball T T

7. Regulation Softball for Baltimore x| ox T

County Elementary Schools SR R S
D. Ixplanation of Games

1. Tee Scftball

Players: Two teans, 9 players on a tean.
Playing ficld: Softball diamond, L5-foot bases.

Playsrs placed as in diagram.
Rules:

Have flelding team assume ropular positions.

Place a batting tee (a standard to hold a softball.) on home plate.
Pitcher does not pitch, but catcher places ball on itee.
Pitcher placed in box ‘o field balls

Number playors consecutively and bat in that order.
Tee may be raised or lowered. No. 1 batter steps in box and cz.c
| "ready'". PBatter swings at bat level and tries to hit ball solidi:.

Have batter hitting ball fair run the bases and fielding team thre
to the base ahead of the runner to get him out. If batter misses
balls, one strike; a foul ball, a strike; three strikes, out.

Rotate every fielding tcam member one positic- whe» a batter is
put out.

Scoring: Cne run scored when batter touches -1l bases and hore
plate. Three outs, teams exchange placcs (5 or 7 innings count as '

ganc)
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Softball

Long Base
Long Rase

.
: /S

\ /
/
’

™\

Home Plate

Long Base
Equipment - a "soft” gofthall and softball bat shall be ugedqd.

Play area: The long base shall ve sixty~five feet from home plate.
This base must be placed to right or left of pitcher's position to
avold collisions. First and third bases are used only to designate
and define “fair area". The long base may be a pole, large square
drawn on the ground, etc. The pitcher's box is from thirty to
forty feet from the home plats, or as agreed upon by officials.

Player: Two even sides of three or more players on a side. Pltchey,
catcher, fielders. One of the fielders steys by the base. Playorc
rust run to "base" on anything that touches bat, foul tips, fouvls,

or fair balls, etc. A player must continue to bat until a '"touch"

is made. If a foul tip or foul ball is made by the player he must
run to the base and must remain at the base until a succeeding
player makes a fair strike. If a fair strike is made by the player
he must run to base and then run home if he can. All players held
at base by previous foul balls may run home on any fair strike.
Three outs change the sides.

Cuts are made by:

Any fly caught

.Any person thrown or tagged out at long basc or taggea out at hor-
.Any person tagged running between bases or any person tagged off ot
bases

.Any players on batting side being held at long vase constiiuvies a
side out

JAny player who "slinga" the bat when starting “or bas<.
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Softball
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I

i Scoring: A point is made for the side at bat each time a batter

i reaches long base and returns home again or on a fair hit. Severat
3 players may be hold at the base at tho same time and all must wait
; until a "fair strike" before they can run home and score. {Note:

! A1l players returning home must tag the base.) For those not

\ skilled in the knowledge of basgball, and for younger children,
twenty-one points shall constitute the game, though a higher score
nay be agreed upon. For other players, seven innings shall be the
official number for a game. In case of match games the players

| shall not be less than five on a side and as many more may be used
as agreed upon by the captains and instructor.

3. Beat Ball

Players: Two teams, with 7 or morec players on each team. Boys or
‘ girls can play

i Playing Field: Softball diamond, LS-foot bases. Players play as
: in goftball, (See diagram on Tge Softball)

The Garme:

% Have pitcher toss underhand to batter. If batter hits ball, he runs
E to first, second, third, and home without stopping.

Have fielders get ball to first basemzn, who must touch base with
ball in hands. First baseman throws to second cn base, second
baseman throus to thnird baseman on base, and third to home.

Call out any runner preceded home by ball. Ball must beat the
runner home {not just base ahsad) If runner beats ball home,
runner scores one run for his team,

Cuts: three -trikes; fly ball caught, foul fly ball caught

Batters: nu bered and bat in order

Scoring: ocne¢ run scored when batter touches all bases, and home
plate before ball.

Three outs: +tecams exchange places.

Game: & to 7 innings

ll. 1-2-3 Softball

Flayers count off starting with #1.
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Softball
e e ot o e it e 5 e 2t a o v o tremm s e e o e+ o ot oon e n s & i ot b e < o et ariens e+ 2+ e et mn pn e+ am e = mm
Positions:
#1,2,3 - batters #8 - shortstop
# - catchor #9 - 3rd bass
#5 - pitcher #10-loft field
#6 - 1st base #11-center fiold
#7 - 2nd base #12-right field

If there are more than 12 players, ircrease the number of batters
and/or outfielders,

Rules: same as softball
Rotation:
If batter flys out he exchanges places with fielder who caught fly.
A player who grounds out or who is forced or tagged out goes to
right field, players rotate as follows: RF to CF, CF to LF, LI t»

3B, 3B to 5SS, SS to 2B, 2B to 1B, 1B to P, P to C, C %ecomes a row
batter,

e
X / \/\ 2t
/ R
A S
N Py
' x /
o
N A}
«.‘.' - "’
(.~

5. Speed Up Softball
Purpose: To add some 1ift to a normally siow game

Have regular softball positions. DBatting tecm nust supply o fire.
base coach and a third base coach who will he'lp the basc runners.

Have only three pitches per batter. If batter doesn't hit in
three pitches, he's out.
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dave batting team supply pitcher from their own team. That
‘ pitcher may not play any hit ball or any ball throwm by the
fielding team.

Have pitcher take his normal turn at bat and a new pitcher wili
take his place,

To change sides: The pitcher may pitch as soon as his batter is
ready. (Be sure of safety). This means the former batting tesm
will havo to hustle to their playing positions to be ready for
first batter. (Do not run near oatting box)

Allow no bunting or stealing.

Have one of the batting team members catch if the fielding team
does not have enough players to supply a catcher. But on any
throws home to get a base runncr cub, a player from the ficlding
team must cover the throw to home plate.

Have sides change after three outs or all players have batted
during a single inning.

Have first base coach call the outs at first and second base.

i Third basu cecach calls the outs at third and home bacse.
Those coaches will also have their regular batting tuin and a
substitute will take their place.

6. Fodified Softball «

This game may be played in place of kickball for Sth and/or
6th  grade giris. The degree of modification will depend upon
the ability of the children. Using kickball base lines and a
regular home plate, a volleyball, utility ball, or an 8 playground
ball is batted with a bat. The ball may bo pitched or hit from a
batting tee. Rules for Regulation Softball for Baltimore County
Ilenentary Schools are used. (See next item #7)

When 5th and 6th grade girls have developed good playing skills:
a working knowledge of rules; and playing strategy, they may be
introduced to regular softball.

7. Regulation Softball for Baltimore County Elementary Schools

E The rules of the Amateur Softball Association of America skall
govern the play of this game with the exceptions 1isted below:

The diamond may be 50 feet on each side of a square for fifth
grade voys and sixth grade girls.

In the boys' game, pitchers nay be 35 feet fren the outside corner
of home plate. The girls' may be 30 feet from home plate.

A game shall consist of four innings or a time limit of LY ninutes.
No inning shall start after U5 minutes unless game is tied.
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Stross Softball

A batter who throws his bat is automatically out and the ball
shall bo declared dead. [unners rmust return to the original base
occupled when this pitch was made.

Regular spikes may not be worn on shoas. Little League rubber

baseball shoes may be worn if desired.

No stealing is allowed.

No running on a dropped third strike is allowed.
| The infield fly rule rnoy ba called or waived,

A runner may take a lead after ball has left the pitcher's hand
and may continue to next base if « play is mado on a runner.

A player may not steal home unless a play is made on any base

runner including himself.

i:l Additional Games Throwing'CntchingJ Hitting |
| e men e e b e b L
Rl | 1. Long base tue ball X X X
] WU SN S
Bh-5 2. Bat ball X X X
j SR PSR SR
‘ 3li- | 3. One pitch [ X x | x
, R
i ! L. Hit through short X X X
] b ]
|
i
i
l
|
A ;Q
: \ - r"c’
; - . s
! l’/ I //1(
i (\\ - J“ ‘f\" = 4 RN
o >7_” e
.'—’ ‘ , //,/ ‘.'\"\\\]
o ST
- I
‘ \ \ Draving:
® v A Teacher's Guide to
Elementary School Physical
Edv-ation, Coclhiran,
% Wil inscn, Farlow,
Q Wees . Chestnr Stats Colleg:




IYTEREST HOTIVATORS
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Action Finger Plays
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Combatative Games

Exploring with iloops - Advanced,
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Free or Floor Exercise,....
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Frisbee Basebali.......... 312
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Inexpensive and Homemade Equipment
Stuff‘ed Sock qalll"‘ll'.'..'l"'ll'..l'llllllll'll,llllll'l'.lll"l",l327
Wound Yarn or Pom Pom a0, ittt ittt s eeesoeensonnessoesnensneseenrsnneadot
Tarn Puff Ball. ... e irereeaeess
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I 3 &

Cbhstacle Belay..iveeees e
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Tug Of Vaar,,...,...
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Wrestline: Unit, .., .. 00 en.
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INTZRLST 1IOTIVATORS

The Interest lotivator section is a collection of materials which
have been found to be of value to pupils. Teaching time permitting, the
teacher will find these activities to be of great value for the follow-
ing reasons:

1. They provide a means of further utilization of basic skills
by using them in different situations,

2. They provide the more skillful or advanced pupil with a chal-
lenge to his abilities and helps maintain his interest.

3. They provide a means to re-enforce and enlarge upor. the base
progran.

L+ They provide material to acquaint children with activities
from different cw.tures, countries and times,

5. Thoy provide an excellent opportunity for flexibility in the
ovaerall physical education progranm.

° 6. They may also be used in conjunction with the base program.
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dlands on your hips, hand on your %necs,
Put them behind you, if you please,

Touch your shoulders, touch your nose,
Touch your knees, and touch your toes,

Jow raise them up so very high,

And let your fingers swiftly f[ly.

Then hold them out in front of you

“mile vou clap them, one, two, one iuwo.
Tour hands upon your head now slace,

Then touch your shoulders, next your face.
“aise them up high as you did tefore,

o clap them hard - one, two, three, four,

K IF it +* kS 3 kS X3 " +# 2 s Ed \

Stretch up high
Jtreteh doun low
Jaise your armg
And away we po.
On my ilead

~ake a circle in the air,

Sweep your arns around, Cn my head my nands I place;
oW the other --- do the same On my shoulders. On my face,
And Jurp up off the sround, Cn my hips and at my sides;

Then tehind me they will hide,
“le 1ike to bend

e like to stretch I 1111l hold them up so high;

"'e make our ruscles strong, Jake my fingers quickly fly,

Jend siretch, bend, stretch, fiold them out in front of re,

All the whole day long, Swiftly clap, 1 - 2 - 3,

Jirst I kend my knees, +# i* % 3#* # % 3

Then I stand up tall,

Down up, down up --- Touch

Like a rubber ball,

First I'm short T'11 touch my hair, ry lips, ry cyes;
“hen I'm tali, I'11 sit up straight and then I'll rise,

I'11 touch my ears, my nose, my chin,
Then quietly sit doun again,
M

% ~n’- E = 3% 3 3% = * % 3¢ P e
.y feet can be together, e can jump, jump, jump,
1y feset can spread so wide, e can hop, hop, hp,
iy feet can slide bteneath the chair, 'l can clap, clap, clap,
And there they stay and hide, e can stop, stop, stop.
‘e nod for yes, we nod for no,
‘le can bend our knees a bit
And sit down slou,
(€] 2983

ERIC

Aruitoxt provided by Eic:



O

ERIC

Aruitoxt provided by Eic:

Action Verses

Rirht and Lelt

This 1s wy right hand;
dalse it up high,

This is my left hand;
i'11 touch the sky.

“ight hand, lelt hand,
Twirl them around,

Left hand, ripht hand,
Pound, pound, and pound,

ihis is my ripght oot
Tap, tap, and tap.
This is my lei't foot,
Pat, piat, and pat,
iight foot, left foot,
un, run, and run,
Teft foot, right loot,
Jump-jump for fun,
race right, face left,
Turn round and round,
Jace left, face right,
Jump ur and doun,
it hand, lert hand
Clap, clap, and clap,
“irnt foot, left foot,
Tap, tap, and tap.

Virginiz Lee ‘aloney
Instructor Colden Book
¢ %% r 3t 2 3 #* 3

txercise Fhyme

Tun light
Two small

feet po tap, tap
nands go clap, c

L]
bl
4.

ap,

A quicik little leap up from the chair,
To long arms reach nigh in the air,

’

i
W

(&)

light feet go jump, Jurp, Jjump
little hands go thurp, thump, thump,

=
S
m
1

Q2

One
une

small tody turns round and round,
1ittle child sits quietly down.

Instructor [agazine
= * e 3t ¥ * 3# S
tree
a house
elrf

little rouse,

Stecop as louw as an
JJour sit quiet as a

299 .

Going “or A ‘lalk

Going for a walk?

‘There are many ways
you knou,

fou can vwalk forward, backuwards,

And sideways; so let's go,

of walking,

[et's ualk uith a thurp,
Give a big jump
Over a tree s

Then hep on the left foot,

Yop on the right,
Yiptoe...tiptce..,

fow stomp with all your misht,
let's run,,.let'!s drag...

let's zig...let's zag...

let's slide.,.let's glide...

Then take a gilant atride,

Let's skip along, whip along, or dance,
Lope along, mope along, or prance,
Trot along, pled aleng, or hurry,
Sweep aleng, creep along, or scurry,

How why don't we trudge,
or not budge,
Till we've eaten all our fudge.

+hile we're resting, let me think,
I've ot 1t, ‘my we can slink-
Slink like a cat;

Or fly like a bat;

Or slither like a snake;

“Jaddle like a2 drake;
Clip-clop like a colt;
"hiz like & bolt;
Scamper lixe a pup;
varch with a hip, hun;
Strut like a cock;

Or leap frog down tnhe block,
Stop!

To look in the windou
Then spin away like a

of tre cundy ghop,
toy Lop.

"Talking is fun,

Just pick up your feet high and prance---,

And ualk in whatever way you rancy,

Lili Artel
irsitructor logazine



Johnny "‘orks Iith One Yarrmer
Smtiont  Pound right {ist on right knee,

Johnny works with 1 hammer,
Cne harmer, one harmer,
Johnny works with one hamrer,
Then he works with 2,

Action: Pound both [ists on corresponding kneoou,

Johnny works with 2 harmers,
Two hamrers, two harmers,
Johnny works with two harmers,
Then he works with 3,

action: Tap right foot along with both [ists,

Jovnry sorks with 3 harmers,
tar.s haimmers, three hamrers,
Jehnny works with three hammers,
Then he trorks with L,

Action: Tap both feet along with fists,

Johnny works with L harmmers, “
four hamrers, four hamrmers.

Johnny works with four hamrers,

Then he works with 5,

Action: lbve head foruward and backward plus the other riovements,

Joehnny works with five hamrers,
i'ive hammers, Iive hamrmers,
Johnny works with five hammers,
Then he goes to sleep!

#* 3% 3+ * 3 * * * 3+

% 3 ¥ * % * 3 H3
“xercise
Tirst touch your nose;
louw touch your toes,
Touch your hair;
Then touch the chair,
Touch your shoulders -- left and right
Wlave your arms -- like birds in flight,
How be quiet as a mouse
And tippy-toe around the house,
- * 3% 3¢ ¥* St # i+ #* +* 2 3% 3#* * % S +
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ACTIM! ¥IMGER

I have ten

PLAYS

litile fingers

And they all bolong o re.

e I can rmake then do
N&*}? ould yeu like o

o e I can shut thenm up

AR Cr open them wide.

NS I can

1 nake then

can make than

‘ﬂm” thnm

-

bﬂ lnpu

see?

tight,

rut trem togclher
all hicde.
uv1> hizh

Lot

5
) ‘3
» quievly

50,

Vorse Action
Two Iiltle houses closed up tight, Jists closed, thurmbs cloced
Cpen up the windows and let in the light. Fingers and thurbo utretckwo.
he iittie Tinger veople, tall ond straizht. Falms Lo freont, fingers eraoct.
Heady for lirst grade at half-nast-eight. Fingers ercct, hunds and arws

Here's a cup and herc's a cun

ana herol!s o rot of tes,

Four one ouy,
Therc's a

pour tvo cuns

cun for you znd me,
N

ewets

ind here's a2 soll,

ind =z

Shall vie count then?
CnC', t‘.:’D,

= In Yy 1v a1 .
sroat oig ball 1 sce.
LY ™~

'
PR By
ATC O U0 LGS

o
LAICe .

