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A. Student Classification: Girls or Boys
B. Grade Level: 7 - 12

C. Level of Performance: General

D. Suggeustad Prior Experience: None

E. Subject Status: Elective

F. Length of Unit: 9 weeks

II. COURSE DESCRIPPION AND BROAD GOAL

Junior High: 2.8416 (1) a,c,d,i,}
Senior High: 9.9420 (1) d

A. Description of Purposs

Speed-A-Way is a game for girls' or boys' classes and is a com-

bination of soccer, basketball, speedball, and fieid hockey with
the opportunity for players to run with the ball as in football.
The game is fast, challenging and should make a significant con-
tribution to the students' physical fitness.

B. Methods -

This unit will consist of class discussions, demonstration and
practice of basic fundamental skills, viewing of films and of-
ficiating techniques, participation in game situations and class
tournaments, written and skill tests.

C. Areas of Concentration

Class period will be devoted to the mastery of skills, under-

standing of rules and officiating, testing of skill performance
and rules knoWledge, strategies and game play, and development

of safety and social awaremess.




I1I. COURSE OF STUDY BEMAVIORAL OBJECTIVE
A, Glass Participation Objective; 4O% of Unit Qrade

1. State Accreditation Standard: Junior High 9.8416 (2) d,e,g
Senior High 9.9420 (2) {

All students will demonstrate ability in fundamental skills
and strategies as listed in Course Comntent., These abilities
will be developed in class periods during lead-up gzemes,
skill drill activities and regular game play. Thka majority
of students will achieve average or better ratings as evalue
ated by teacher observations and as recorded on an incidence
chart and/or checklist. Items of comsideration will include:

2, Dribbling and trapping

b. Punting, place and drop kicking

c. Throwing and catching

d. Conversion to aerial balls

e. Juggling and blocking

f. Guarding and tackling

g. Team work

h., Offensive and defensive strategies

i. Officiating techniques .

2, State Accreditation Standard: Junior High 9.8416 (2) e,f,g
: Senier High 9.96420 (2) k

At least 75% of the students are able to demonstrate the
proficiencies listed in 1. a-i.

B. Basic Skills Objective: 20%Z of Unit Grade

1. State Accreditation Standard: Junior Kigh 9.8416 (2) d,e,g
Senior Migh 9.9420 (2) 1

All students will be rated on & minimm of three skills
tests and the mmjority of students will achieve an average
or better score. Tests may be chosen from Dade County
Public Schocls curriculum Bulletin 5-H or other sourcas.
Suggested tests inciudes

a. Punt

b. Foot trap

c. Tow-legged 1lift
d. Soccer ball throw
e. Wall foot pass

f. Zigsag dribble

2. State Accreditation Standard: Jumior High 9.8416 (2) e,f,g
Senior High 9.9420 (2) k

At least 75% of the students are able to demoastrate the
proficiencies listed in 1. a-f.




C. Course Content Knowladge Objective: 207 of Unit Grade

1.

State Accreditation Standard: Junior High 9.8416 (2) d,e,g
Senior High 9.9420 (2)

All students will respond in writing to an objective test
and the majority will achieve an average or better score,
This test will be based on study sheets, films, and class
discugsions. Questionc from the following areas will be
included:

a., History

b. Rules of play

c. Safety procedures
d. Terminology

e. Gane strategy

f. Officiating

State Accraditation Standard: Junior High 9.8416.(2) e,f,g
Senior High 9.9420 (2) k

At least 75% of the studen(s are able to demonstrate the
proficiences listed in 1. a-£,

D. Social and Personal Attitudes: 207 of Unit Grade

1.

2,

State Accreditation Standard: Junior High 9.8416 {2) d,e.g
Senior High 9.9420 (2) §

Social and personal actitudes displayed by all students willi
be evaluated by teacher observation via checklist and/or in-
cidence chart throughout the entire unit. The teacher shall
motivite an atmosphere wherein the majority of students will
respond and exhibit desirable behavior. This evaluation will
be based on the following items:

a. Good sportsmanship

b. FEmotional comntrol

c. Following class policies

d. Consideration of others

e. Leadership and or followership
f. Integrity and perseverance

State Accreditation Standard: Junior High 9.8416 (2) e,f,g
Senior High 9.9420 (2) k

At least 757 of the students are sble to demonstrate the
proficiencies listed in 1, a-£. -



IV. COUR3E COHTENT
(This section mny be duplicated for distribution to students).

A. MNistery

Speed-A-Wey was originated as a gams for girls by Marjorie Larsen
in Casliformia and the first rule book was published in 1950. It
is 2 field team game and is a combimation of soccer, basketball,
speedball, and hockey, with an opportunity to rum with the ball.
Specd-A-Way has growa in popularity throughout the United States,
Canada, England, and India and is now being played by both boys
and girls., The game was developed out of a need for a lsad-up
game to field hockey and for a game that could bring enjcyment
and satisfaction to participants without a great deal of time
spent in lesrning complicated rules and special techniques.

B. Terminology

1. Aerial Ball. A ball lifted into the air by a kick with the
feet. A kicked ball may be caught on a £fly or after one
bounce and played &s an aerial ball,

2. Attacking Tesm: Members of the team im possession of the
ball.

3. Blocking. Interceptimg the progress of a ground ball with
any part of the body except fiér the hands. Goalkeeper may
use hands.