. !

Two 2ittle L)ackbirdgs
Standing on a hill,
This one is Jack

And thisc one is Jill,
Flr caclk,

ly Jill,

sere 2 Jack,

Come Jilli,

v ¢ olackbirds

e e <
CcUAnaLng on oa hill,

ifereis a beehive, btut ihere are the toes?
Hidden avay where nobody
Lov 1he" are coming cut of the hive

! ISRt three---Tour---fie,

o o
celSiy

‘*l<r-'- .-
rlhuu. Lty VI,

Ml

nove Jbrhll forunrd,

dnge fist of left hend and shos
it for each cup.

e fist u*th r4"ht hond,
xtend thurmo,

Four tea 1nto cuns.

b A

Srizil cirele made with thuh
'Pd index finger.

Large circle nade by using Loth
thunbs and index fingeor:,

Iuge circle made vith arms,

onlders.

showr haad,
Shor hand,
Hand behind back,
Hand behind back.
Hand on sheouldasry,

Hand en sheul

Laay,

:ve a fist, thumb clesed in.

Shovo fincers, one 2t a tiae.



ve e oa unlloon, Hoaels In Iront oof tody, »nobin

T et e

woour balloon, rrctend o LIvu into haols

N , s
NIEVAS Clan honds,
s -
un Lroall aur valluoh
- : ., . PR P, - NP
chio i a choo-cnos troin, Ariis Tenl b elicir, po rownd
;
AN e g - S S . o
uffing down the L:nc:. and round e vhecls,
iR P RPN vl T, sae e . P | Y )
Gou SU'e golnn foraoxd, Four olors fovienrd, viecls
turn i oy ciden,
Yeowr g . yvee 3y asls - . \ . .
Vow 1b's going back. Tour STens oacsyvar
Tev o the Uoll s yinsings T e I AR K
RS ae ot..o 18 AT, FISAMNCIERD O I S FTC EEE  SR Va .
1o
St . [ SN S S P A . - . -
Sve the uhicstle Ulows. pande to rmouth o r
vhistle,
1T 1% A Ve A e & I U - . e .
Jhat oA Lot of nolse 1t nnken Cover ey vith hende,
Lverywhere 1t goes. Arrs cuLstrmtchnd te indicae

cverwntiere,

My ~
This
Ty
Tt
ihic
IR
High
-7y
. -k

Thay oo dnrn te the eanondn, .
They maren to the lelt,
Thiey wreh o uo the richt

]

L
Along cae a non with 4
) O

e

. CUTINLNE

T'roa little teanot, shart snd stout.

T g Ve e o ¢ '
This is 1 handle, 2ight hand ~n his,
. , .
This is gy snoutb. Left hand in adve,
T - . et yaa Y- ~n

wnen Ionet steared un, lhen I shout,

uu"t tip re over ~nd rour re out, Bend body {o left
Tt a very clever pot, it'c trus,
iiere's hA e/”WﬁlP of what I can do,

I ¢can e oy hendle and chirgr my opsul. Chanee positicn of handgz,
Just t;p Looover and nour me outl, Bend bods te right.
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BLOCK RSLAY

Players: A block relay team shall be ccnposed of 8 players and two substi-
tutes.,

Zquipment: A, Six blocke (1" x 13" A. B. C. blocks) or nonrolling objects

B.

Starting lines - one 12" square drawn S' in front of starting linc; six

6" x 6" squares at §' intervals. Lay-out on court.
Formation
Team A g*1 S§*1 51 5t1 51 51 g1
FXXXKXXX SRS AT SRR THE SU ST
Team B o ] . ] B . -
LA LLREX R N A N

'f

Starting 120 6"
Line square square
Rules:
A. Place blocks, one each, in the 6, 6" squares. At the starting signal,

the number one runner retrieves the blocks, one at a time, and places
clearly within the 12" square. Vhen all six blocks are retrieved and
within the 12" square, the #1 runner touches the hand of the numbor

tWo runner and that runner replaces the blocks, one at a time, within
the 6, 6" squares. This continues with players three, five and seven
retrieving the blocks and players, four, six and eight replacing blocks.
When number 8 runner has finished replacing the 6 blocks and crosses

the starting line that team is finished. Each player as he finishes
should go to end of his line and knesl down,

Have all runners waiting their turns keep both feet behind starting
line until their hands touched. Violation of this rule is dis-
qualification of tean,

Have all blocks placed within the squares so they do not touch any
line. Officials may request a player to return and place a block with-
in the square, tefore the runner picks up the next block. Failure to
return and place block within square will result in disqualification of
tean.
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BOWLING R¥LAY

I, Players: B8 Bowlers - 1 pin boy

IT. Equipment: 1 duck pin, 1 softball each teanm

ITI, Distance: 30 ft. from foul line to pin. Set up on hard surface court.

IV. Officialst Foul line judge who is also starter, 1 score keeper each team

V. Relay: Have bowlers roll 1 ball in rotation and continue until team has
knocked pin down 8 times. Bowler goes to end of line for next turn.

Pin boy resets pin and rolls ball back.

VI. Foul Linet: ©Don't count score if bowler steps on or over line. Judge may
stop action with whistle and declare ruling.

VII. Pin Boy: Roll ball back, don't interferc with opponents pin or ball, pass
in back of opponents pin to retrieve own ball. Judge may dis-
qualify team ir, in his opinion, interference is deliberate.

YIII. Ricochet: Score for opponent toward his 8 knockdowns if ricochet from
own pin knocks down opponent's pin.

\\
. {; < ’\" : \ J
{ h A N
\ ) /1/ /T} /l (1?* ’\() T/\J\\ :'\\\
o S IR AR B
J> “ {> }{ L .
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COrBAT GAITS

-

T R A T R

Combat games are a fight or struggle in vhich one or more players try to
achieve mastery over an opponent, for oxample, hitting him, throwing him te
the ground, or keeping out a designated area, The principle and final objcc~
tive of each player is to achieve mastery over his opponent. The games of this
class are in four divisions.

Division Cne: Line Charging Games

-

In this division, a man charges against a line formed by other players,
and tries to force his way through the line, In some games only one or two
rlayers charge the line; vhere as other games, one whole team may charge a
line made up of another tean,

Hitting the Lino

Players are two teams, OCn2 team forms a straight line with hands joined.
Cn2 player fronm the other team tries to break through the line. He is allowed
three tries and may climb over, crawl under, or break through the hands. I
he succeeds in breaking through, he scores one point for his team. Then the
second team forms a line and the first team sends a player to break through.
The tuo teams alternate until everyone has had a chance. The team with the
larger number of successes is the winner,

Here I Buy, Here I Bake

This game is Bull-in-the-Ring with an element added. All players join
hands firmly in a circle except one who is the Bull inside the circle. The
bull touches a pair of hands, saying "Here I Buy.'" He moves to a secornd pair
of hands and touches them, saying "Here I Bake," then a third pair with the
words "Here I liake Iy Vedding Cake." Suddenly he lunges at a fourth pair,
saying "Here I Break Through.," If necsssary he repeats process until Bull
breaks through, and when he breaks through he is chased by others in ring.
The two players who are holding hands where the bull breaks through do not
run, This is to preven*t the bull from escaping so easily.

One tean Joins hands in a circle. The other team joins hands in a secend
circle within the first. The outer team faces inward, the inner team outward.
At a sgignal, the outer circle moves in a clockwise direction and the inner
circle moves in the opposite direction. 1At a second signal both circles stcp
meving, the men of the inner circle drop hands and attempt to crash through
the outer circle. At the end of ten seconds a third signal is souided: all
stand still and onc point is given for each inside player who has escapzd. The
teams form again with position reversed, the game is repeated and scores con-
pared. A round is considered when both teams have had a chance to break through
the other team. Play three rounds and total up the scores. Team with the mos®
points is the yinner,
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Tari atxon {Chain DBrealk)

¢ e e it .

Plavers can be divided into three ol move teams instead of tuo, (ne tnom
inr“s imer circle, winile others form outer civele. Teams taln tums ir
irner cirele and scores are comparcd,

Mdne Football Crash

Flayers of tiro tearns face cach other on hands and knecs, shoulder to
shoulder, Zach tecam tries to break through the other line and at the same tire
iwop the opponents Iron brﬁakinb their ovm line., Cravling ard submerging are
lzizal, but all players must keep hands and kneces on the ground. At end of two
minutes, team vith most nmen breaking through is the winner,

(&3

JlVlulOn T"o- Irostllnr and upaxllnp Games

In this division o playver may strilie another, throw or urbtalance hin,

Palloen Battle (Tear Dorm)

all players are within one large eircle, ecach with a toy balloon hanging
to a string tied to his wrist, The players are in twc distinguishable teans
ani continues until one team ic entirely eliminated.

Tall Fight
a1l players are in one large tircle, each with a picce of cloth hanging
frem his belt in the bacik, The cloth inay not be tied on the belt but under Lt.

At n cignal cach ran trics to cnateh the cloths from the belt of the others.,
“hea he loses his cloth he leaves the game, uhich continues until only one rman
left,

smls Lenpth Tag

. : Two players stand facing each other with their right arms

e stretched out without bending, Each trics %o tag the other
T L wiithout being tagged himgself, Touching each other!s hands
& o does not count. The score is 21,

2inp Shoulder Shove

cek wnl ema

SN Tio contestants enter the circle, fold arms and raise the
] {m' i left foot, The object is to shove the other out of the
Lo circle or cause hun 1o drop his foot.
S ft circle :
AU S S
Lo 4D

Division Threoe: Flpnt for-Object Games

- - it - ————

In the games of this division, players struggle to secure possession of an
cbject or to move it to a certain place,

~ s
LRarS
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COIBAT GULIS

2opg tush
Players are in two tearns, cach behind one of two parallel goal. lines aboudb
‘ 30 feet apart, lidduay bebtucen tho lines a heavy rope is placed on the ground
perpendicular to the lines, and with the middle »f the rope clearly marked., Al
a signal, all rush for the rope, grasp it and start to pull, each man pulling
tovard hisg own base line., If either team pulls the middle of the rope over the
goal line within two minutes, that tean is the winner; if neither team succeeds
in doing this, the winner is the team with the middle of the ropc nearer its
soal at the end of tuo minutes.

Sack Tush

PR

Two teams form on parallel geal lines about 50 feet apart. lMidway betwecn
the goal lines is a heavy sack filled with old paper and firrly tied. At a
sigral all rush for the bag and each team trics to carry it back across their
own geal line. FPlayers may try to advance the sack toward their owm goal line
or ongage the encry team so as to keep it fror advancing the sack.

Ball Fight

[ LA

TN Two contestants stand facing each other in a six fi. circle,
/ CeN They place both hands on and around a basketball or soccer
KO ball, held chest high between them, Cn signal they try to
£ift, carcle take the ball away frem each other or to forcee hin opronrnt
/4‘[ o to step outside the circle, All tactics are falr cxeeit
S 7 unnecessary roughness,

O Corner iiat -~ 1

rlayers are in four teams, each in one of the corncrs of tho pyrnasiur,
In the center of the court are four small gyrrasiwa rats, each assigned to one
teart, 4t a signal, ecach team rushes for its imat and tries to take it back to
their own corner, The first tecam to arrive with the mat is the winner, Tlayers
ray work on advancing his ovm mat or on hindering the opponent.

Do or e

-4 -

Jivide players into two groups and bunch then about 15 feet apart., Give
ithe captain of each team a folded slip with instructions vritbten on it. On
gignal the captain opens his slip and reads it to his team, and they lrmedintele
attempt to carry out the orders. Tor example, one slip might recad "Leave tho

oo and tihie other teants slip, "Donft let anyone leave the roon,!

The following orders may be sugpgestive:

3

[0}

©
e

+
i

Clirb on the platform

Teann 2 - Don't let anybody clirmb on the platform
et 1 -~ Sit on the floor

Don't let anybedy sit on the floor.

3

@

5

n
i
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. ’)1v1 1on Tour: T-wht for POalthIl Games

foald

T2 mames of this divicion on those in whioh men rrasp - ohers and try to

force th -~ Lo movz, thoy nmay tyy (o ojeet “he clhers [i'ma »rica ares, o
o push or 1 the acrovs a certain line, . wo 7 rge *toriin 2 oom o mrea o
[ERJ!:‘ against ooTrjen
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COMRAT GAMES

‘astor of Uhe Bing

All plavers stand on a large pyrnasium mat, or within a eirele or rectangle
rarked on the fleor, with arms folded on chests. Each player tries, by bucking
and pushing, to eject any one of the others from the mat, One who touches the
floor off the rat, or falls or unfolds his arms leaves th: parme, The gane con-
tinues until only onc man is left,

3

Diteh

3

l

Twro teans facce ecach other separated by a line on the floor betuwcen ther,
it a signal, players of cach tecam reach over the line and try te grasp the
orronents and pull then over the line. .\ player is caught when his body is
ccrspletely over the line and touching the floer on the opposite side. Any nur-
ver of men ray corbine against one opponent or pull a tearmate vho is in the
srasp of an cpponent. Then a player is over the linc, he leaves the gane,

Garme is played for 2 minutes, Vinner is detcrrired by counting the survivers
at the end of this tire.

Jariation Ditch Tag)

VWhen a player is pulled over the line he teceres a nember of the opposing
tean and play continues until all are on one side, This form of the gare is
illogical arnd provides no sound method of scoring; nevertheless, it provides
vigorous and fascinating activity,

Free Lifs

P .

The players rove about the play area as they wish. On a signal each player
trics to 1ift another player so that hoth of his feet arc off the floor. A
player ence 1lifted is cut of the game. Players may help each other., The lasti
player left is the winner,

Below is 4 list of other corbat ganmes that can be used for the intermediate

Dadge [ull {Collar Full) - Division Four
Bone of Contention - Divisicon Four

‘e
L

Cacli ight (ian

ngaveo Fight, Juck Fight) - Division Iour
Crab fight - Uivision Four

Four Square Tup - Jivision Three

rndian Hgnd “restle -

o
Irdian Leg “restle -~ Division Two




LXPLORTNG WITH HOCPS - ADVAICED

Roll hoop around waist, kneel and stand without stopping roll.

Roll hoop around waist., Continue rolling hoop while moving it up body
to neck, roll around neck, then back down to waist.

RHoll heoep around neck. %Without interrupting roll, nove hoop gradually
up am held over head, to wrist, then back down to neck.

With arm held over head, roll hoop around wrist, work hoop to fingeritips,
toss into air, catch on other arm without interrupting rell.

Use a Hoop As Jump Rope

a. OSwing hoop alternately forward and backward. Jump the hoop as
it swings alternately forward and backward.

b. Swing hoop forward in complete circles and jump. Swing it
backward in complete circle, jumping backward.

c. Hold hoop to one side. Swing complete circles sideward and jurp
sideward.

Q Individual Stunts With Hoop
a. Holl hoop to a given point by steering it with one hand,

Spin the hoop: Hold upper rim loosely. FPut hoop into rotation
around its vertical axis.

Spin the Heop ard Run: Fut hoop into rotation around its verti-
cal axis and run around it and catch it before the spin dies
dow

d. "ho can run faster than the hoop? Start it rolling and try to
out run it.
“lho can run around it and irmediately drive it on? Same action
as above, but when on other side of hoocp use hand to push it on

»

- again.
d /f/\'/ 77 \':\\\ -

: ﬁ@lﬁ;;;ﬁ Hoop and Two FPartners

! \¢ \‘\\;V/}/( /
f/%, c y a. Partners face each other and try to roll hoop to each other.
: T Distance between partners may be increase as skill improves.

b. "A" rolls hoop towards "B" - "B" straddle jwips over rolling
hoop - about faces - catches it. Hepeat, "B" rolling to "A",

® > < &
N TN AL /“ ™
) (\//_5 :)\‘,“ ,- ;> <l,/ —>

L % ("’a B
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EXPLOUING VIITH HCOPS - AuVANCED

A Hoop and Two Partners (continued)

C‘

A" rolls noop, "B" runs obliquely toward hoop and leaps it
with a scissor style jump over the rolling hoop without inter-
rupting its course, O

pA

- \C}m \/7\;)))

Ay
~ 7

"A" stand on outside of hoop while "B" stands inside hoop. As
"A'Y jumps into hoop "B" must jump out backwards. Then "B
jumps in forward while "A" jumps out backwards. An interesting
game can develop by how rapid each one jumps.

O o

//‘?

o3

SR
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Froe or Floor Ixercise

Free exercise can be a very spectacular, creative, and artistic event,
It combines flexibility, agility, and strength in a continuous pattern #
of movement; it is planned in a design that is flowing and pleasing to u
watche Free exercise combines baldet movements, tumbling, and other move-
ments which do not belong in either catagory. It affords creativity and
artistry on the part of the performer, and allows for individuality. It
must have design, be held within boundaries of a specified space, and
allow for freedom of individual experimentation.

A free exercise routine should include tumbling, ballet, some floor
free exercise skills, some standing skills, and some acrial skills. Theso
must be continuous and flow easily from one movement to the next. Com-
positions for girls stress dance moves; compositions for boys contain
less dance but does add moves of strength and power.

A susmgested teaching gequence for progressing to Free Exercise
includest

. Tumbling
. Agility moves

. Flexibllity moves
. Salancing

v 3allet moves

. Strength moves

(0,00 N 2 W el WO RN LI S

These moves can be further defined as:

1, Floor skills - those performcd on or near the floor

2, Standing skills - those movements which are or start from a
standing position

3. Inverted position skills - all tumbling movements

L. Aerial skill - those moves in which gymnast leaves floor

5. Strength or power skills - those moves in which the boy gymnast

holds a static position or exerts power as in a press.

Aftor these type of moves are learned they are then combined into a
composition, Routlnes mayv %be performed to music,
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FRISBEE 3ASEDALL

Frisbee baseball is played as regular baseball with the following '
eXceptionst

1. There is no pitcher, A player may play in the pitcher's
position but acts as an extra infielder,

2, Batter throws Frisbee and runs bases,

3. If runner leaves base on a caught long Frisbee f'ly, he
nust return to base,

L, If Frisbee is thrown home before runner returns to base,
runner is called out,

5. Vhen played on court:
a, Cver the fence is a home run.
v, lio more than nine players

6. ‘hen played in the street, on a parking lot, or in the

field:
a, Establish an automatic home run line.
b, ilay use more than nine players
7. '"o bunting, A thrown Frisbee must go past the pitcher's
mound ,

8. Cannot go past homeplate ~ this counts as a foul.

9. TFour fouls are an out,

10, Jdo strike-outs,

11, Runner can be hit by throun Frisbee for an out,

12, Cn an overthrow in fair territory, a runner may advance as
many bases as possible at own risk,

13, Cn an overthrow in foul territory, runner may advance one
base at own risk.

1. ‘o stealing

ames of Originators

1. e .

2. ‘ Y5

3.

L. o v

S- S . /}, ! ,'Ivl/

Hotet

The five oripinators of this pame are rupils from Hillendale
Elementary School, Since children enjoy developing new games, teachc.is
should stimulate them to be creative in devising new activities,
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FUN WITH INNER TUBES

Rolling Fun

1,

2.

6.

10,

Roll a tube to a line and tack. See who can do it in the shortest time.
With two or more tubes, compete in a relay race.

Push a tube to roll it for distance. Or while the tube 1s still rolling
another person can try to throw a ball through the middle of it, hit it
with another rolling tube, or dive through it.

Roll a tube rather than throw a ball for dodge ball.

Roll a tube instead of a ball for boundary ball.

Mount an upright tube from a box or another tube that is horizontal, and

"ride" it forward, Larger persons can mount the tube while rolling it
ahead of them.,

A person crouches inside an upright tube with his legs astrlde the tube.
By pushing on the tube with his hands or body he can move it forward.
Raze against the clock or other tube "drivers."

Push a tube to make 1t roll between two objects such as chairs, card-
board boxes, or bowling pins.

One person holds a tube upright. Another person tries to make it roll as
far as possible by hitting it with his hands or shoulder.

A person curls up in the middle of an upright tube. He can then be
rolled in a relay race or down a gentle slope.

What games can you invent, using the tube as a wheel?

Bouncing Fun

1.

2.

Stand on a horizontal tube and Jump as far as you can. It helps if
gomeone holds the other side of the tube,

Two or more persons hold hands and jump on a horizontal tube, Eliminate
each round the person who loses hig balance first to determine the win-

ner. To increase the difficulty move arourd as you bounce or stack twe
tubes.

Stack two or more tubes. Persons sit astride the top tube and '"ride! it
by moving forward as they bounce.

Stand one tube upright on a horizontal tube. A person on each side holds
the upright tube, Another person jumps on one side of the horizontal
tube and leapfrougs over the upright tube. If the jumper can't clear the
tube, the side persons can release it to cushion his fall,

Tie secveral tubes together and cover with tumbling mats. Us» for high
Jump pit cushion or gymnastic platform.
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FUN WITH INNER TUBES

Bouncing Fun (continued)

6.

T4

Stand on the inside rim of an upright tube, held on to the upper rim and
bounce the tube forward like a pogo stick, Or see how long you can
balance in this position without putting a foot on the ground.

What bouncing gameg can you create with the tube?

Other EEE

1.

fun to a horizontal tube from a starting point, jump into the middle of
it, and crawl under the tube and run back to the starting point. Race
against the cleck or use several tubes in a relay race.

A person runs while in the middle of a horizontal tube either with it on
the ground or while carring it.

As many persons as possible sit on the rim of a horizontal tube with
their feet in the middle of it, At a signal all scramble out. Last one
out ig eliminated each round to determine the winner., Increase the
difficulty by having everyone scrarble out and back in., Or stack the
tubes two or three higl.,

Use several tubes for an obstacle course. Walk around the rim of one,
crawl under or through another, Jump completely over another, and tounce
from one to another.

Play follow the leader with several tubes.

Flipflop a horizontal tube to a line and back. To increase difficulty,
do this while standing in the middle of a tube. This means that after
one has lcoued the tube over hls body he will have to c¢limb back into
the middle of the tube to repeat the process.

“hat other things are fun to do with the tube?
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HOP SCUrCH

Definiticns

1. A Hooving Pose is one taken whon all the weight is on one fcot and no progress
is being made.

2¢ 4 Hoo is the act of making progress from a starting pose with all weight on
cne foot to a finish pose with all weight again landing on that same foot,

3o A Junn is the act of making progress from a starting pose with weight on one
or both feets During the act, there is an instant when neither foot is
touching the grounds. From left foot to left foot is a llops From left foot
to right foot or vice-versa is a jump and is not permissible.

Le A Step is the act of making progress from one foot to the other while at no
time are voth feet in the air at once. Cne or the other foot is constantly
in touch with the ground.

RULES

Startins, Position

Contestant shall stand in hopping pose on one foot beyond the baseline of

. court with puck in one hand, In tournaments which consist of two rounds of the
eleven stunts, the first round must start froa right foot, the second round from
left foot,

Stunt ifo, 1

a. Toss or drop puck into square lo, 1,

b. Hop into square o, 1,

ce Take any number of hops in squarc without touching any line with hopping
foot or any other part of the body, before, during or after touching puck
in square with hopping foot only.

ds  Kick puck out of square over and beyond baselince

es Finally, hop out of square over and beyond baseline, Don?t step out. If no
error nas been nade, proceed to Stunt lo. 2,

Stunt llo, 2

as Irom starting position, toss puck into square lo. 2.

b, ilop into square ilos 1 and then into square lo, 2.

cs Take any nwber of hops while moving puck to a good position in square llo, 2,
and then kick it directly out beyond bascline,

do  Finally, retrcee course outvard by hopping into square ilos 1, then hopping
beyond baseline, If no error, proceed to Stunt Nos 3,

Stunt iloe 3

. a. tron starting position, toss puck into triangle lo. 3.
by Frow this position jump into squares landing with right foot in Hlo, 1 and
Left foot in No. 2 at thne same tinme.
Q el




HCP SCOTCH

¢s Jurp from both feet and land on either foot in trianpgle Ho. 3.

d. Vhen ready, after pusiing or sliding puck with hopping foot, kick puck toward
or beyond baseline. If it stops in a square of smaller nuriber without resting
on a line, it rmst be retrieved as follows:

e, ileturn by juniping into squares 1 and 2 with right foot in lNo., 2 anl left toot
in Joe 1 at the same time, If puck has reached Ho. 1 square, raise right foot
and, vhile hopping kick puck out with left foot. If puck reached o, 2 square.
raise left foot and kick puck over haseline while hopping on right foot. Then
hop directly beyond baseline, If no error, proceed to

Stunt ilo. L

2. Froa starting position, toss puck into triangle Ho. 4.

b, advance as in Stunt 3 to triansle 3 and hop into triangle 4.
cs letrieve puck as in Stunt 3.

d,  Hop into 3 and return as in Stunt 3. If no error, proceed to

Stunt o, 5

a. From starting position, toss puck into triangle No, 5.
. Advance as in Stunt 4 and hop into triansle ilo, 5.
ce etrieve puck and return as before. If no error, proceed to

7

Stunt loe &

as  Pro. starting position, toss puck into triangle ifo. £,
be Advance as in Stunt 3 to No. 3. 3
c. Jump to alight with right foot in triangle 4 and left foot in 5 at same time
and jwap from btoth feet to land on one foot in triancle 6,
4.  [letrieve puck as before
¢ Geturn by junping to alight with ripght foot in 5 ani left foot in /4 at the
saie Liae, jump into 3 with one [oot only, jump into 2 and 1 iith right foot
in 2 and left foot in 1 at the same time and jump out beyond Laseline to land
on one foot. If puck was kicled only to llos 4, raise right foot and kick puel
Turther out wdth lelt foot while hopping, If in llo. 5, retrieve it while
hownpine on richt foot. If 1o error, procecd to

stunt ol 7

ae  {'roir starting position, toss puek into rectangle llo. 7,

oe advance as in Stunt Ho, % and juap to land on both feet at same time in
rectangle 7.

c. alle about in 7, noving puck with foot or feet along until in position to
retrieve 1t by kicking it out over bascline or into a space of smaller number,

1, Tuke hopping pose before kicking puck and return by hopping into triangle 6,
and continue out as btefores If no error, procced to

Stunt No. 8

2. From starting vosition, toss puck into senicircle :lo, S,
be Advance as before to 7 and when readys to progress to space 8, raise either
A u 8] L H

foot and hop out of rectangle into semicircle, landing on cne foot.,

c, Tletricve puck as before.

de Rebturn by junping to land on both feet at the sanme tine i reetoagle 7 and
vhen vy centinue as in Stunt 7. If o error, mrcoced o

Qo ¢
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HOP scarcH

Stunt Ho. 9

as TIrom starting position, toss puck into arc Ho. 9.

b, Advance as in Stunt o. 8 and hop into No. 9.

¢, Retrieve while in hopping position by picking up the puck by hand from arc
o, 94 Do not allow a finger to touch the ground.

ds Return by hopping into semicircle and continue as in Stunt lo. 8, carrying
puck in hand. If no error, proceed to

Stunt No, 10

as TFrom starting position, toss puck into arc No. 10,

b, advance as in Stunt do. 9 and hop into arc lo. 10.

c. Pick up puck while in hopping pose.

d. Return by hopping into Wo. 9, then hop into semicircle 8 and return as

before, stopping for a few seconds, rest. on both feet in No. 7, if desired

Stunt No. 11

Qe
b,
Cs

ds

The

From starting position, without togsing or carrying puck, advance as in
Stunt 8 to semicircle.

Jump to land on both feet at the same time with right foot in arc 9 and left
tooot in arc 10,

Junp abgut face and reverse position of feot (left foot in arc 9, right in
arc 10,

Return by jumping to land on one foot in semicircle and continue out accord~-
ing to Stunt No. 8,

FCULS, ERRCRS, OR MISSES

following are penalized by loss of turns:

1.+ Tossing puck while not in proper hopping position back of bascline.
Leaning over baseline is allowable,

2+ Puck, on throw, comes to rest so that a vertical line dropped from any
edge of puck intersects one of the court lines. Puck is not entirely
in designated space.

3+ Puck, on kick, comes to rest so that a vertical line dropped through
any part of it touches a court line.

Le Puck, on kick, passes out of court over a side line, not the baseline.

5. Touching any court line with fooctwear or coming to rest on a foot so ihat
a vertical line dropped through the footwear would touch a lina.

b Touch a finger or any part of body except foot to floor when playing or
picking up puck.

7+ Taking a step when play requires a jump or hop.

8, Taking a jump when play requires a hop.

9+ Any irrepularity in progression as judged by the umpire.
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RCGULATIOH HOP SCUTCH
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Bach line should be 2 inches wide.
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LaDDY HCP SCOTCH
Varlation 1

Toss the heel into 1 and hop into 2 over 1, feturning hop into 1 and kick the
heel out of the court, and hop out. Toss the heel into 2. Hop into 1, over 2
and into 3., Return by hopping to 2 and kicking heel out of court through 1,

then hopping into 1 and oute. Continue this procedure through the nirth block,

Variation 2

Toss the heel into 1 and hop into 2 over 1 and continue hopping up to 9. Return
hopping to cach block, stop in 2, pick up the heel in block 1 and throw it out
of the court beyond 1. Than hop into 1 and out of court, Continue this pro-
cedure throuzh the ninth block.

Stunt 1, OStand in front of 1 on one foots Toss a rubber heel or small stone
into 1. Hop over 1 into 2 and pick up heel from 1 and throw it out beyond 1.
Then hop into 1 and out of court, Stand in front of 1 again and throw heel
into 2. llop, into 1, over 2 and into 3, Pick up the heel from 2 and throw

it out beyond 1. Hop into 2, 1 and out of court. Continue this procedure
through the ninth block. When heel is in 9, the player hops over 9 and out of
the court, picks up the hesl from ¢ and throws it out beyond 1. Hop into each
block as before.

Foulse a. Heel thrown into wrong block.
by  Heel resting on a line.
ce Heel not passing over block 1 when being tossed out of court,
de Player hopping into the sane block as the heel.
¢, Tingers touching the ground when picking up the heel.
f+ Foot touching line of the diagrai,.

O
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QUISTIGH Malil HGG SConed

The diagram is drawn on the floor or cerent sidewall: and the first player stands
in the circle than hops into each block of the cuestion mark and returns, jumping
two feet into the circle, If successful, the player place his initiuls in the
block in the sane munner as in Snail Hop Scotche all rules for 3nail top Scotch
are ovserved.

The diagra.r should have about twelve or fiftcen blocks for third grade children,
Vary according to the age group.

Blocks 15 wide, 12% hiph |
Circle 15+ diameter |
!

SIAIT HOP SCUICH

The diagra.s is Jdrawn or painted on the cersent sidewalkt and the players in turn
hop around to the space inarked HEESTH
without touching any lines of the court.
The player will rest here on two fect,
and then hop back to startin: place. If
a4 successful trip is made, the player .y
place his initials in any bleck excepting
the “I253T+ block. The followinyg players
: hop into every block excepting those
e ' having initials, following the same pro-
) cedurc as the first player. Lach player
may rest in the block that has his
initials.

Foulss ae. To step on a line of the
dlagram
Le To put both feetl on the pground
while hopping,

Circle 15+ 1.,
Use 10 BLloclks, each about 20% wide at
Q outside circwalerence.

ERIC S
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Individual Events

I. 60 Yard Dash

A. All children in each weight or age class shall run at one time or by
heats.

B. The starting position the children desire to use is optional.,
Cs The running lanes should bLe three feet wide.

D. Any runner who runs out of his lane is automatically disqualified, if he
interferes with another iunner.

E. Races may be started with a whistle or gun. Children should be taught
that a second whistle or gun shot means stop and return to starting line.

1I. OCross Country Run

A, Players - Six to ten per team

B. Distance - ¥4 mile to % mile

C. Course - Establish a course with no ground or traffic hazards. Mark
off course with lime or white and red flags. Instruct runnsrs to keep
white flags on right and red flags on left side. #ake sure the start
can be made without pushing or crowding.

D. Procedure - Valk participants around course to familiarize them with it
Alternate the positions of the schools on the starting line. Place
station inspectors at critical points to direct the runners.

E. Scoring - Award points for order of finish. ILow team totzal wins.

F. General - It is important that the children be properly trained and
motivated., It is also important that care be exercised on hot days.
A1l runners should be completely free from any health impairments.