4. Ground Ball. A ball that is reolling, stationary om the
ground, or that has bounced more than once.

S. Defending Team. Members of the team which does not have pos-
session of the ball,

6. Dribble. A succession of kicks forward in which the player
controls the ball with the feet and advamces it on the
ground,

7. Drop Kick. A play in which a caught ball is dropped from
the hands and is kicked fust as it bounces up from the
ground.

8. Foul. An infringement of the rules for which a free kick,
frece throw, or penmalty kick is swarded to the opponents,

9. Free Kick., A place kick awvarded at the apot where a foul
occurs during the play of a ground ball outside the penalty
circle.

10. Free Throw. A throw taken from the spot vherc a foul occurs
during the play of an aerial ball.




11. Guarding. Using the arms in any plane to impede progress
of an offensive player as long as no contact is mede with
opponent or ball, Player with the ball may be guarded by
only one person,

12, Juggle. A play in which & player tosses the ball into the
air and catches it eithsr once or in a series. Player may
be tagged at completion of a juggle or when the ball rests
in the hands. A juggle may be used to score a touchdown,

13, Kick-0ff. Means of putting the ball in play with a place-
kick at conter line after esch ncore aand at start of each
quarter.

14. Kick-Up. Means of converting a ground ball into an aerial
ball.

15. Penalty Cormer. Putting the ball into play after a foul com-
mittad by the defemsive teem inside the striking circle.

16. Pivot. A playar holding the ball steps once or more in any
direction with the same foot keeping the other foot in con-
tact with the ground.

17. Place-Kick. A play in which the player, with or without
steps, kicks a stationary ball either into the air or om
the ground.

18. Puut. A ball that is dropped from the hands and kicked be-
fore it touches the ground.

19. Tagging. Using one or both hands to touch a player om the
back who has moved with the bell by ecither runnimg or jug-
gling. Tagging stops the play at the point of the tag.

20. Throwing, Advancing an aerial ball with one or two hands
to ancther player. Only the goslkeaper may catch a thrown
ball after it hias touched the ground.

21. Trapping. Stopping the flight of a ball by securing it under
one foot, both feet, or between the front of the legs and the
ground.

22. Volley. A player meets the ball with some part of the body
such as the hip, head, or knee. This does not convert a
ground ball to an serial ball,

C. Description of the Game
. Speed-A-Way is a game played by two teams of 11 players, whose

object is to advance the ball o score by kicking a ground ball
between the opponent's gosl, by running or throwing the ball over

=2




D.

the end line, or by kicking a dvop-kick over the crossbar and
between the uprights. The team wins that has the higher score
at the end of playing time. (This game is adapted from SPEED-A-

WAY by permission of the author, Marjorie S. Larsen, 1754 Middle-

field Road, Stockton, Califormia).

Equipment and Area

1.

Equipment

a.
b.
c.

The official ball is a soccer ball.

Shin guards way be worn but are not necessary. ,
Bach team should wear a distinguishing color. Pimmies
ars recommended. The goalkeeper should be distinguished
from other wembers of the team,

Playing Field

Speed-A-Way can be modified to the area available but
the official field is 100 yards by 69 yarda. Minimum
field size is 75 yardm by 45 yards.

The field is divided into four equal parts,

The goals consist of two posts 4 yards apart joined by
& croasbar 7 feet above the ground. Wire May be used
(four feet bask) to encloze the goals.

A striking circie is drawn in a quarter circle and con-
nected at the center of the goal line fifteen yards from.
each goal post and four yards in radius.

Five-yard lines are drawn inside each side line running
the length of the field.

[ Joo
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E. Safety Procedures

1.'

2.

9.

10,

Good player position play is essential in Spesd-A-Way.
Body control and skill in handling the fundamantals of
running and stopping quickly will eliminate much body con-
tact. ’

Balls should be properly inflated.

The referee should have control of the game at all times.

Player should be encouraged to stop play immediately when
the whistle 1is blown.

Players who wear glasses should wear protectors.

Any rough play should be discouraged.

‘Playing fields should be level and free of hasards.

Kicking the ball directly into players at close range should
be discouraged.

Team play and i{ts value in preventing accidents must be em-
phasized. '

F. Rules and Regulations

1.

3.

Players

Speed-A-Way is played by two teams of eleven players on each
team designated as forwards (forward line), namely: left wing,
left inner, center forward, right inner, and right wing; the
backfield consists of three halfbacks: left, center, and
right; two fullbacks: left and right; and one goalkeeper.

Substitutes

Substitutes may enter the game only when the ball is dead. A
player who has been taken out of the game may re-enter the
game twice.

Scoring

a. TPField goal - three points
(1) Kicking the ball between the opponent's goal post
from within the striking circle.
(2) A drop kick under the crossbar from within the
striking circle.

NOTE: A field goal cannot be scored directly from a
penalty cormer or from a free-kick..



b. Touchdown - two points
(1) Running across the endline but not between the goal
posts with the ball.
(2) Passing the ball to another player or juggling the
ball to oneself over the endline but not between the
goal posts.

NOTE: There must be three pacses before a touchdown
may be scored following & thrcw-in.

c. Drop-Rick over the cross-bar - 4 points
If the field has football-type goalposts, a drop-
'kick that passes between the goal posts and over the
cross~bar may be uszed to score.

d. After any score hss been made, the ball is returned to
the center of the field #nd the team ecored against has
the option of kicking-~off or letting the opponent kick-
off.