III. Standing Broad Jump

A. A "crows hop" or double jump is illegal and both feet must leave the
ground at the same time.

B. Three Jumps will be allowsd each contestant, the best of which should tnm
be measured and recorded.

C. That part of the person which touches the ground nearest the jurmping
board is the point from which the distance is measured.
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IV,

V.

D. Jumpers nay stand on but not go beyond the Ifront edgs of a Jumping
or line. Violation of this tule nullifies the Jump.

Standing Hop, Step and Junp

A, The take~-off must be from one foot.

B. Three Jumps will be allowed each contestant, the best of which should
be measured and recorded.

C. That part of the person which touches the ground nearest the starting
point is the point from which the jump is measured.

D, Jumpers may stand on but not go beyond the front edge of a Jumping
board or line. Violation of this rule nullifies the jump.

Throwing for Distance

A. A predetermined type of ball such as a softpall or feotball will be
thrown by the contestants.

B. Tach thrower will be allowed three throws, the farthest of which will
be marked or measured and recorded.

C. To be a legal throw, balls must land within a 24 foot lane or width of
dash track.

D. Stepping on or over the restraining line constitutes a foul. 7The throw
will not count.

Throwing for Accuracy

The following suggestions are for competitive play. In classwork the throu-
ing distance or the number of throws may have to be regulated to meet the
situation.

A, Target - 15" car tire--Suspend tire with rope from backstop or hard
surface fence at a height of about four feet. Tire should bte extended
from fence about six jnches by placing a prop between fence and tire.

B. Balls - Regulation softballs

C. Throws - Each player will have ten throws in sucession, two practice
throws and eight throws for score. Throws can be of any type or may
be limited to one particular throw. Thrower must remain behind line
before and after throw.

D. Distance =~ Girls--35 feet - Boys--40 feet, or distance may be adjusted
©0 meet the ability of the pupils.
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E. Scoring - 3 points for any throw that goes through center of tire,
either directly or by hitting tire and glancing through. 1 point for
any throw that hits tire but does not go through the center.

Fo Tie Score - If a tie exists, the contestants will throw one ball each
until tie is broken.

VII. Basketball irue Throw

A. Any type shot is acceptable with eny type of ball. A ball should be
solected to nmeet the needs of the students.

B, Feet must be behind an established line when shooting.
Cs Winner is determined by the number of successful shots.

D If a tio exists, the contestants will throw one ball each in turn until
the tie is broken,

VIII. {ull-Ups
' A. Same procedure as AAHPER Physical Fitness Test.
B, If individuals are extremely capable, a time 1limit may be imposed.

IX, Parallel Bar Dips

A, Equipment - medium parallel bars.

Bs Description - The pupil grasps the bars and jumps to a cross rest posi-
tion. The pupil then flexes at the elbow and lowers his body between
the bars ur®il the angle at the elbow is less than 90 degrees. From
here, he returns to a cross rest position.

Cs Scoring - Score one point each time the pupil correctly performs the
above procedure,

Ds Administration - The pupil may not swing, kip, or kick. The body should
be kept as straight as possible.

L EE-_S_h UES

A, Regular or modified (hands and knees) positions are used. 4bility and
strength will determine position to be used.

B, Body must remain straight%, lower to approximately three inches from
the ground.

l. Cs Back bend or arch disqualifies the participant.

D. Score for total number of push ups performed.
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AI. 8it Ups
A, Type of sit-ups to be determineu by teacher,

B. Do not fixate the pupils ankles. Research indicate that holding ths
ankles may cause injury to the performer.

C» Score by a time limit instead of a prol.nged endurance trial.

o ‘
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The ideas given below vere developed from a presentation by lr. Schvwartz at
E.D.A. Convention in 1963 and from ideas submitted by many other menbers of
elementary school physical education staff. A few ideas are listed for the
of each item but your program need only bo limited by your owm imagination,

Plastic Squeeze EBottles

There are rany different sizes. Collect from children, partially fill
nith plaster of paris.

Uses: Bowling Pins Lane liarkers
Throwing Targets Boundary Markers
Goal Markers Agllity Run Markers
Broomsticks

Collect from children, cut to size, sand lightly, paint if desired.

Uses: Vands Combat Stunts
Lummi. Sticks Relays
"Moppsy!" or "Catty" Batons
Indoor Hockey Sticks Hoop Sticks
Wiffle Bats Field Harkers

Inner Tubes ~ Tires - Hula Hoops (car and bicycle)

Secure at service stations, tire stores and bicycle repair shops.

Uses: Rolling Tag Gamos
Valking and Running Drills Targets
Relays Tug-of-tar
Tube Tumbling Hurdles
Obsticles Tube Discus ~ Newcomb

Tube Springing Device

Clothes Line

Uses: Jump Rope Jwip-the~Shot
Boundary Markers Target Holder
liat Ties Lane liarkers

Ladders (Step and Ixtension)
The custodian can indicate what ladders could be available for your use.

Uses: Chinning Bar Balance Beam (on edge)

Climbing Stunt Bars
As Horizontal Ladder

Sav Horses = Stop Trestles

The 10! stop trestles used as outdoor traffic barriers make excellent
high balance beams by nailing a 2 x l} to the top.
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TIEXPEISIVE AID HCMDHADE EQUIINGS

F. Saw Horsos - Stop Trestles {continucd)

Uses: Balance Bean Vaulting (cover uith mats)
Parallel Bars (2)
G. DJesks = Chairs - Ironing Boards

Uses: LIxercise Table Balancing
Relay Goals Chair Stunts
Vaulting Box

H. Logs

Size and weight should vary according to age, size of pupils and use,
€y, 0"-G" by B1-10' or 12!,

Uses: Team Dxercises Harching Drills
Carrying Races Log Passing

I. Gm Scooters

Use old desk tops, 3 to 3/L" board 18" x 2L - plastic suivel castors -
old laun hose as burmper,

Uses: Relays Contests
Single Gym Games
Double

J, Cardboard Boxes

Different sizes, food and department stores,

Uses: Targets (balls and beanbags) Hockey Goals
Storage Bases

K. 0ld Soccer, Volleyballs, Playgrround Balls

Stuff with rags for medicine balls,
Cut in half for bases, markers.
Use playground balls for patches foi' medicine balls.

L. Other items vhich can be used in the physical education program.

‘laste Baskets -~ Targets, llarkers

Beach Balls - Volleyball, Target Games

Stilts ~ Games, Relays

Tin Cans ~ Targets, Harkers

Pogo Sticks - Practice, Relays

Bean Bags ~ Have FTA or llothers Club make these

Garden Hose - Rings, Batongs

Plastic Game Equipment - Bats, 'hiffle Ballg, Scoops, Targets.

O
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Stuffed Sock Ball

1, Materialst a sock or stocking, rags, rubber bands or tape

2+ Directionss

as

b.

Ce

d.

Qs

Stuff toe of sock with rags to desired ball size, i.e., softball
size-

Close sock with rubber band near the ball.

Fold rest of sock back over ball and again fasten with rubber
band. This will make a second layer of sock over ball,

Contdnue folding rest of sock back over ball and fasten with
rubber bands or tape until length of sock is depleted.

Stitch edge of last layer of sock ball cover to layer beneath
it to hold ball in tact.
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Yound Yarn or Pom-Fom Ball

Here are step-by-step directions for making

a pom-pom ball., Use knitting yarn for lighter-
wéight balls or carpet yarn for heavier-weight
balls,

1. Cut out two equal cardboard disks from
two inches in diameter to five inches in
diameter, depending on the size of the ball
you want--the larger the disk, the larger
the ball. 1In the centor of the disks cut

a hole from one-~half inch to two and one-
half inches in diameter, depending on the
size of the ball--again, the larger the
hole, the larger the ball.

2. Place the flat surfaces of the two disks
together and wrap the yarn around the two
disks from inside the hole over the outside
edges., Continue to wrap uvntil the disks

are covered with one layer of yarn.

3. Insert a pair of scissors through the
outside edge of the yarn and between the

two cardboard disks. Do not have the scissors
go all the way down to the yarn nearest the
center of the disks.

L. Continue to wrap yarn around the disks
from inside the hole to the outside edge un-
til you can stuff no more yarn through the
center hole.

5., Cut the yarn that goes around the out-
side edge of the disks with the scissors so
that the two pieces of cardboard can be spread
apart; then remove the scissors.

6. Tie a strong piece of string very tightly
between the cardboard disks and around the
yarn that goes through the center ¢f the card-
board disks. INake sure the knot is securc.

7+ Cut away the cardboard and trim the ends
of the yarn to the desired length.

-~ - From- Grade Teacher
L agazine, February,
T 1970




Yarn [uff Ball

Need: 3 colors of L ply vorsted wool yarn
2 No. 6 needles - single pointed
12 to 14 nylon stockings

Plan: Ball is made in 9 joined sections of
3 segmented colors, then sewed together
vith a darning needle after stuffing with
stockings.

Pattern: Cast on 32 stitches in first color.
Cast off first stitch, then knit across.
Turn cast off first stitch, then knit atroess.
Continue until 16 stitches are left on needle and & stitches have
been cast off on each side.
Break yarn.
Take second color and starting at first cast off stitch pick up &
stitches, knit across 16 left on needle and pick up 8 stitches on
other end. Turn cast off 1lst stitch, knit to within 2 stitches
of the end, put the least stitch over the next to last stitch,
then knit it, (pull starting end tightly)
Turn cast off first stitch, then knit across. Continue until
16 stitches remain on needle.
Break yarn,

. Take 3rd coler and repeat as for second color.

Do this sequence until there are ¢ sections.
asten all ends securely,

Stuff with stockings by rolling them up into a ball form and stuff
in the opening. Sew the first and last section with over cast
stitches,

Comrent: Casting off last stitch of first knit row of each coler makes it
possible to have 16 stitches left each time, yet add the new color
at the same end, These ends then are tied in an interwined manner
to make the end very secure with no hole visible,

These balls may be washed in a regular washing machine but to retain
their roundness should be spun dried and dried in the dryer such as
at the Laundry-mat.

Side View Top View
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IT1.

II1.

IvV.

V.

KICKMLL RULES

The Game--played by two teams of nine players each

The Object of the Game~-To score runs by kicking a feir ball and running
successive bases, first, second, third, and home without being put out;

runners may stop on any base and runners scoring must touch regulation home
plate.

The Field-~The diamond shall be 50 feet on each side of a square. The
pitcher's box shall be 30 feet from home plate. The batters box shall be L
feet wide and 3 feet long with a regulation plate inside.

The Ball~~Rubber volleyball or yellc.; kickball

Playing Regulations--Rules of the Amateur Softball Association of America
shall govern the play of this game with the exceptions 1listed below:

A. A game shall consist of four innings or a time limit of L5 minutes. lio
new inning shall start after 45 minutes unless game is tied.

B. A legal pitch begins when the pitcher is facing the batsman with both
feet squarely on the ground and in contact with the pitcher’s platec, the
ball held in both hands in front of the body and the catcher is in the
catcher's box,

C. Strikes--A strike is called when the pitcher rolls the ball over any par?
of the front line of the batters box or when the batter kicks at but
misses the ball; or when the batter kicks the bsll into foul territory.
Three strikes are an out but the third strike cannot be a foul ball.

D. Ball--Any ball rolled which does not go over the front line of batters
box is considered a ball; any ball which, in the opinion of the umpire is
bouncing too greatly may also be called a ball, Four such balls allow
the batter to go to first base.

£, Base runner must not leave base until ball is kicked.

F. A kicker is out if she steps over front line or side lines of the batters
box to kick the rall.

G. No stealing is allowed. (A player may not steal on a wild throw back 1o
the pitcher.)

H. No running is allowed on third strike.

I. A player may not steal home unlegs a play is made on any base runner
including himself.

J. The infield fly rule will only be called if the competing schools agree.
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LULIZY STICKS or Te Rakau (Tay Rah-cow)
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The origin of the game is certainly not clear as it is variously claimed to
have come from the Indians of Morth America, Portugese sailors, and MNew Zealand.
The latter may be a little closer to fact since the Maoris have many variations
of stick games which have been observed for close to 100 years and particularly
’ since the phonetic words seem an obvious distortion of liaori words.

SKILLS
These steps Involve the following skills:

KEY OF SKILLS

4, Hit the ends of the sticks on the floor (vertical posgition),

B, Hit your own two sticks together.

C. You and your partner hit diagonally right sticks.

D. You and your partner hit diagonally left sticks.

E. You and your partner throw each other your right-handed stick.

F. You and your partner throw each othar your left-~handed stick.

G. Throw both of your sticks at the same time. (Be sure one person's sticks
go in the middle and other person's sticks go on the outside of thece.)

H., lit the opposite end of the sticks (not the end you are holding) on the
floor, in front of you, horizontally.

I. Flip the sticks in the air and catch them both at the same time,

J. Hit the sticks on the floor at your sides.

K, TFlip the sticks at your side,

L. Cross your arms and hit the sticks on oppocite sides of you,

M. Throw both arms in the air above your head.

ROUTINES

The first step (step one) ic simply to:
Hit the ends of the sticks on the floor, on the word '"La" or count 1,
Hit your own sticka together, on the word "Co' or count 2. '
Q You ani your partner hit diagonally right sticks, on the -vord "Ay" or count 3.
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LUMEY STICKS

Hit the ends of the -ticks on the floor, on the word "Co" or count 4.

Hit your own two cticks together, on the word "Ta' or count 5.

You and your partner hit diagonally left sticks, on the word "O" or count 6,
(Repeat these as you .ing "Me Cumi Tan Ya"; continue repeating them as you

again sing "la Co ..y Co Ta 0, Me Cumi Tan Ya.') This will take up beats
7 through 24,

The numbers listed below are synonomous with the counts or beat: of the
chant ac shown in step one. The letters refer to the Key of Skills above.

Stes 11 Step 1II otep IV Sten V Step VI Step VII

l-. floor l-a floor l1-A floor 1.4 floor 1-J floor 1-L X arms
2-3 own 2-B own 2-B o 2-1 flip side filoor side
3-2 R throw 3-2 N throw 3«G both both 2-K flip both 2-J floor side
4ap floor 4«F L throu throw 3-A floor cide 3.H floor front
5=B3 own 5-A floor 4.3 floor  4«B own 3-J floor 4=1 flip both
6-F L throw 6-3 own 5B own 5-& R hand side front
7-4 floor 7-C R throw 6-G both throw 4=H floor 5-4 floor
8-B own §-F L throw 7-a floor 6-F L throw front 6-B own
9-2 R throw 9-4 floor &=B own 7-H floor 5-1 flip both 7-I R throw
10-4 floor 10-B own 9-G both 3-1 flip front £-A floor
11-B own 11-E R throw 10-«A floor both 6-A floor 9<B own
12-F L throw 12-F L throw 11«8 own 9-A floor 7-B own 10-F L throw
12-G both 10-B own - R throw 11-A floor
11-E R throw GS=aA floor 12-M throw both
12-F L throw i0=-B own arme in aiv
11-F L throw abovae head

12-A floor

SUGGIZSTIONG TOR TIACHILG

}. The game is played with partners, about 2% feet apart fzacing in a scittine
or knceling pocition on floor.

2. Have worde written co clasc can see them, repecat in rhythm, accenting the
firct beat of each measure until all know them.

3. The sticks should Le held loosely and, for most steps, in a vertical
position with hands near mid-center,

&4, MNo actual stick throwing should be attempted until the motion of throwinc
has been tried with the rhythm,

a, Start with a slow temp.
b, Throw sticks with long axis vertical,

¢, Watch stick coming to you, not one you have thrown.

d, Tollow through on all throws,

o REFERENCES: Journal of llealth and Physical Jducation, liarch 1955, pp. 19,

[:R\f: April 1957, pp.6.
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Team: 8 runners
Distance: 70 yards
Equipment: Hurdles - can be made from any scrap lumber as long as made
so that they fall easily.
Rope enclosurs - can be marked in other ways, but by using
rops, mistakes by runners can be more easily eliminated.
Vleaving stakes and marker stakes - can be easily made by
using plastic bottles and boom handles.
Suggestions: A. During race, place helper by hurdles and stakes to
reset them as they are knocked down.
B. If runner knocks down a marker stake or a weave

Procedure for Event:

stake, helpers will replace them.

Event 1s run as relay, placing teams the same as
in shuttle relasy.
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SAUTTLE RELAY

I. Team--A shuttle relay team shall be composed of 8 players and two substitutes,

I1, Object of Relay--Each team runs a total of LOC yards, trying %o finish before

the other teams, Each runner runs 50 yards, Length of tract may vary by
grade,

III., Lanes--Each lane should be 3 feet wide,

IV. Baton--The baton shall be 12" regulation baton,

Y. Procedure:

A, Four members of each team are placed at either end of a 50 vard track,
Player #1 will start, run 50 yards and pass the baton to #2 who will do
likewise and pass the baton to #3. This is repeated until #8 runner
crosses finish line, (See diagram)

. Each runner must run in his lane, (Each team will have two adjoining
lanes to use), A runner running out of his lane will disqualify his
team, if he interferes with another runner,

C. Runners must keep both feet behind starting line until baton is received
(The hand may extend over the starting line), Any runner going over

starting line before baton is received will cause iheir team to be
disqualified,

D, All runners must wear shoes to run, but spikes are not permitted,.

£, Runners should carry the baton in the right hand and pass btaton to the
right, A runner dropping the baton should retrieve it and continue
the race,

F, After a runner has run he should go to the side of the track and not to
the end of the line,

VI, Diagrami
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I.

IT.

III.

VI.

TUG-OF-WAR

Team -- A team shall be composed of 10 to 12 players and two
substitutes.

Equipment ~- Use one 70 foot length of 1%" (or suitable rope.)
The rope should have the ends bound and be clearly marked at
the center. Put three lines on ground, each line 10 feet apart.

Diagram
" e

B F LA Rope

Object -- Each team tries to pull the center marking on the rope
over the line onto their side. The team which wins two of three
tugs shall be the winner.
Procedure
A. The rope shall be stretched out with the center markings
even with the center line. Players on esach team shall
stand and be ready for further commands.

B. The start may be made with the rope on the ground and
participants stooping or standing.

C. The starter should say, "Hands on rope, ready, pull."
D. FEach player should secure a firm grip with the hands
and dig with their feet. Teams should try to pull with
a unified effort, maintaining a continuous pull.
Children must wear shoes, and should be encouraged to
wear tennis or little league ball shoes.
E. Best 2 out of 3 pulls shall determine winner in composition.
Safety precautions

A. Caution children about hap-hazard pulling of the rope
causing rope burns.,

B. Caution children not to let go of rope after a victory.
C. Remind anchor man not to tie the rope around his waist.

D. Remind children that gloves may not be worn.
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WRESTLING UNIT

Cbjectives

1. To lcarn the basic rules of wrestling.
2. To learn the basic positions,

3. To learn the basic point systen.

4. To learn the basic skills of wrestling.

Basic RHules

1.

9

Vrestlers should be classified by weights. There should be no over
natching, Example: 50 lb, class wrestles in the 50 1b, class., 60 1b.
clavs wrestles in the 60 1lb, class, eotc.

Wrestlers are not allowed to do anything which is dangerous to fellow
wrostlers. Example: kicking, scratching, pressure against the joints,
etc, (Note: keep all finger-nails shorts.

ilrestlers arc not allowed to wrestle in a standing position.

Reversce - when a wrestler can come from the bottom position to the top
position and controls the opponent - 2 points.

Lscape - vhen a wrestler comes from the bottom and escapes completely
¥ron his opponent - 1 point.

Predicaient - when an opponent's shoulder blades are held with cne doun
and the other a* a L45° angle for a period of one second - 1 point.

llear Fall - when an opponent's shoulders ere held vith one blade doun
and other shoulder blade geas doun and touches rorentarily and comes
back up - 3 points.

Pin - vhen a wrestler's shoulders are held 1n contact with the nat for
a period of two seconds.

Periods - the periods lenglh depends on the physical condition of the
students. Two periods,

Varm-Up IExercises

1.

3afety

a. The wrestlers should go through a vigcrous warming up period to
prevent pulling or tearing the muscleg.

b. The neck and shoulder regions of the body are the most important
during the warn-up period.

Exercises - most of the following can be done without o mat.

s ront and back oriqgges
(1) Feet can be on the floor and the head can be on the mat. Thus
o large nurber can do the bridges at one tire.,
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Fush-upa

Burree

Trunk Twist

Jumping Jacks

Pull-ups

Leg Lifts

Running

Rope skipping and climbing

Safoty Measures

1. Put all of the mats togethor,

2. All must have glggg tennis shoes.

. Remove any sharp objects =~ rings, watches, belts, etc,

3
4. Good warn-up {especially neck and shoulders)

5. EBEliminate all horse-play.

Positions

1, Referee's Position

Qe

There is a man on top position and a man on the bottom position.
(1) lan on the bottom gets on his hands and knecs.

{(2) llan on top puts his right arm arcund the waist of the botton
nan and the left hand goes on the elbow of dottom man. Top man
places chin on the back of botto: men,

The whistle starts the wrestlers.

If wrestlers go off the matv, they come back to the center and
the man in control goes on the top.

TN
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Teaching techniques

(1) The referee's position can be taught to the entire class at one
time.

(2) The instructor teachcs two people on the mat while everyone
else watches.

{3) Hext, everyone is given a partner and they do the same on the
floor. (UNo mat is needed).

e e Y 1

X0 X0 X0 Demoustrating people are in the

£ _ X0 niddle while everyone else is

! ) around the sides of the nat doing
10 Lﬁuu___JE[E . }Jxo the game drill.
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(4) The referce's position should be taught from beth sides - right
and left,

c. Safcty

(1) Instruct the children not to roll arcund on the floor while
practicing the position,

(2) Instruct them not to drop to their knees when getting inte the
referee's position., {This is to prevent knee injury).

(3) Hands are flat on the floor with fingers pointing straight
ahcad.

(4) The head and neck should be up and not drooping down,

(5) Toes should be curled under,

F. Rides
1. Tight Vaist from Referee's Position

a. Right arm goes around opponent's vaist and left hand slides fronm
elber to wrist, (This is done as vhistle blows),

0, The right arm tightens around the vaist and pulls oppenent forvard
and to the side and down on the nat.

¢. The left hand slides to wrist and the hecad is placed behind ern pit
and precsure is applied to keep opponent on the mat, (Pull oppo-
nent toward you).

Hand goes around waist

Hand on
elbov a
2. lear Arm Far Ankle

a, On the vnistle, right arm goes fron around the waist to the far
ankle and lifts upward.

b, Left arm pulls opponent's arm back under,

¢, The thurst of the ankle and the pull of the arm sheuld drive oppo-
nent to the mat.

C3 7 % Far ankle
S S
/N A,
Near arn

3, Far Arn Hear Ankle

a. DRight arn comes from around the vaist to the near ankle.

b, Left arm goes fronm the left eclvor to the right elbou,

¢, Both the arm and the ankle are snapned at the sarme time toward
yourself and at the came time the veight of your body drives into

opponent.
. Farn arn
S <
"/ / z
i ‘/
' ‘]%“‘—r“* llecar ankle
o 338 G le
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i, Tight Vaist Near Ankle

a., Right arm stays around waist.

L, Left hand comes from elbow to ithe nszar ankle. (You wmove arcund
behind opponent at the same tine).

¢, hAnkle is driven forward and down - tighten arcund waist.

5. Teaching Techniques

a. JScparate the mats and have two practicing on each mat while the
other observe. (The more mats the more participating).
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The watchers help prevent wrestler fron hitting floor.

b, The bottom man should not resist the top man vhen he is learning
the rides, After a uhile only part resistance and after the ride
ig mastered, full resistance is given,

¢, Vhen all have learned the rides, push mats together and have tio
or threc couples try to break their opponent doim flat by using
one of the rides. Give about 30 seconds for the break dowm, and
then reverse positions,

X0 X0 X0 X0 )
0 X )
X 0 )
I
0 ’ X ). These people Leep
X S l 0 ) wrestlers on nat.
' ¢
: .
X 0
0 X QX o ¥ 0X 0X )

¢, Be certain each wrestler has soricone his own size.

-

G. Reversals and Escapes
1. Jing Roll

a, lian on Lotoom hooks the arm which is around his waist. Hook it at
the wrist.

o, Step out slightly with the right knec, 0l1 (keeping cpponent's
wrist) opponent over top of yourselif.

c., Pivot after roll and come up on top.

Counters

a, Torow weight back away from bottom man, keeping the tight vaist.
b. Pivot to the other side as roll begins.,
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4.

Suitch

a. Jlan on bottom crosses the left arm over his right arm. (This is to
break airay frowm opponent's grip on the elbow), ‘
b. At almost the same time he sits out to the side and puts the right
hand under opponent's leg., (arm over opponent!s arn).
c. lian on {op still Keeps the arm arcund the waist,
d. Han on the bottom now sits back hard and lifts up on the arm under
the leg, forcing the top man to the mat. Bottom man nov pivots to
the top position,

Counters

oo Mull arm ocut from around the vaist befcre switch.
O, Re-ouritch as opponent suitches.,
c. Pivot over-top of opponcnt as he swuitches,

Sit cut

a. llan on the bottom shootc left leg out between hisc arm, landing on
his side.

b, A quick turn to the left (keeping in a snall besll)usually separatec
the two wrestlers.

c¢. NKeep arms near the sides on the sit-out and then after completion,
hands are cut in {ront to prevent opponent from going around belind.

Counters
a. Follew man around as he sits-out.

b. Pivot the opposite way and meet opponent as he finishes sit-cut,
c¢. Hook up under both arm pits and spike around behind opponent.

Teaching Techniques

a. Teach all of the moves froem both sides--this gives .he urestler
tuice as nany moves.

0., Demonstrate in the middle of the mmat yourself and then pick seovconc
to try it and then breek up dlnto groups to practice with no

resistance,
Xe X0
— ) - )
O X \ X0 )
]
— l X I g Join malc for
0 X 0 ‘ £0 y  deronstration
| )
0X X0 )
X0 X0 X0
r J | f )
} ' i ) Separate nats for
l L ( ) demonstration
)
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c. Alter the rove is learned, start giving 1/2 resistance and ihan
full resistance.
‘ d. Have then go through it slouly to begin with and as they get botter,
increase the speed.

H. DPinning Ceavinabions
1. Cradle (thrown {rom both sides)

a, One arn is around the neck vhile the other is around the kuneo joint,
Hands are hooked together (opponent is on his side or back vhen
applied),

0., Cpponent is held on his back by pulling knee joint towrard the heoad,

Head and knees are drawn togetbes,

2. Half llelsun (throun both sides) \_ S Y

a. The half nelson is thrown when opponent is flat on the mat.

b, The man on top goes to the side and puts his arm under one of the
opponent s arms with the hand on top of opponent's head. Pressure
is applied by lifting with the arm and pressing down with the hand.
(Cpponent, is rolled to his back).

‘ L " hand is here
‘ NN
\__,4 ~. e \\ ~«""""—’I
N P aril goes up under elbow and hand on
top of the head

3. Teaching Techniques

a. CLenenstrate in front of sroup. (all watching)

v, Pick someone to try.

¢. Divide group to small groups znd practice with no resistance,

d. Have opponent lying flat on his stcemach vhen practicing the half
nelson. Mo resistence is given vhen learning,

e. Have onnonent lying on his back vhen practicing the cradlo.

I. GSafety

L. Be surc to stress the dangers of the full nelson and it is not a legel
movenent in wrestling.

2. Stress slow moverente against opponent when there is no resistance.

3. Siress the importance of close attention wvhile demonstrating the
ninning combinations,

li. Be certain the students are evenly matched during all practice and all
. wrestling in general,

o 3 /
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PIAST GRADE RDADILEOS FLCGRALL

Purposc: To develen» a progran cocrdinating first pgrade readiness activiiies
vith physical education,

Cbjective: To introduce certain basic first grade concepts and skills to the
children in the classroon and in the physical education program at
the same tirme., OSuch as:

1. awareness of left and right handedness
2. left to right progrescion

3. coordination of voice and motor activity
L. recognition of basic colors

5. recognition of basic shapes

O, ddentification of likenesses and differences in size,
shape and color

7. Dbasic Language Art sikills

l €. Dbasic ilathematic skills
Ooneants Lo be I“cvel}ped

1, Left to right concept

a. Recognition of left and right. This can be done by putiing a
mark of identification on the right hand (masking tape).

0, Following directions to use left and right parts of Lody.
Example: Lobby Loo (right hand up, left hand up, stc.),
Jimmy Crack Corn, Simon Says,

¢, Oral directions using whole body movements. Example: Circlc
games involving moving from left to right, or sentence di-
rections such as, "Take two steps to the left," etc.

d. Left te right progression, In preparation for reading,
initiate all games, whenever vossible, using the left to
right progression. Exarmple: counting off from the left.

2. Tollowing oral directions: Starting with a simple direction
such as, "Walk to the right," and gradually becoming as detailed
as "Walk to the red circle on the right and hop back," This cin
be enbellished in relation to the group's ability.

3. Classification: Learning to group pieces of equipment which avc
’ necessary to play a game; teing able to recognize vhat else is
neecded if only one part is shoim. Dxzample: Bouling ning are seb
up, Lut the child rmst be able to supply the prover ball frou o
variety ol available balls,

‘ 315




i, Identifying concept of oppositcs: Uords which are important in
the first grade reading progvam can be reinforced in the physical
gducation program. [Lxample: up, down; high, low; slow, fast;
big, little; first, last; over, under; before, after; quiet, noisy,
These vords are often used vhen introducing or playing many of the
primary games.

5. Colors (llecognition of):

a. Recognition of colors; the eight basic colers to be taught in
the first grade program are red, blue, yellow, green, broum,
orange, black and purple. The recognition of these colors can
ve reinforced through many vhysical education activities vy
giving directions such as, "Run to the red circle,” "Hop to
the green triangle," "“The yellow line is the boundary,' ctc.
Although the printed word will be available to the child in
his classroom, the avove menticned reinforcement of the basic
recognition of colors can be an cxcellent correlation.

C~

Shapes (Recognition of): lany prinary garmes use the line or circle
forrmation and require the participants (o be able to recognico
various other geormetric shapges. Exaiple: To teach the. frog head
stand the student is shown a triangle and instructed to place hic
hands at two points on the triangle and his head on the third
point. Also the children learn the use of the semi-circle for-
mation and the square formation,

7. Phonics: The teaching of initial consonants and blends is a verr
important first grade skill. This skill can be reinforced throuch
the use of physical educatlon activities such as, Crows and Crincs
or Galloping Horses. (Sece game description).

(@07

«sumber Experiecnces: There are innurerable ways in which physicol
education experiences provide for the utilization of number crpor-
icnces.,

a. Tag Sares - Count the number of children who have been tagpo.
As time progresses, count the nurber of children who wvere not
tagaed, If feasible, count the number tapged plus the nuirbor
not tagged and put them together. In doing this, counting.
adding and subtracting are utilized as number experiences.
. . Counting may be utilized in the folloving activities.
(1) Bouncing and catching
) Jall Bounce
) Gver the Net Throw
) Bouling
} Bean Bag Gares
) Jumping over a rope. DIxarple: Let the rope swing tio
times before you Junp in. Then see how many tirmes you can
Jjump.
(7) Keeping score
c. Iliscellaneous Number Experiences
(1) Gares in which players are a581gned numters and go into
action when their number is czlled.
(a) Club Snatch (See gare description)
(b) Fire Engine '
o (c) Cars and Junkyard.
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(2) Number recognition, Number symbol recognition can be
satisfactorily incorporated in giving oral directions.
Use flashcards when:

(a) Counting off

(b) Dividing a group into teams
‘ (3) Reverse number sequence and Crab Walk
(L) Counting by Two's

(ag Horizontal bars
(b} Any activity invelving partners
(5) Understanding the meaning of next and last. Example: Have
the first child pass a bean bag to the next child, counting
the number of children who have not dropped the bean bag,
continuing to the last child,
(6) Rhythms and Dancing and Singing Games
(a) Chimes of Dunkirk
(b) Hensel and Gretel Dance
(c) London Bridge (Bridge-tender vho has most players be-
hind him at end of gane wins)
7) Understanding Concept of three and/or counting by 3's,
() lleasurement-comparative terms: large, osmall, Lig, little
cte., heavy, light.
(a) lother, llay I?
(b) lMimetic games
(2) Creativity: Through the use of story play (mimetics)
there is much oppertunity for listening, speaking, as well
as physical expressioen.
(a) Statues
(b) Ten Little Indians -

9. Listening

a. Listening to music to identify mood and tempo

b. Listening to direction - frem a record, the teacher or a team
nate

¢. Listening for starting and stopping signals

10, Speaking

a. Children take part in the evaluation part of the lesson as well
as the explanation.

b, In certain instances, the child may be called upon to give the
directions for a game or to continue ite play.

c. Recording the rules of a gamwe. In most instances, this reccra-
ing would be done Dy the classroon tcacher and, it is hoped,
that from these new physical activities there wculd be an ovti-
grouth of a new vocabulary.