The Game

The game should consist of four quarters of eight ainutes
each with two-minute rest periods between quatteri and a
ten winute interval between halves. Quartazr: sy be
shortened by mutual consent of the teams,

The winner of tha toss has the choice of kick-off or of
choosing the goal to defemd. At the begimming of each
quarter the team sh&ll kick-off which did not kick-off
the previous qusrter. Goals shall be changed at half-time.

If the score is tied at the end of playing time, the score
shall stand,

The game shall start with a kick-off fro= the centar of the
fiald. The ball may be kicked forward or may be lifted to

a teammate. The ball must go forwerd at lezast the distance
of its own circumference. All players must ba in their own
helf of the field and all players except the kicker must be
five yards away from the ball.

Time~Out

a. Time-out may be called by any player on the team in pos-
session of the ball when the ball is declared dead or at
any time in case of injury.

b. Three time-cuts of one minute each shall be allowed each
team,

Player Privileges
2. The ball may de caught and thrown whenever it is an

aerial ball. A kicked ball which is caught on the fly
or first boumce is considered an aerial ball.



b. Amy grouand ball may be couverted into an aerial ball
only with the feet except for the goalkeeper. A piayer
who has legally caught a ball may rum, juggle, or play
as & ground bali as well s throwing to a teammate,

c. A player who has caught am aerial ball may hold the ball
for three seconds without lisbility of being tagged.
Once a player has moved with the ball, she may be taggad
on the back and the play is stopped and the opposing team
is swarded a free-kick. If & player is tagged in the
striking circle, a penalty corner is awarded.

d. A player may legally guard ar opponent with the ball as
long as no contact i3 msde. Only one person may guard
a player with the ball.

e¢. A player either moving or standing still may juggle the
bail any number of ti{mes, A juggle may be intercepted.

7. Goalkeapér Privileges

a. The goalkeeper mey handle the ball with her hande at any
time anywhere on the field. '

b. She may play the ball anvwhera on the field and may score.

¢. She may play the bgll with either hands or faet regard-
less vhether it is a ground ball or an aerial ball and may
be tagged as any other player.

8. Out-of-Bounds

a. If the ball gocy over the side line, an opponent of the
player last touthing the ball, throwe the ball in from
behind the side line. All players must be out of the
allgy until the ball has bsen thrown. Ko goal may be
scored drom & throw-in.

b. If the ball goes out of bounds over the goal line but
not between the goal posts, the opponents are awarded
the ball 15 yards from the nearest goal post. The ball
=ay be kicked or thrown and all other players must be
at least five yards from the ball. - '

c. A ball that goes out-of-bounds off the feet or hands of
two opponents, a toss-up shall be awarded at a spot five
yards from the boundary line opposite the spot where the
ball went out,

9. Tie Ball

a. A tie ball is declared when the ball is held by two op-
posing players simultaneously. The official shall teous
the ball between the two players wvho may hit the bali
with one or two hands., If an opponent places her hzads
on the ball {n possession of any opponent, & free-kick
is awarded. A score may not be made directly from a
toss-up,

b. Neither of the two players involved in the toss-up may.
play the ball unrtil it has touched the ground or has beem
touched by some other player.

10




10, PFree Kick

b,

The team awarded a free-kick shall put the ball in play
with a place-kiek at the point where the foul occurred.
All players shall stand &t least five yards from the
ball except for the kicker.

The ball must travel at least the distamce of its cir-
cumference. It may be kicked or lifted to a teammate.

11. Penalty Corner

b,

A penalty cormer is awarded the attacking team if the
defending team commits a foul in its own striking circle.
A wing player of the attacking team puts the ball in
play from a point on the gosl line 15 yards from the
nearest goal line with & throw, a punt, place kick, or

a drop kick.

For a penalty corner, the attacking team must be outside
the circle, the backfield players of the defending team
must be behind their own goal and the rest of the defend-
ing team mhall stand on or beyond the nearest 25 yard

B 5 8

LP LH

O
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o] o O @ G (-] l 25 yd.
Cr RH i

(._ line

LH RI

l Center
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12. PFouls

A foul is an infringenent of any rule of tha game, Players
shall not:

a. Touch a2 ground ball with the hands.

b. Hold the ball lcnger than three seconds unless runming.

c. Guard g player with the ball by more than one player.

d. Trip, shove, push, strike or charge an opponent except
to tag & moving player.

e. Knoek the ball from the hands of an opponent or kick an
opponent.

f. Stand closer thar five yards to the ball on a free-kick
or kick-off or to the player taking a penalty corser or
thrown~-in.

g. Score directly from & free-kick, throw-im, or a toss-up.

13. Penaltiex

a. For a foul committed ovutside the striking circle, a free
kick is awardod where the foul occurs.

b. For a foul by the sttacking team inside the striking cir-
cle, the defending team is awarded a free kick from any
point inside the circle,

c. For am infringement of the free kick rules, a free kick

_ is awardad the opponents.

d. For a foul by the defeading team inside the striking cir-
cle, a pentlty corner is awarded the attacking team.

e. For rough play or poor sportsmanship, the official has
the power to warn the offending players or to suspend
them from the game.

f. A double foul occurs when a player from each team commits
a foul simultaneously. A toss-up is awarded on the spot
where the fouls occur,

14, Officials

a, Two umpires

Each umpire is responsible for one half of the field

without changing ends. The umpire shall:

(1) Make all decisions for fouls outside or fnside the
boundary lines. Indicates by use of signal of the
arm which team is to put the ball in play and call
the play to be mada.