Activities

This progran nay be implerented through the use of the following games and
skills. Thic list is by no means complete, but is meant rather to presen=
oranples of coordinating physical cducaticn with the first grade rcadinesr
activities. 1l will list games ccrmonly used in the first grade progranm.
Hany of these will require no further description. Under the garc title
e vill cnurerate those first grade skills vhich can be strergthened
through this activity.

. 1, Simea Says

a, right and left concept

b. vocabulary (up, down; front, back; ~tc.)
[ERJ!:‘ c. ldentifying body p.ris
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2. Frceze or Statues

This is a mimetic game in which the children are instructed to in-
itate an animal or an action. At a signal from the teacher all arc
supposed to freeze and rake a statue,

a, wmimetics and creativity

b, vocabulary (descriptive words--quiet, slow, heavy, etc.)
c. position

d. auditory and listening skills

3, Counting Off

a. left to right progression
V. ddentifying numerals (usc flash cards)
¢c. following directions: (wait turn, turn head, etc.)

li. Busy Bee

The children are instructed to get a partner and stand back to
back., fThey then follow the directions of the teacher, such ng,
“front to front, side to side, clbow t~ clbow!, On the signal
"Busy Bee' -all change partners.

a. direction following and listening
b, identifying body parts
¢. vocabulary (partners, right, left, ctc.)

5. ilovement Skills

a. combining oral direction with rotor activity such as, horn,
skip, Jjurmp, etc.

b, number skills, Example: "Stop on second line." HKark lincs
1, 2, 3.

c. visual and auditory skills ("Go to the red circle.")

v, Fire Engines

Children count off (1, 2, 3, ). then the fire chief calls their
nunber they rust then race to the desipgnated fire. The first
"encine! to arrive becomes the next fire chief. This game nay bo
nodified by using color words, shapes or topics currently Lioiun:
uced in the classroorn.

a. counting off (sequence of nuniers)
5, listening and following directions
c. wvocabulary (on the linc, stop on line, ctc.)

7. 3Specoedy Sgquirrel
children are arranged in a circle with one desipgnated ac "Spcedy"
vho runs arcund the outside of the circle, tagging a certain
number of players. Cn his signal the tagged players race around
the circle and the first one buck to his spot wing and becores ihiz
next “Speedy'.

2, running ir a circle ‘
L., rererbering position
¢c. learning to take turng
. j!%
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b, Man from MNars

. One player is designated as the '"Man", The rest of the players
speak to him in unison, "Man from Mars, may we chase you to the
stars?" He answers, "Yes, if you are wearing ---{color".) All
those vearing that color chase him and the first one to tag him
becomes the new "Man",

a. color recognition
b, speaking in unison
c. ability to remember; the verse, directions, signal, etc.

7+« Club Snatch

Claggs is lined up in two teans facing cach other with cach tean
nubered off, Leader calls a nwnber and those with that nunver
rust try to get away with the club without being tagged. This
gaise nay be adapted to addition and subtraction facts as the vear
vrogresses., Dbxample: The leader night say "two plus threc" and
the tiwo players having the numeral five would attempt to retrieve
the object.

a. nunber recognition
b, number facts

10, Crous and Cranes

. Class is divided into two groups designated "Crows and Cranes'.
Groups advance from their base line until they are just a few feet
apart., The leader calls either crows or cranes and that group must
fl:e back to their base while the other group attempts to tag them.
Those caught, join the other team, Instead of calling this game
"Crows and Cranes" when teaching beginning sound this game may be
titled to utilize the sound being taught at that time. Exanple:
Bunnies and Bears, Lions and Leopards, etc.,

11, Crab Valk

a. counting backward (Tthen walking backward child must count
backwards, cte.)
b. counting forward

12, Horizontal Bars

As child pregresses across bars, every time he grasps the bars
writh his right (or left) hand he rust state the numeral which
would appear when counting by two's. This nay be started with
ceoring each bar's number to practice counting by ones.

13, Pascing

The children may stand in a circle or line and pass an object
. (such as a ball or bean bag) to the next person without dropping

it, counting the number of times ic¢ is passed without being
dropped. This reinforces the councept of counting and also the
meaning of "next" and "last".
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Chires of Dunkirk (Childhvod Ihythis, 127)

This is a dance vhere the children reintforce the meaning of three
by perforning cach action threc times,

Squirrelc in Treces

The children are grouped into threes. Two, holding hands to form

a tree and one in the center is the squirrel, There st aluays be
one squirrel who dces not have a tree., The leader says the follow-
ing "Squirrels in the tree, listen to me. @ind yourself another
irec,” Vhen the vord tree is saild the squirrels rust each find =
new tree. This teaches the concept of grcuping in threec.

iother May 17

Children are in a line, with one person bteing "It", This verson
faces others and gives directions, using conparative terms, such os
large, small, big, little, etc. "Take one very long step." The
children must respond "llotler, nmay I?" before they can follow the
direction., If not, they may not move. The skill is to be able to
discriminate between comparative terms and count the nurmber of
Steps to be taken.

Story Play

A ctory such as the following ray be used to combine lictening
gkills with mimetics:

Story: In auturn the leaves turn red or brom or ycllow on the
trees and drop off to cover the ground. The days get shorter,

and the air is cool. ¢n autumn days ve like to go Lo the weods

vo tranp through the dry leaves. Let's pretend we're going Lo the
voods to tramp through the dry leaves. Let's pretend we're going
to the vuods on a crisp auturn afternoon.

a, Jallt through the leaves and ructle then uith yeur fect.
Children wralk softly, kicking or stirring imaginary leaves,)

L. Gather the leaves with your hands and arms.
(Children stoocp to £ill the arms with imaginary leaves,
carrying them to an imaginary pile.)

c. Rake the leaves into a pile.
(Children imitate the movements of raking leaves into a pile
with large sweeping moverments.)

d, Hun and jump into the pile of leaves.
(lunning and jumping softly)

¢. Lie doun in the pile of leaves and cover yourself with the
leaves,
(Children lic dovm «nd preotend to cover the body with the
lcaves, starting at the fect, Then resting.)

f. Uatch a leaf that is about rcady to f~ll, swing back znd forth
on the twig, and finally whirl to the ground.
(Children imitate the moyements of 2 leaf that is ready to fail
by suaying, running, and whirling to the floor.)

. .
7, Creocs a little brook iy’ the rocedo.
(Children walk, balanc}ng carefvliy o the sismoing stenes,)

s




h, Recross the brook.
(Children can cross back by jumping over the imaginary
. brook.)
i. REun home quickly.
(Running)

16, Galloping Horses

{(This may be called Rabbit Hop or any term that suits the partic-
ular situation.) Have the children in position according Lo the
action that they will perforn. . (honping, galloping, ctc.) The
child is told to perform the action but before he can rove, he
sust give a word vhich begins with the particular sound irith tvhich
Lo are vorking.
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Physical Education Demonstration Programs

May Day programs, P.T.A. demonstrations, and other spncial
cvents are excellent means to acquaint pupils, teachers, administrat-
ors, aid parents with the obJectives of the physical education progran,
The activitios should be representative of the yearly progiram and may
bn presented to show (1) a particular activity, (2) a typical class
period, (3) a varioty of activities, or () a program cuatered around
a central theme. After the typs of program is determined, consider-
ation should be given to the number of students involved. It is
recommended that as many children as possibly have an opportunity
to participate in the show. The enthusiasm created by this involve-
ment can stimulate interest in students throughout the school.

The following outline should be of help in planning May Day
programs and P.T.A. demonstrations. After the details of the entire
program have been organized, a conference with the principal is
necessary to finalize arrangements.

I. Organizing the program

A. Determine the type of progran
1. Show a particular activity.
. 2. Show a typical class perioed.
3., Show a variety of actyvities.

B. Select program activities considering:
Space available e.g. stage, field, etc.
Time allotment

Availability of equipment

Activities familiar to the students,

1.
2.
3.
l.
C. Dectormine method of presenting activities in the prcgram

1. Demonstration - grows out of the physical education class
and uses all the children who wish to participate; there-
fore, a variety of skill levels must be included tactfully
50 each child has a satisfying part in program.

2. Performance - based upon the use of selected children who
have earned the opportunity by thoir skill ability to
perfornm

3. Selection - special group may be used for a particular

purpose either due to space, theme, or event.

D. Determine selection of participants
1. Subjective observations during physical education c¢lass
2. Mutual selection with classroom teacher
3. Established criteria for specitic activity.

E. Communicate
e 1. Program with principal
2. Selection of pupils with classroom teacher
3. Letter to parents requesting permission for their
Q child's participation in the prog=ram.
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F. Establish practice schedule

1. local situation will determine practice time QI
a. Before school
b. Lunch time
c. During scheduled physical education classes
d. After school.

2. Practice schedule disbtribution
a. Principal
b, Teachers
¢+ Children
d. Parents

G. Orient Participants to:
1. Purpose of progran
2. Procedures for practice sessions
3. Responsibilitiec as participants
Conduct during practice sessions
Individual performances by written description where
applicable.

L.
5.

H. Program Props
1. Scenery {(if applicable)
2. Lighting (if applicable)
3. Costuming (if applicable)
L. Script (if applicable)
S. VUritten program (if applicable)

T

II. Presenting the progiam
A. Check proper placement of all props and materials
B, Check scating arrangements for audience.
C. Check seating arrangements for pupils with supervision
D. Use student helpers - ushers, equipment crew, etc.
. Establish time and place for participants to report.
F. Remind participants of performance of responsibilities.

G, ©Dstablish a definite plan for dismissal at the conclusion
of the program.
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Sample May Day Program

Themet: Vim - Vigor - Vitality

Conicert Recordinge
Entry of Colors Color Guard
Fledge of Alleglance Everyone
National Anthem Recording

Txit of Colors
intry of lay Court Queen and Attendants
Coronation of Queen King
Picture Taking Time Audience
Salute to the Queen Sixth Grade Girls
Entry of Chorus
Queen's Serenade
Queen's Dance
Round the May Pole

Games

(1) Swat the Fly (2) Tire Relay (3) Crows and Cranes
Folk Dance - "I Sasc You"
Circle Soccer

Third Grades
First Grade
Fifth Grade & Special

Folk Dance - '"Norio Meigo'' Second (rade Ed.
. Gymnastics ~ Six Stations of Apparatus Fifth Grade Boys
Special School Awards Principal

Folk Dance - "Gustav's Skoal!
Gymnastics -~ Pyramid Building
Novelty Dance "Pom Pom Cheerleaders”
Exercise Routine '"Chicken Fat™

txit of May Court

Dismissal of Classes

Fourth Grades
Sixth Grade Boys
Fifth Grade Girls
Entire School

Clagsroom Teachers

lihsic

i Primary ——
‘, _...Grades ____
| -
i |
. Inter-
E Maydfole mediate
7 i Grades
[}
o] !
2}
(v}
Audience
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Time

3 min.

20 sec.

12 min,

3 min.

2 min.

2 mine

5 min.

Sample PTA Program

Gymnastics and Tumbling
(Approximately L5 minutes)

Qrade Activity
K-6 Marching
6 Special Intro-
duction
K-6 Tumbling stunts
5-6 Free Exercise
Routings
L Bamboo Pole Rou-
tine
2-6 Balance Beam Rou-~
tine
Recognition of
Equipment
Managers
L-6 Parallel Bar
Routine
1-4 Rings
6 fxercise lumber
K-6 Springboard
K-6 Pyramid Building

Brief Description and Comments

Participants walk from back of gymnasium,
Perform a routine on stage.

Curtains open about 10 feet, have approxi-
mately 8 students dressed in white per-
form tumbling stunts. Special effects
brought about through the use of a black
light and psychedelic music,

Individual, dual and group stunts per-~
formed with music accompaniment,

Performed in front of closed curtain
vhile equirment is changed back stage.

For recognition of those behind the scenn
et tho curtain open while they worke. A
short paragraph is read by a narrator to
eliminate a silent periode.

tetivity performed in front of curtain,
K ive girls present exercises with appro-
priate music while preparation is being
made for the following activity behind
stage.,

All participants involved for a grand
finale
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Sample PTA Program

Showing A Crosa Section of Fhysical Education Activitios
(Approxinately 30 minutes)

Time Grade Activity Brief Description and Comments
2 min, X-1 " _Folk Dance Kinder Folka
5 min, 2 Bean Bag and Progression of skills relating how
Ball Skills their development will aid & child
in school work, End with a short
ball exercise to music,
5 Milie 3 Tumbling Progression of skills--sggroll, log
roll, forward roll, cartwheel, etc.
S nin. Y Parachute Vaves
Trapping of people under chute
Fop corn game
3 min. 5 Junp Rope Mfusic--showing basic and advanced
Routines skills. Also show ways to rest
. using a jump rope.
10 min. 6 Apparatus Individual stunts then routines rmacd

~-parallel bars by studsnts.
--balance beams
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Sports Day and Play Day

One uf the culminating activities of the elementary school physical educa-
tion program is the inter or intra-school sports day or play day. Sports day
is defined as cormpetition between two or more schools or between classes within
one school wherein each school or class retains its own ldentity., Play day is
defined as competition between schools or classes in which the identity of the
individual school or class is lost by having the players from each school com-
bined on teams with players from classes within a grade on teams,

The primary aim of the sports day and play day is participation by all the
students in as many activities as possible without penalty that takes placeo and
the playing of the game just for the fun of playing. Students should be taught
to win but not at the expense of good sportsmanship or the circumvention of the
rules governing the activity.

The events scheduled should be an outgrowth of the yearly program providing
the opportunity to use skills learned during the year in an atmosphere of whole~
some competition.

The sports or play day can also be used to acquaint the public with some
of the content and purposes of the Physical Education program.

Inter-School Compotition

General Information

The principal of each school will procure transportation for his psrticipants,
securing written permission from before pupils participate in inter-~school
sports days. rarents

Arrangerments for lunch should be made by the home school principal in coopera-
tion with the compsting school.

The principal of the host school and the sports day chairman will be respoensible
for calling off any sports days because of weather or field conditions. If

there is any question that the sports day will be held, the participating schecl.
and officials should call the host school before leaving for the sports day.

Teachers of the participating children should accompany them, dicipline resting
with these teachers and not with the officials.

A roster of all teams and contestants should be sent to the sports day chairman
a week in advance of the inter-school sports. (It would help if official score
keepers were appointed for softball and kickball games.)

‘ Fach school may hold its own sports day so school winners may be determined, the
date being determined by the school administration.
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The activities used in the intramural sports day and the rvles and vecuiatinmn

Jer theose activities should be the same as those that will ©o used in v inve--

school sports days.,

All teams or relays should be grade intramural champions of each school; that
is, all boys or girls on the team o1 relay should be from one room, unless
there are only one and a half (l%) rooms of that grade in the school,

Shoes must be worn in all dashes and relays. Spikes are not permitted.

Schools may or may not use some type of scoring for the sports days, detorminiagp
the type and method of scoring before the meet by the competing schools.

If ribbons are to be awarded the following is the address and phone numbor of
the printing company:

3ilt Printirg To,

28 Henry Avenuo

Baltimore, Maryland 21236

HOrthfield 8-0270
Intra-5chool Sports or Play Day:

vilznt be organized along the lines of an inter-school sporis day oven Liacugh
cirilciating may beceme a problem, especially in team gonos.

lilght be organized as a relay carnival where most any s\2IL tavght during the
year could be made into a relay, for exarmple, tarowing {or distance could bs-
ore a ralay by finding the total distance throwm by the relay tean.

Might be organized as a fun-day using as events, picnlc or recreational gam:s
and races; for crample, 3-legped race, sack race, oegg race, balleon blowire oo
tosaking, and tire rolling.

Specific Information

Fhysical Education teachers should:
1. Decide on the list of events.
2+« Dozcide oa what rules are to be used,

3. Officials be fully informed as to possible veoriations fecm sfficial roler,

secial events included, uspecial ground ruleoo, tire, conditicrs of bus Lrono

portaticn, lunch, etc.; send information in advance.

L. Flan and organize the days events to the utmost degree (A wiror dn'ail
ifnczed o forpotien could ruin the envire diy ).
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a. Intry lists =~ each child should know exactly which events he is in.

b. Tape measures, markers, timers, starting gun, "Bull-horns", batons
provided for the officials

¢+ Proper amount and kind of equipment for all team sports

d. Recording sheets, scoreboard and ribbons

¢, Runners assigned to officials

f. Careful time schedule of events

g+ Events scheduled in appropriate area

h. Avoid scheduling team event and individual events at same time.

i. Make adequate provision for spectators.

Je Make provislon for centrol of spectators.

5. Remember events can be individual, relay or team, and may include any event
mutually agreed upon by the schools involved.

6. Remomber individual events might include a choice of:

a. 60 Yd, Dash

b. Accuracy throwing

c. Distance throwing

de Long Jump (Broad Jump)

e. Triple Jump (Hop-Step-dJump)
f+ Push-ups or dips or pull-ups
£+ Foul shooting

‘ h. Soccer goal shooting

i. Cross-country

Js FHoop-rolling

K+ Rope jumping

1. Bicycle race.

7. Remember relay events might include a choice of:

a. Fursuit relay, bike or run

b, Shuttle relay

c. Shuttle Hurdle relay

de Jump Rope relay

e, Bowling relay

'+ Throw and Stoop relay

g« Block relay

h. Agility or Obstacle relay

i+ Basketball relay

J+ Bockoy Dribble relay (Shuttle).

8. Remember team sports might include a choice of:

a« Volleyball
(1) offictial
(2) modified
b. Kickball
. ce Softball
de. Soccer
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SAIPLE
Sth Grade Sports Day

. Please do not bring any supplies from your room except for pupil's gloves.

Assemble in classes along the pavement leading to the closed end of the courts.
Keep one copy of this schedule and give the others to your team captains. Your
neme underlined indicates the official for thal event,

11:45-12:C0 -~ Assemble outside
12:0u-12:10 - 50 yard dash = Lanchart, finish - Browdy, starter -
Watson, rlbbono
12:15-12:30 - shuttle relay ~ Lanchart, starter - Vatson, ribbons
12:35-12:45 - Rope skipping reYay - La Lanchart, starber - Hatson, ribbons
12:50- 1:35 ~ chlball - field 1 - L innings or LC minutes - Broudy
Vlatson vs Browdy

- Softball - field 2 - L innings or L0 minutes - Lanehart
{fatson vs. Browdy

jiodified Volleyball - Girls - Dach gare 5 ninutes

Court 1 Platt Gare Court 2 Yatson
Broudy vs Arzt L 1 Arzi 2 vs Uatson
Brordy vs rat 2 2 Platt vs Arzt 1
Brardy vs Plati 3 Vatson vs Arzt )
Brouwdy vs VWatlson L Arzt 2 vs Platt

Watson vs Platt

W

Aret 1 vs Arzt 2

The above is a Round Robin play-off, meaning each team plays cach

. other team once. The team winning the most games is the champion.
Platt Boys - Court 3 - Each game 8§ minutes. The team winning
“Game 1 Browdy vs Platt the most games is the champion.
Game 2 Platt vs Arzt In the event of a tie for st
Game 3 Browdy vs Arzt place, play one 5 minute gar-

to decide the winner.

1:4C- 2:15 - Individual Events -~ See map for locations
- Broad jump - Platt, bOJS undor 80 - Cth pradc helpers, others
- Fush-Ups - _Lﬁgc_hart """"
- Rope Junping - iatson, girls - Long, boys

2:20 - 2:1i0 ~ Relays - Hardtop
- Throw and Steop - Browdy & “Jatsen - court 2
- Baslketball - Lﬂnehart & Long < Backetball court
2:45 - 3:C6 - Cross Country - Lanehart, starter - Watson, recorder - Arzi, ribbore.

——— - a—

3:C0 ===~ fug ¢' Var - 2 out of 3 pulls - umg,le elimination
Boys - Lanchart & Broudy, ribbons
Girls - Long & \latcon, ribbons
BOJU ‘ Girls
Vatson vs Platt 1st round Arzt vs ‘latson
Braudy vs Arzt 2nd round Lroudy ve Platb.
. Viinners pull Final round Viinners pull
GCOD LUCK ... HAVE FUI ... PLAY TO UnoLL, 1T T U100,
BE A GOCD STORT AUD DO 10T ik TICUSES

(4] , RC3




NOTE: This program full day and includes picnic lunch.

RIDERICCD INTERCLASS PLAY DAY - 1906 - 67 - €8 - 69 - 70

Event Entries How To
¢0 Yd. Dash 2 Boys - 2 Girls Run in lane
Accuracy Throv 2 Boys - 2 Girls Any style throv - thru tire 3 pteo,
_ . Hit tire 1 pt. - 3 counting thr(un
Epg Race 2 Boys - 2 Girls Carry ball in spoon., If dropped,
e e L e e e _ _ _sgtaxtover
Cross~Country L4 Boys - L Girls Run in course - cross=-country
e e e - - e m e SCOTING L
Shuttle Relay l} Boys - L Girls Cne lap each
XX ====) €---- xx
Tire Roll Relay 4 Boys - i Girls Cne lap each ~ Roll auto tire
YN —=-=3 C--== XX
Jump Rope Relay L Beys - L Girls Cne lap cach - Running jurp rope
KN - C-=n- %X
Hurdle Relay b Boys - L Girls One lap each - Jurmp over 3 hurdlec
XX === fommm XX
I'etato Relay L Boys - L Girls Circle both chairs. Carry and
place eraser on cha11 ( }j r{
Block Relay i Boys - L Girls #1 carry ocut - #? cerry in
o ..., - - s — -w.?
e I I e s R o R
Throw and Stocp Relay lilxed Tean Throw and stoop -~ Cbserve thror 100
iy Boys - i Girls line
Bowling Relay Mixed Tean ¥nock pin dowm § {ires
S Boys ~ ) Girls Ixtra boy be pinboy
Bike Race 2 Boys ~ 2 Girls Le ilans start - Once arcund cource
Tug-of-iiar 10 Boys - 10 Girls Best 2 of 2 puils - Chanpe ends
cach tire '
Cage B-71 £ Boys - 8 Girls Gvnograds V,B. - -lng. Plus any
Volley all 361 nutter ¢f hit ond helne ~ s corry

O
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SUIIILNG HIWTS FOR LTH GRADE S$VII1ING FROGRAIL

Suirming Progran Classification

Initial Clessification for Classviork

A.

- v o - ap———

Beginner

A non-swirner, unable tc float on his stomach or back., Fears vater,
Advanced Beginner

Has passed the Beginner's course in Red Cross or YJiCA,
Intermediate

Has passed the Advanced Beginner's Course.

Suirrer

An individual who is able to swim one of the three basic strokec,
(side stroke, breast stroke, crawl) for a distance of 1C0 yards in
deep water. Passed Internediate Course--Red Cross, YICA.

ddvanced Swiruvmer

Passed Suirmer's Course.

A llethed of Classification

Al

B.

o i o vt

A1l beginners at side of pool in shallcwr water,

Fush off and fleoat on face. Thece vho cannot, gather in that corner
of vool. Take narmes. Group I. - Beginners.

Cthers push off from other side and float on back. Those vho cannct
gather in that corner of pool., Take narmes., Group II. - Beginnero.

Can't swim across pool in shallow water. Group III. - Beginnerc,
Can suirl across pool. Group IV,

All who gay they can swim, go to deeper end of pool. Give these
pupils the Beginner's Combined Test.

All who fail, go to shallow water and join Group IV,

ALl who pass may go into Advanced Beginners or Intermediates
according to how well they perforred,
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Swimming Courses

s o o At e e it ¢ e b

“he following suggestions and hints are supplcnentary
program.  The instructor can draw from this to make h
and efficient,

Slementary forns of rescue and Artificial Respiraticen

class at the ecarliest time. These can bLe presciated
;eather is irclerment then practiced wvhen class

cpportunity tu nake the

is in
pupil aware of safety should

Beginners
Swimming Suggestions:

Activity Prccedure
1. Walk in 1. Join hands, walk in a
shallow water line
2. Walk in a circle
3. Walk separately.

- ey e a et e M e e e e e

¢. Breath holding 1.

- dm s e e e e R G s has e e e

Stand in a line facing
instructer, stoop so

and denmonstrated when

to The Arerican Bed Cross
is teaching most effective

should be tzught to eech
the
the water, Each and cvery

be utiliced.

Hints

Walk toward shallow end or
across pool. Use the
tuddy system,

- e tew e e A8 e s e e S e e

Gradually subrmerpge fror
shoulder-chin-riouth~-nosce-

that shoulders and chin cyes-head. May be roroat-
are in water ed at different levels,
3. Subrerging 1. $tand in a line or circie, Gares:

hands joined, otob up and Guess nunber of [fingers
down, rartner extends

2. Touch bottem with one hand  liake 1t fun!

3. Touch botten with both Use samc sequence vith
hands. blouing cut under vater

L. Try sitting on botton

5. Cpen cyes under uater

L. Jelly Fich 1. Stand on bottom, lean
I'loat forward, face in waloer,

slide hands dowun legs

and buoyancy will 1ift

feet.
2. Hold ankles when you do above
3. Sare--grasp knees

Do Jelly Fish Float.
2. Straighten to Prone
Float, return to Jelly
Fish Fleal, stand.

366
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Bend knces until feeb
leave bottom~

Use cone hand at a tive
sliding down the legs

Relax

Inportant to teach getiing
feet on botton

Stress knees to chnest
Concentrate on gaining
standing pesition

Brad Xnees and mare bLall
(Floatrr s hrnds slide fron
buddy ¢ hards ana nall dewn
cn bl vab v vhile Soubling

. . .
LT o

-
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%. Prone Glide

Procedure

1,

Hints

——

Standing, facing wvall,
arms forward, put face

in water, push from botton
of pool to prone glide.
Stand with back to side of
pool and one foot against side
of pool, stoop so that shoulders
are under water, put face in
water and push from side.

Keep face in water
Use buddy, if necessary

e e e e g mm wee B Bme TN mm e MRS ey b el e um G e Gee ap  ma e s S e Emd w am ek e en s E em S e e e

1. Practice kick first hold-

7. Prone Glide

Knees relaxed, not stiff

and Kick ing on to gutter. but kick from hip.
2. Glide and kick with face Keep kick with pressure on
in water. upbeat depends on strength
of leg kick. Ankle re-
laxed.
&. Back 'loat 1, Explain and shcw how to Have buddy at back of ecach

regain feet

2. Lift onec knee, drop hips,
bring arms to sides and
raise ferward, pressing
up on water
Head drops forirard

3. Game~-lifting both knees

. i, Buddy stands behind pupil
for support at head.

S. Arms horizontal, legs in
forward stride position.
Stoop so shoulder and arms
are under water

Go Let head drop slovly backward
and allow water to raise legs

person

Keep hands under water
Head should rest on vralor
looking at sky

Keep hips up

Gradually raise arms to
side above head but still
in water.

Relaxation

9. Back Glide 1. Push slowly from side of Head should rest on i:ater
pool, with hends at sides Use buddy at first.
10. Back Glide 1. Practice kick holding on Kick water up with inzb:o

of feet
¥Yeep cnin dowm.

to gutter

2. Kick from hips with knees
and ankles relaxed.

3. Glide on back and\kick

and Kick

- e e mE M tew e Tw mm sa 8 e em BEs  Su WA e P P W wrd AR et sde e ¥ b B W B Gt Mg s @t A el B e e e

Glide on back, push iater
with hends toward feet
2. Can lead into winsing

11, Finning 1, Keep hands under watier
Slide hands up side, r--ch
cut, keep elbous in, - :d

wush water tovard feet

cma el et em e cM e e he tom m4 im ems b s am A ma e e 4 es e iwe ea me A% me et h e am e
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Activity

12, Hand Gver Hand
Arn Stroke

Prccedure

s

1. Land drill first

2. Stand in pool with face
in water.

3, Vlalking

Li, Prene glide with arn

13. Rhythnic
Breathing

D e

Combined Stroke
on I'ront

- mm wm a mew ca e e b e e

15. Cormbined 3troke
on Back

B )

Combined Stroke
and Breathing

stroke and face in wvater

- e vam em s

1, One side of face resting
on water, breathe in
through . outh, turn nead
and put mouth in water,
blow cut

2, Roll head for next breath

L T R e ]

1, Practice arm stroke and
flutcer kick

L

1. Start with "winging" and
flutter kick

- e al e e e e

1, Stand in waist deep wrater
and practice arn stroke
with breathing

. Practice same vhile walking

2
3, Practice same without kick
I

. e G e et e A e e ees e

. Practice complete stroke

B T S N

1, Start from glide.
2. Use combired front stroke,
turn over and swim on back

3, Start on back and change

1£. Changing

Direction

13. Leveling Off

o L T S e

to front combined stroke.

e se

1. Swim with front conbined
stroke

2., Turn toward shallow vater
and return to starting
pesition

e W S e am e e mme e

1. From neck deep water,
push from bottom to prone
glide and swinm

2, Same on back

3. Do Irom deep water

- wE ees e em e mam s e e ma

368

ae e men e ema e

s d mma e e mes e e e e e

M A e e v e e A s ma Res WS et e e s

te ma e e o~ v

e e es wa e e

e s e s mee

Mull reach
Deep pull
Iift elbows

. WA e m mm mw mme e s e a4 e

To be used from veginning
Take shallow breath

Look over shouider when
taking breath

Use with kick, hang on to
side.

o mm e Aae e e B e ke hem b mm wm em em A A e e he

5low arnm stroke

Arms out of water

Can do along side decen
vater

Head and body positicn
important

Face should rest con water

(inhale) turn head in
water,

(exhale) R

Look at shoulder uvitlih osr

in water

Slow even strokes

- e cm ra s tm e am em sa e

orop
side
Come

shoulder on turning

to float pousition

- et M e me e e e e aie o

Turn
Come

slouly
to float positior

head
tovard shallow end ¢!

Drop
Svim
nool
Drop
Heep

head back
hands under waser

- mm e tes = Rt hmy R e e




Activity Procedure Hints

LT TR RFPALEER R

20, Junmp inlo 1. Level off and svinm a Put face in vater
shallow water across pool Como to float position
21, Junp into L. Gradually inereasc depth Cne at a tire
reper water 2., Level off and swim along Can be done in deep water

side of pool to shallow end.

fe N e ed e Men R e S et W S G b mm e M M e el e M md har T M R M Se e e B me s m W e em e e

22. Treading 1. Start in S or 6 feet of Chin in water
Water water helding on to guller  Keep bands under water
with one hand . Can be done in decp water
2. Face shallow end and Select best stroke for
practice bicycle, scissor individual

or elementary back kick
3. Use finting with one or
both hands
i, Pull down on water with
one hand, then other

Combined Skills (Test)

1. The pupil jumps into deep water, levels off, ard swims 1Y yards
without stopping or touching, he turns about and swims back to starling
point,

2. 'The pupil does a plain frent header from deck or dock, levels off, and
swims 15 yards, turns about, and starts swirming back. Halfway back,
he turns on the back and rests either moticnless or with gentle paddling
roverents for a quarter of a minute., He turns back again to front swimming
position and swins to starting point,

Advanced Beginner's Course

This course was added in 1961 by the American Red Cross to mzot the needs of a
group of students vho may pass the Beginner's Test but who are not ready for
the Intermediale Course. These students are insecure in deep water, lack
stamina and endurance, and are not ready for interrediate skills.

Advanced Beginner Test

The test for the Advanced Beginner is made up of the following individual
skills:

1. DBreath control: Pupils stand in chest-deep water and demonstrates rhyth-
mic breathing at the rate of 24-36 times in 2 minutes,

2. Suimming in place: Pupil remains afloat in a confined area (within an
8-foot circle) by using a modified human stroke for a period of one minute.