(2) Remove any player for roughness or unsportsmanlike
play.

(3) Put the ball in play at kick-offs.

(4) Signifies when a score has been made,

b. Four linesmen
Linesmen shall be stationed at each corner of the
field to assist the umpire in making decisions re-
garding out-of-bound balls and any other decisions
a9 requested by the umpires,

12




G.

c. Scorakeeper
Records all scores made by each team and records
the number of time-outs taken by each tesm amd
the number of times a player re-enters the game.
d. Timekseper
The timekeeper keeps account of playing time, time-
outs, and signals the umpire the end of each play-
ing period.
e. The number of officials may be modified according to
skill of the players and the objectives of the group
involved.

Techniquez and Fundamentals

Speed-A-Way is primarily a passing and running game, therefore,
it i3 suggested that kicking (other than punting) and dribblir;
not be emphasized and that the "lift-up'" to a teammate or self
be gtressed,

1.

Punt. The ball is held at arm's length and approximately
waist high. Body weight is on the left foot; the right leg
swings back and then forward as the ball is dropped so that
the top of the right foot meets the ball below and behind
center. The knee of the kicking foot is held straight. The
“follow-through is forward and upward.

Drop-Kick. Body weight is on the left foot gad the right
leg i8 swung back and then forward contacting the ball with
the top of the foot just as it bounces up from the drop to
the ground,

Place Kick. Body weight ies on the left foot and the right
toes contact the stationary ball after a backswing of the
right leg. Ball may be lofted into the air or sent along
the ground.

Foot Trap.

a. Single. Ball is secured between the inside of the leg
and the ground. The leg is bent at the knee.

b. Double leg. The weight of the body is distributed over
both feet and both knees are bent over the ball securing
it with the front of both legs or the insides of both
legs and the ground.

c. Sole of the foot. One leg is raised forward with the
knee bent and heel down. The sole of the foot 1s placed
on top of the ball.

Running. Players should run with the ball when not sur-

rounded by opponents. If not clear, the ball should be
passed or punted downfield.

13



6. Dribbling. Propel the ball forward on the ground by using
the inside of the fodt in a series of short kicks, keeping
the ball close enough to have control. Ball {s kicked al-
ternately by the right and left feet b=t not necessarily
kicked on cach atep.

7. Creating an Aerial Ball

a. One foot 1lift to self, Put foot forward and let ball
hit it. Catch the ball directly from the foot (which
does not have to be lifted from the ground).

b, Lift to a teammate. Knee is slightly bent &and the trunk
i{s inclined forward, meet the ball about one foot in
front of the foot and place the toe under the ball.
Ball is lifted into the air with a follow-through and
4 step forward.

c. Kick-up to self with two feet. Cradle the ground ball
betwesn the inner part of the faet. Bend the knecs
outward and juinp into the air lifting the ball upward
into the hands,

d. Roll-up. Place one foot directly in front of the roll-
ing ball. Press the toe against the ground with the
heel up so the ball will roll up the instepr and can be
caught.

8. Passing Aerial Ball. Any one-hand or two-handed pass may
be used, except the bounce pass, to advance an aerial ball.
The one-hand shoulder paas is probably the mest effective.

Game Strategy and Tactics.

Successful atrategy in speed-a-way depends on teamwork. Posi-
tion play is essential. Players should learn to convert a
ground ball into an aerial ball quickly and without loss of
motion. The punt is a strong weapom for both attacking and
defending teams,.

1. Offensive Strategy

The principal thing to remember in offensive play is posi-
tion of players on the field. The front line should head
the attack down the field, wvhile the backs and guard should
stay dn position to cover on defense if the ball should be
lost or intercepted,

The wings should be the first players across the goal line
to receive passes from the forward line while the halfbacks
should remain between the front line players and their own
goal.

Variety in scoring is essential and players should practice
the various ways to score.

14



Defencive Strategy

A man-to-man defense is effective, purticularly when the
opponents are using a passing game in their offensive maneu-
vers. If a kicking game is being used, defensive players
need to cover the ball and defend the gosl.

The defeksive forwards should rush the opposing forward line
on the kick-off to try to intereept the ball. The halfbacks
should guvard the areas between the imners and wings. ‘The
fullbacks should watch the wings downfield and try to inter-
cept kicks or passes to them., Fullbacks are also respon-
sible for ths tocuchdown areas on both sides of the goal and
should attempt to knoek down passes.

Defending players should carefully mark offensive players
during a pemaity kick. Intercepting rather than preventing
passes is the key to good defensive play.

Kicking or punting the ball far down the field is the best
def¢nsive technique. Forwards should not drop too far back
and leave moast of the guarding to the backs.

I. Playing Courtesies

1.

2.

3.

4.

5.

Players should avoid any conduct which would reflect dis-

‘credit on themselves or the team.

Players should refrain from indiscriminate kicking when
the ball is surrounded by several players,

Player should not question the decisions of the officials
unless it is evident that an error hes been made in inter-
pretation of the rules when it is permissable for the
captain to request an interpretation.

Players should quickly rettieve a ball which goes out of
bounds and wait for opponents to get back on the field be-
fore continuing play.

Players should give assistance to those who may not be as
skilled.

All players should observe the rules and refrain from rough
play as well as indicaging responsibility for wiolation.

All players should thank their opponents for participating

regardless of the score., Captains should thank the officials
for their services.

15



J.

Social and Ethical Vslues

As Speed-A-Way is a team activity with teaswork an essential
fundamental for successful performance, many opportunities

for thi development of the finer qualities of acceptable social
and ethical characteristics are much in evidence.

Encourage teamwork, tolerance, perseverance, courtesy, coopera-
tion, self-confidence, courage and integrity as a means of a
student becoming an asset to the team and herself. These at-
tributes may be discussed with the group as a means of each in-
dividual contributing to the success and enjoyment of the entire
group.

i6



V. LEARNING ACTIVITIES AND TEACHING PROCEDURES

A.

Warm-up Exercises

Total fitness i3 best achieved and maintained by combining
specific exercises with sports skill activities. Muscles
ghould be warmed up gradually before subjecting them to vig-
orous effort., The large groups of the arms, legs, and trunk

. should receive major attention in limbering up exercises.

The following exercises are recommended, but not limited as
the types of exarcises suggested to precede each class ses-
sion during a field activity unit:

1. Jumping Jacks
2. Sit-ups

3. Jumps in Place
4. Squat Thrusts
5. Stationary Runs
6. Way-Back
Lead-Up Games

Interest is basic to learning, and 1f skiils can be practiced
through challenging lead-up gemes, & high level of interest
will be maintained. lead-up games help the student build the
picture of the total activity by providing performance in the
wholé activity or a relatively lsrge whole-part. This makes
drills and practice purposeful and interesting to students,
These games are & basic and integral part of each resource
unit developed for a team sport. The following games are only
suggestions for maximum participation in & vigorous activity.
Many other lead-up games wmay be selected from Reference l.c.
under Teacher Resources and other scurces.

1. Circle Leg-Roll

a, Playerz, Teams unlimited,

b. Rquipment., Soccer balls.

c. Skills. Converaion, throwing, catching

d. Descriptfon. Players form a circle with one player in
the center, The center rolls the ball to each player
in the ciréle. Player in the circle extends their foot
so that the ball will roll up the leg permitting the
player to catch it. The ball is passed back to player
in the center. Team finishing £irst is the winner. At
the end of each round, a new player takes the center
position. '
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Variations. The following conversions may be used:
(1) Knee lift

(2) 1Imstep lift

(3) Two-legged lift

Aerial Ball Conversion

a. Players. Toams unlimited

b. Equipment, Soccer balleg

c. Skills. Foot pass, trapping, and conversion .

d. Description. Fach team assumes shuttle formation. The
first player in line passes the ball with his foot to the
first player in the opposite line. Receiving player
traps the ball with the scle of his foot, applies pres-
sure and snaps the foot balk, as the ball rolls toward
Kim, the foot is placed under the ball and 1ifts the
ball upward to his hards. This player shen rolls the
ball to the second player in the opposite line. Each
player runs to the end of the opposite line after his
turn. Game is wom by the team that first has all players
back in original position. Other types of conversions
may be used for variatiom.

Punt Ball

s, Players. Teams unlimited

b. Equipment., Soccer ball

c. Skille. Punting and catching

d. Description. The playern are divided into two teams om

2 mwarked playing field. One team pumts the ball toward
the receiving team. If 2 member of the receiving team
catches the punt on the fly, they may take three stpps
forvard and kick the ball back to the other team., If
the ball touches the groumd before being caught, the
ball must be returned from the spot where the ball is
ttopped. The team wims wnich first punts the ball caus-
ing it to land beyend the opponents goal line.

Scrimmage Ball

a.
b.
c.
d.

Players. Six to a tesam

Equipment. Soccer ball

Skills. To develop affensive and defensivs play
Description., Five piayers line up at center line in for-
ward line position. Daferding team lines up as halfbacks,
fullbacks, and goalie. Forward line puts ball in play
and attempts to play the ball down the field for a touch-
down or field goal. Defending team attempts to gaim pos~
session of the ball and play the ball back over the cen-~
ter line vhera they will become the offensive team and
put the ball in play from center. The goalie of the of-
fensive becomes the umpire. All players ghould rotate
positions after each score. The fjame may be played for
& opacified time limit or to a specified score. Penalty

for fouls shalil be free-kick.
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e. Variations.

(1) Game may be played with only dribbling and field
goals.

(2) Game may be played with only aerial balls and tocuch-
dovms with fouls penalized by a throw~in. Any aerial
bail beccming a ground ball would result im opposing
tsam being awarded a throw-in.

C. Drills and Skills Prastice Techniques

Speed-A-Way is primarily a passing and running game, therefore,
it is recomssndad that moving rather than stationary drills be
emphasized. Stresz the lift-up and conversion to aerial balls
rather than concentrating on soccer techniques. It is suggested
that wors time be spent in practicing game situatiom drills
rather than individual techniques. Skills peculiar to the game
may be practiced by squads with different drills being practiced
by different groups. Student interest tends to ebb if too mmuch
time is spent in drilling, students should be al2owed to play
the game as soon as they have mastered fundamentals.