3. Changing positions: OStudent changes from s prore swiwming position to ver-
“tical position and then to a supine (back) position, Zitudent changes from
a - ovine swimming position to aggg%&cal‘position and then to a prons posi-

i . ‘ '



L., Elementary Back Stroke: Tupil swims 25 yards, using the clementary Lack
streke,

%. Hand-Over-Hand Stroke: Fupil owims 25 yards, using a hand-over-hand siroke.

. Diving and undervater svirming: Pupil dives fron the deck and swims 20 feet
Lelow the surface.

7. Usec of lifec jacket: Student jumps into wvater from deck vhile vearing
Jacketbt, Fuvnil demonstrates his adility to be confortable vhile in a
prone, vertical, and supine position, Iach position should be held for
at least one minute, liete: Any Coast Guard-approved life jacket, vest,
or ceat cushion nay be used,

¢. Rescue technigue: Pupil must dermenstirate rececue involving use of rcaching
pole and rescue involving use of article of clothing.

9. Cormbined Test: Pupil dives inte deep water and swins a miniraun of three
body lengths below the surface; then ccres to the surfacce and stays efloat
in a confined arca for 30 seconds; then suims 20 yards using eilther the
clerentary back strolie or hand-over-hand siroke,

Face in Water

Cbjective: To have suirmer put and keep his face in waler at least 10 seconds,
J 3 1

Method: Stand in walst-deep water, feect apart and hands on hips,
Take a bite of air, btend forwvard until nese and mouth are in the
rtater, Hold for 10 seconds. Straighten up and exhale.
MNow lower head until water coverc ears, nold 10 counts,
Ifow, lower head until water cormpletely covers the head.

Analysis of Pace in later Reasons
(a) Keep hands on hips at (2) Prevents loss of teaching time
all tires vhile perss 1 rubbs his eyes,

(b) Yeep chin dovm vhile face  (b) This is normal head positicn.
is in water.

(¢) Hold breath under water (c) e are not concerned with rhythmic
: breathing in this gkill,

(d) Zzhale through a snall (d) A habit is being developed, I -
opening in the mouth when casier to exhale through a small
face is lifted from the water. opening than a larger one when face

is below the surface.

(e) Insist that the face be kept (e) If they are able to do it this
in water 10 seconds. long they arc no longer afraid of
the water covering their face.

o 370
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Face in Water (Continued)

Teaching Tuips:

Loterk up te 10 coconds maxirum slovly. IMrst tire night be up to

’

L "LCOddu, then & seconds, elc,

2. I pergon hus diffieulty in naintainine balance, have that rerson take
& forvard stride position vherc onc 1ot is in front of the other,

Qbjectives:
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Jellyfish float

To attemplt to develop a sense of balance.
To deternine the buoyancy of the swimrer,

Method: Stand in waist-deep water, feet apart. Bend forward and place
right hand on right thigh and left hand on left thigh, Tnhale
through the mouth, Place face in the water and slide the right
hand down the right leg until ankle has been reached. Hold this
position for 7-10 seconds. G5lide hand up the thigh, 1ift face
from uwater and exhale through the mouth,

Same as above except the left hand and leg arc used.
Slide both hands down to the ankles. This will usually result is
the fect leaving the botton. Return to original position by
sliding the hands up the leg to thigh and lifting the face fron
the veter and exhaling.

- ‘,C N ‘ k: S

Analysis

'

b Sy -
Reasons
(a2) Slide hands up and down (2) Makes swimmer think while face iz
legs slowly in water below the surface.
(b) Face is placed in water be- (b) A habit pattern is being develon-
fore the hands move from ed. It is impossible to do
the thigh. Jellyfish Float with the face

above the surface

Teaching Tips: The swimmer should rake no effort to 1ift fzet from botton,
Th - natural buoyancy of the'bo%ngﬂnits the feel to leave the botten,



GLjectives:

rethod:

Teaching Tips:

Turtle Mloatb

To auoist gwimmer in developing a sense of balance.

To wuild confidence in the sulmcr.
Stand in valst deep water, Bend forward and place
both hands on right thigh.

feet apart.

Inhale, lower face in water and slowly slide both hands dowm the
leg to position Jjust Lelow the knee. Tull right knee to chest.
Hold for 7-10 seconds,

Return to starting pesition by lowering the leg, slidinpg hands up
Lo thigh, raising the face from the water and exhaling.

Same as above except the other leg is used.

Howr lover face in water and slowly slide both hands to just below
the knees.  Tull both kneecs to the chest,
Return to starting position by lowering the feet, sliding thic
hands up Lo the thighs 1ifting the face from the water and eox-

haling.

Analysis

(a) Face rust be in water before (a) Insures swirwer of proper
hands nmove, body position,

deliberate rove- (b) Indicates that the swimrer
is thinking and is unafraid
of the water.

(b) lake slcw
rents.

(c) If this is done the swirmer
will have no difficulty in
standing

{¢) In returning to the original
position reverse the proce-
dure used in doing the skill,

This is one of the most important steps in teaching a non-
suimmer to swim. All swimmers should be able to get into the
proper Turtle Float position even though their natural buoy-
ancy is not strong enough to keep their back at the surface.

There will be a slight forvard motion just after the feet leav
the bottom. It is a good plan to call this to their attent;on
before they attempt the float.

Be sure each knows how to stand up from the Turtle Float.
Reverse the procedure.,

372
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Preone Float

Objectives: To teach swimmer another type of float.

To develop a cense of balance and relaxation while in a prone
pogition,

Hethod: Stand in waist-deep water, hands on thighs and feet 0-8 inches
apart, Inhale and go into the Turtle Float. After assuming this
float, extend the arnms foruvard, hock the thumbs and turn the fin-
gers upvard. At the same time, extend the legs vackwards. Hold
this position for 7-10 seconds. Return to Turtle Float then stand
wy and exhale,

e e e e
Analysis:
Pactors to be stressed Reasons for stressing faclors
(a) Hook the thunmbs. (a) Keeps hands together.

(b) Turn the fingers up, when in (b) Develops a habit pattern for the
the prone position, Prone Glide which will keep the
swvimmer at the surface.

(¢) Keep the face in the water. (c) Helps to keep the hips close at
the surface.

(d) Return to the starting position (d) Enables him to stand up by using

from the Pronc Float by going skills he has already learned.
into the Turtle Float and then
standing.

Tcaching Hints:

Sorme are unable Lo relax vhile in Prous i'loat position, due to over-
reaching of arns.

If he turns or drops to one side while in float try separating arms
to 20-12 inches.

Prone Glide

Objective: To develop a sense of balance and relaxation while moving through
the water, !

Fethod:  For pool: Stand 10-12" from the sﬁde in waist-deep water., Place
- one foot against wall. 3Bgnd forward until the shoulders touch the
: o 1 ‘ =



vater. Extend arms forward, llook the thumbs and turn fingere up.
Inhale and place face in water. Lean forward until balance is lost.
Pusch against the vall and bring both heels to the surface il pessi-
ble, Stand up as in the Irone [loat.

\
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Be sure the face is in the vater before going into the glide,
Svirmming on the Back

It is easier to teach a non-gwimmer to swim on the back than in a prone
position. The emphasis must be on relaxation with the hips close to the sur-
face as possible.

Preliminary to the Back Float (Step 1)

Objective: To teach the swimmer tc be relaxed while on the back.

liethod: Stand in waist-deep water vith the feet a comfortable distance
apart. Assurme a squat position until the shoulders are below the
surface. Raise the arms to the side with the palms up., Drop the
head back so that the ears are in the water. This 1s the starting
position,
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As a continuvation of the above ctop, slowly lean backvards until
the chest and abdomen are brought to the surface. Return to stand-
‘ng position by dropping chin forvard drawing the knees towards

the chest. and scooping the hands doun and forward at the some

time,
Analysis:
(a) Extend the arms to the side (a) Results in an increase in the
with palms up , size of the chest
(b) Head back, ears in the water (b) }his is the normal head position.

and look directly overhead
, ' 37l




(c) liake no effort to 1ift the (c) then feet come up it is cue to
Tezv frort the botlon, the chest and abdoren coning to
surface,

. (d) Have hin inhzde and exhale (d) Holding Lreath cruse hin to te-
through mouth in definite core tense.
rhythn,
(c) Have him stand by dropping (c) A habit pattern is being
the chin forward, drawing developed,

knees toward chest and scoop-
ing hands dowvn and forwvard at
the sare tire.

Teaching Tips: If it is necessery to support a suirmer be certain thab the
shoulders are kept below the swface.

™
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Accident Form

Sample Letter - iaking Bean Bags
Sample Teaching Schedule

Teacher Evaluation Form
Transportation Fornm

Travel Voucher

377 _’5’7‘5



FRANKLIN £Ll£iENTARY SCHOOL
Cockeysmill Road
‘ Reisterstown, Maryland

SAMPLE LETTER

Dear Parents:

WANTED - 5 B&AN BAGS

N

Your child thinks you might make five bean bags for the school, If you
~11Y; plnase use the following directions:

Material - any close woven or strong cloth

Size start with a $%' square and sew on three sides

Fill 2% hands full of whole corn or beans, This
should make bags slightly more than half full
yet soft enough not to hurt when hit., Sew
top closed.

Thank you,

David Fry
Physical Education Teacher

® Loy A
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SAMPLE TEACHING SCHEDULE

One School Assignment

Monday thru Friday

9:10
10:10
11:10
12:00

A,

Grade 6
Grade 5
Grade L
Lunch

Two School Assignment

Mondax

Tine gpade School
9:10- 9: 15 1 School A
9:45-10:15 2 School A
10:30-11:00 3 School A
11:00-11:30 3 School A
11:30-12:15 L School A
1:00- 1:45 5 School A
1:55- 2:30 L School A
2:30- 3:15 4 School A

Wednesday

gigg Grade Sc¢’. ol
9:10- 9:15 1 School A
9:4,5-10:15 2 School A
102 30-~11:00 3 School A
11:00-11:30 3 School A
11:30-12:15 5 School A
1:00- 1:45 6 School A
1:55- 2:20 6 School A
2:30- 3:15 5 School A

Time

9:10- 9:L%

9:45-10:165

103 30-11:00

11:100+11: 30

11:30-12:00

1:15- 1:45

1:55- 2:30

2:30- 3:10

Extra (urriculcy Assisnments

Fridaz

Grade

12:145
1:10
1:35
2:00
2:25
2:50

Tine

Sama

Timq

Sanme

School

LenB o RV e ACA N R sv I V)

School B
School B
School

School

School B
Sc¢hool A
School A

DM,
Grade 1
Grade 1
Grade 2
Grade 2
Grade 3
Grade 3
Tuesdaz

Grade  Sfohool

4 School

3 School

2 Schooel

5 Echool

6 School

L Schoonl

3 School

3 School

Thursday

Grade  School

L School

1 School

h School

5 School.

6 Sciiool

5 School.

6 School

3 School

oo wwe s
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ACLTIVITIES AdD Gaves ILiDaa

Add on Dodge Ball, 114 Building a House (High, Low Water), 133
. Aerial Ball, 255 Busy Bee (Back to Back), 241,348

Around tne World - Parachute, 65 Cage Ball Tap, 139
Balance Dodge Ball, 111 Catch as Catch Can - Parachute, 165
Ball Counting Game, 253 Catching Fish, 250
Basketball Chinese Jump Rope, 135

Court Basketball, 263 PR

Hali Court Basketball, 264 Chinese Wall, 246

Horses, 263

Keep Away, 263 Circle Chase, 253

Sideline Basketball, 263

Circle Dodge, 113
Bat and Run, 103

. Circle Roll and Jump Ball, 97
Battle Dodge Ball, 115

) Circle Soccer and Crab Soccer, 1l
Beat the Bunny, 252

Club Snatch, 2Ly
Block Relay, 373

Combat Games, 305
Boiler Burst, 243 ’

Crack About, 112
. Bombardment, 117

Cross Over Ball, 99
Bombardment with Pins, 117

Cross the Creek, 133
Bombs Away, 116

Crows and Cranes, 349
Bounce Catch, 98 ’

Dodge Ball Games - Scoops, 143
Bounce Catch Race, 100 g ps,

Driving Cars, 97
Bounce Catch - Paddle, 159

Duck on the Rock, B9
Bounce Scotch - Paddle, 159

) Elimination Dodge, 1LO
Boundry Ball, 256

Exchange Dodge Ball, 113
Boundry Ball - Football, 266 & g g

_ Exchange Places - Parachute, 165
Bewling Relay, 105, 304

Fire Alarm, 251
Bowling Relay.- Scoops, 143

Fire Engine, 248, 348
Bronch Dodge Ball, 115 gine, s

o ' Football
Brownies and rfeiries (cowbora snd Boundry Ball, 266

¢ P dehean LS | End Zone, 266
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Football (cont.)

Pass Away Football, 270

Post Ball, 268

tunt Back, 267

Team Keep Away, 207
Footsie Dodge Ball, 112
Your Corner Tag, 88
Four Mat - Cage Ball, 141
Four Push - Cage Ball,1L0
Four Square, 107
Four Square - Gcoons, 143
Fox and Squirrel, 90
Freeze Gtatutes), 349
French Almond Rock, 1233
Frisbee Baseball, 3i2
¥rog in Pond, 243
General and His ien, 114
German Bat Ball, 259
German Dodge Bali, 118
Greek Dodge Ball, 120
Juarding Jdouses, 97
digh Over, 102
Hill Dill, 245
Hit One dit All (turder), 104
dit Pin One Base, 25
Hiockey

Goals, 274

Hit and Stop, 274

Keep Away, 274

Line Hockey, 275

Modified Hockey, 275
Hop 3cotch, 315

Hustle Bussle, 98,25l

Jump the Shot, 133, z¥)
Keep Away - Football, 207
Keep Away - Hockey, 27l
Keep Away -~ Scoops, 143
Keep the Ball Bouncing, 101
Keep Going, 248
Keep It Up, Paracihute, 165
Keep the Kettle Boiling, 133
Kick Ball, 330
Kick Over - Cape Ball, 140
Line Dodge Ball, 117
Little Abner, 243
Little Brown Bear, 2Ll
Han from Mars, 242, 349
Midnight, 249
Hother May I?, 350
ilouse Trap, 251
Net Games
Wewconb, 279
Leck Tennis dewcomb, 281
Vclley Ball, 281
Jorwegian Ball, 258
Obstacle Rglay; 333
01d Grannie Tippie Toe, 249
Overhead, 102
Over the Line, 88
Paddle Tennis, 161
Pennsylvania or Hew York, 246
Pom - Pom Pullawéy, 2h7

Post Ball, 268

380




Prisoners Ball, 103, 256 Speedy Squirrel, 252, 243

Prisoners Ball With Scoops, 143 Spud, 112

. Rabbit's Tails, 252 Squirrels In Trees, 21,9, 350
Red Lion, 241 Statues With Balls, 97
Retrieve Docge Ball, 123 Stealing Sticks, 259
Rock the Baby, 123 Stone, 241
Roll Dodge Ball, 113 Team Dodge Ball, 114
liope Jumping Jingles, 134 Team Target, 107

Rotation Dodge Ball With Cage Ball, 140  Team Target With Cage Ball, 14

Round Up, 252 Teather Ball, 109
Salt, iHustard, Vinegar, Pepper, 133 Three Team Dodge Ball, 118
Scooter Relays Throw and Stoop, 135
Individual, 137
Partner, 137 Throw and Stoop With Scoops, 143
Sea Is Rough, The, 250 Throw the Bean Bag, 90
I' _.Snuttle Relay, 334 Tiddley-Winks wWith the Parachute, 166
simon Says, 347 Tiger Hunting, 111
Sleeping Bear, 248 Tug~O-War, 335, 313
Slowkie Powkie, 242 Tug-0-War.With Tube, 157
Snatch the Stick, 153 Twice As Many, 245
Soccer Two Squares With Paddles, 159
Soccer Dodge Ball, 284
Soccer Loag Base, 285 Two Squares With Scoops, 143
Square Soccer, 285
Soccer Kickball, 285 Wand and Spoon Relay, 153

Line Soccer, 286
Wand Jumping Relay, 153

Softball
Tee Softball, 288 What Can You Do?, 250
Long Base, 289
Beat Ball, 290 Whistle Ball, 97
1,2,3, Softball, 290 |
Speed Up Softball, 292 Whistle Ball With Cageball, 140

Modified Softball, 292
Regulation Softball, 292

. Spanish Relay, 153
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