1. Dribble, Pass, Kick, and Punt

a, Purpose. To develop ability Zn passing and scoring
field goals.

b. Players. Three squads

¢. Equipment. Soccer balls and field goal area

d. Procedure. Players line up in two lines appreximately
25 yards from the goal iine. Another line or squad
lines up on the goal line as goalkeepers. The wing
player dribbles forward toward the strikiag circle and
passes the ball to the forward who kicks for the geal.
The goalkeeper attempts to stop the scors amd punts the
ball back to the next wing player. The drill may be
used from both sides of the f£ield and players should
rotate positioms.

Dribble "~

{
5

x

=

Kick -

N\
-

Run ——————

25 yard line

> X XA

W AW S PR
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2,

Pick Up with One Foot

Divide the class intoc several groups composed of two lines
of students facing each other about 15 feet apart. The

first player in line No. 1 rolls the bsl} on the groumd to
the first person in line No. 2 who executes 2 one foot lift
to self and then rolls the ball to the next person in liue

' "on the opposite side. The drill continues in this manmer

3.

b,

and may be repeated, Lifting the ball to a teammate may be
practiced in the same formation,

Throw-In

a, Purpoze., To practice the throw-in

b. Procedure. First player from line No. 1 throws the ball
to £irst player from line No. 2 who receives the ball on
the run and passes it to first player from line MNo. 3.
Player from line Mo. 3 passes the ball back to line Ko, 1
and goes to the back of that line. Player from line
No. 1 goes to line Wo. 2, etc, and drill continues until
2ll players have raceived and thrown passes from each

line. #2 #3

A x X
<r % X

l\(}‘-‘ix
X
x

Side.Line
Kick, Catch, and Pass

Players line up in shuttle formation by squads or groups ap-
proximately 25 yards apart. Player Ko. 1 pumte the ball for-
ward to No. 2 wvho catches the ball on fly or first bounce,
rune forward and passes to player No. 3. Each player follows
the ball forward after the play and goes to ead of the op-~
posite line, If & player fails to catch the kicked ball,
they 1ift the ball to self and continue. The drill should
continue until all players have executed & place kick, punt,
and drop kick.

25 : 50
- ~_ -~ j
L~ P~
X X X X] pass _x)x X X
864 2[C ik —T1 357
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D.

Suggested Structure of Activity

1.

Approach to Presenting Unit

It 1s suggested that a combination of deductive and induc-
tive approaches be used to teach speed-a-way which allows

the student to get &n overview of the game and unrderstand-
ing of the basic skills. After a game situation is intro-

‘duced, drills and explanations may be injected as a planned

sequence and when the progress of the class indicates that
further knowledge and skills are needed.

Procedures

The introductory lesson in speed-a-way may be initiated with
a short discussicn of the historical development of the game
and the manner in which it utilizes skills from other field
games. Basic elements of the game should be presented and

a demonstration and practice of ways to create an aerici ball
would follow:

8. After players know how to create an aerial ball, when to
run, and how to score, they should play a game. Fouls
and penalties can be explained as they occur.

b. Introduce skills in short practice sessions by means of
planned drills and lead-up games.

¢. Emphasize the lift-up and pass. Position play may be in-
troduced as knowledge and skill of player develops.

d. Obtein an official rules guide and construct a study
guide for studeants.

Class Progressions

The instructor should take into consideration the level and
ability of the students im the class, the area awailable,
and the behavioral goals to be attained in determining the
unit progressions. The following skills and knowledges
should be considered in plaining the unit to be presented:

a. Beginning players. The beginning player should learn to
kick or 1ift the ball to self or a teammate, hov and when
to run with the ball, how to pass by either kicking or
throwing, and & fundamental knowledge of rules and team
tactics and strategy. The following sequence is sug-
gested:

(1) Brief history
(2) 0Object of the game
(3) Basic rules

(4) Scoring
(5) Fundamental skille (kicking, conversions, throwing,
running)

(6) Fouls and penalties
(7) Skill practice (drills and lead-up games)
(8) Basic team tactics and stratepgy

(9) Evsluation
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b. Advanced players. The advanced player should become
skillad in all phases of the geme and should undarstand
and ¢ffectively use cffensive and defancive strategy as
well as officiating techniquas. The following items
should ba considered:

(1) Individual tachniques
(a) All beginning skills
(b) Additional skills of the drop-kick, juggle,
pivot, blocking, and volleying
2 T tactics and strategy
(a) Offensive and defensive team play
‘ (b) Methods of attack and defense
{3} Officiating
(a) Officiating class and tournament games
(b) Keeping score and time
(4) Evaluation
(e) Skill tests
(b) Written tests on rules, tesm play, and of-
ficiating
(c) Demonstrate ability to participate in tean
play and strategies.

Tesaching Aids

1.

4.

Spead-A-Way Guide Book
Rules, charts and articles
$1,75

Speed-A-Way Film

Demonstrating the game of Speed-A-Way
Rental $3.25 (B&W) or $4.50 (Color)
Sale $65.00 (B&W) or $115.00 (€olor)

NOTE: This film entitled Spzed-A-Way is alsc available
from Dade County Audio-Visual Services, Film No.
1-04406. Forms for orderimg this film =ay be
obtained from the School's audio-visual representa-
tive .

Speed-A~Way Visual Charts
8 charts for bulletin board display
Each set $2.50 ‘

Speed~A-Way Sample Tests

A, B, and C. With answer sheest
Each test $1.25

above items are available from:
Marjorie S. Larsen

1754 kiddlefield
Stockton, Califormia 95204
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Recommendad Teacher Resources

MOTE: The following lists are not exhaustive, nor are they in-
tended as recomssndations for purchase. Each teacher should
previev and evzluate materials before using them. Titdas of
films and filmstrips that may be ordered from Dade Couaty Audio-
Vieual Services are followed by catalog numbers. .Forus for or-
dering these materials may be obtained from the school's audio-
visual representative.

1. Books

a. A.A,H.P.E.R., How We Do It Game Book. Washington, D.C.,
Third Rdition, N.E,A. 1964.

b. A.A.H.P.E.R., Physica) Bducation For High School Students.
Washington, D. C., N.E.A. 1955.

c. Blake, 0. William and Vclp, Azna> M., Lead-Up Game to
Team Sports, "nglewood Cliffs, New Jersey, Prentice-Hall,
1964.

d. Meyer, Margaret and Schwarz, Marguerite, Team Sports for
Girls and Women, Philadelphia, W. B. Saunders Co., 1957.

e, Vannier, Maryhelen and Pait, Hallis, Teach Physical
Education in Secondary Schools, Philadejphia, W. B.
Saunders Co., 1969.

2. Guides ard Manuals

a. California State Department, Physical Education for Girls
in Yigh School, Sacramento, California State Department
of Education, 1957.

b. Dade County Public Schools, Progression Units, Curriculum
Bulletin No. 5C, Miami, Florida, Dade County Board of
Public Instructiom, 1960.

c. Department of Physical Education for Women, Fhysical
Education Handbook for College Women, Dubuque, Iowa,
William C. Brown Co., 1955.

d. D. G. W. S., Soccer-Speedball-Flag Football Guide,
Washington D.C., A.A.H.P.E.R., 1973.

e. Fait, Hollis; Shaw, John; Ley, Katherine, A Manual of
Physical Education Activities, Philadelphia, W. B.
Saunders Co., 1967.

f. Larsen, Marjorie S., Speed-A-Way, Third Edition, Minneapolis,
Burzess Publishing Company, 1570.

8. Seaton, Don; Clayton, .Irene; Leibee, Howard; Massersmith,
Lleyd, Phaysical Education Wandbook, Englewood Cliffa, Wew
Jeriiey, Prentice-Kall, Inc., 1969.

k. Sperts Skill Tests 7-12, . Curriculum Bulletin 5-H, Dade
County Public Schools, Miami, Filorida, 1967.

i. State Department of Education, A Quide to Teaching Physical

Educatiom in Secondary Schools, Bulletin No. 5, Tallahassee,
Florida, 19é8.
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F. Recomseanded Student Resources
1. Study Guide (IV. Course Content)

2. Books

a. A.A.R,P.E.R,, Physicel Education for Righ Scheol Students,

H.Shinston. 2. C.. !.!.A.. 1955.
b. Meyer, Margaret and Schwars, Marguerite, Team Sports for
Girls and Women, Philadelphis, W. B. Saunders Co., 1957,

3. Guides and Manuals

a. D. G. W. 8., Soccer-Speedball-Flag Football Ggide,
washington. D.c.. A.A.E.P.E.R.’ 1970.
b. Tait, Hollis; Shaw, John; Ley, Katherine, A Manual of

Pu.ysical Education Activities, Philadelphia, W. B. Saunders

Co., 1957,
c. Laresn, Marjorie S., Speed-A-Way, Third Edition, Minneapolis,

Burgess Publishing Company, 1970,

4., Films
Audio-Visual Department, A-l

a, No., 1-04406 Speed-A-Way. 11', B&W, Larsen

b, Ko. 1-04432 Soccer for Girls. 11', B&W, Coronet

c. WNo. 1-04433 Speedball for Girls. 10', B&W, Coromet

d. No. 1-04434 Soccer: Let's Play. 10', Color, S L Film

@. No, 1-11761 Fundamentals of Soccer. 13', Coler, All
American.
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VI,

EVALUATION PLANS

A,

Skill Tests

1.

Punt

a.
b.

Purpose. To measure skill in punting for distance.
Equipment.

(1) Soccer balls

(2) Stake markers

(3) Measuring tape

{4) Pield markings

C.

d.

Mark a restraining line of two parallel lines, tean (10)
feet apart. Mark lines parallel to the restraining
lines, five (5) yards apart.

Prccedure. Flayer takas position in the restraining
area with the ball, takes steps, drops bell and punts
as far as possible. Player must not step on or over
the restraining line until after the ball leaves the
hands. Retriever marks the point where the ball first
hits the ground with a stake snd rolls it back to kick-
ing aresa. Two more kicks are taken and the stake is
moved accordingly to mark player's best kick. Measure
the best kick perpendicular to the restraining line.
Scoring. Record the best of the three trials to the
nearest foot, '
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2, Foot Tmap

a. Purpose. To measure ability to adjust body movement to
& moeving ball and to trap the ball.

b. Equipment
(1) S8occer balls
(2) Field markings

oﬁ -
—_— - ’7 \\\ ~
e -— h ~-. Run
*. ' Zone Zone
Restraining line ‘ I 5 yds. ’4'"5mm7'9
Restraining line

Mark three (3) parallel lines fifteen (15) yards dong
and five (5) yards apart. Mark o.line {ifteemn (15) yards
from trap area for throwiag line.

¢. Procedure. Player stands behind throwing line. Thrower
rolis bell moderately fast toward the trap area. Player
moves forward from behind the restraining line to the
trap area as socn: a5 the ball is rolled end attempts to
make & legal trap., Ball {is rolled first to the right of
the player, then to the left, and then directly et the
player. Bell must be trapped with complets control withia
the trap area to score & point. Legal traps include using
the sole of either foot, inside of lower leg, or front of
both legs. A trial consists of nine throws. Two trials
will be given.

d. Scoring. A point {3 scored for each successful trap.
The score is total points for each trigl. Record the
better score of the two (2) trials.

26
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3.

|

Two-Legged Lift |

b.

d.

Purpose. To measure agility to lift bell to self with
both feet.

Equipment.

(1) Soccer balls

(2) Field markings

(3) Stop watch

— 5 yd8 —— —— 5 yda___

70

N

5o = O o

~==7

D)

AN

Stapting Station Station
Iine 71 i

Mark two parallel lines five (5) yards apart and six (6)
feet long. Place & soccer ball in center of each line.
Mark a starting line five (5) yards from Station No. l.

Procedure. The player atands behind the starting line
and on the sfgnal, "Ready, Go," runs to Station No. 1
and attempts to execute a two-legged 1ift, catches the
ball, places it back on the ground behind line and runs
to Station No. 2, and continues to attempt as many lifts
as possible in the thirty seconds allowed while rotating
between the two stations., If the ball rolls into neutral
zone, it must be placed behind the line on the ground (but
not between the feet) with the hands before another 1lift
is attempted. Player should use the inside of both feet
end ankles to grip the ball, jump upward with knees bent,
release by moving feet apart and catch ball in hands. An
illegal 1ift will not be counted. Two practice lifts are
given preceding the test. Each player will be given two
trials of thirty seconds each.

Scoring. The score is the total number of legal two-
legged lifts executed in the thirty seconds allowed for
each trial. Record the bétter of two trials.
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4.

Soccerball Throw

b.

(&

Purpose. To measure power and ccordination in large
ball handling.

Equipment.

(1) Soccerball

(2) Measuring tape

(3) Stake markers

(4) Field markings

. Throw‘ng line

-

Mark a throwing line at one end of the course and
parallel lines every five (5) yards beginning fifteen (15)
feat in front of the throwing line,

Procedure. Take positicn behind the throwing line with
the ball. Throw three consecutive times as far as pos-
gible. Do not step on or across the throwing line when
throwing or that throw will not be counted., Retrievers
will mark the spot where the ball first touches the
ground and roll ball back to throwing lina. Either an
overhand or a sidearm throw is permissable but the over-
hand throw with a2 front cross-over approach is recoumended.
Rach player is allowed thrce throws. The stake will be
moved aczordingly on sach of the three throws to mark
the longest throw. Messure the best throw perpendicular
to t¢he throwing line.

Scoring. Record the best of the three trials to the
mearest foot.
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5.

Wall Foot Pass

b.

C.

Purpose. To measure ability to control the ball while
moving.

Equipment.
(1) Soccer ball
(2) Stop watch .-

(3) W¥all space

4
(4) Markings wall

Draw a restraining line on the floor five (5) feet from
the wall and parallel to it. Draw two lines, each four
(4) feet in length, on the floor at right angles to the
restraining line and four (4) feet apart. Mark "A" and
"B'" to the left and right of these lines.

Procedure. Place ball on the floor at '"A'"., On the sig-
nal, '"Ready, Go," pass the ball diagonally to the wall
with the foot so that it will rebound in a forward di-
rection toward "B". Run across the neutral area to ''B"
and control the ball with either one or both faet, and
again pass it to the wall. Continue back and forth a-~
cross the neutral area, passing altarnately from areas
"A" and "B'". One point is scored each time the ball
hits the wall on a pass started from behind the restrain-
ing line and outside the neutral area. Player may cross
restraining line to recover the ball but must return to
the proper area before making the next pass to the wall.
Point does not count if player steps on or over the line
while making the pass. There will be a practice trial
of four (4) passes to the wall. There will be two (2)
trdals of thirty (30) seconds each.

Scoring. One point is scored each time the ball hies
the wall on a pass started from behind the restraining
line and outside the four (4) foot nsutral area. The
score is the total points for each trial. Record the
better of the two trials.
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Zig-zag Dribble
Purpose.

Equipment.

(1) Soccer ball
(2) Stop watch

(3) Tires

(4) Marked arez

Finish

To measure ability to dribble around obstacles
with emphasis on control and speed.

|
Start-:;7 - 15 —>%

v
:

15’

Place obstacles in a straight line fifteen (15) feet
apart with the first obstacle fifteen (15) feet from

the stagting line.

¢. Procedure,

Soccer ball is placed on the starting line.

On the signal "Go" the player dribbles the ball with

his feet around the opposite side of each successive ob-
stacle to the last obstacle, dribbles around the last
obstacle and back to the first obstacle in the same man-

ner.

when the first obstscle has been reached on the

return trip, the ball wmay be kicked across the starting

line.

Only the feet may be used throughout the test.

If player loses control of the ball, he must regain
control lagally and contimue the test as described.

Two (2) trisls are given each player.

d., Scoring.

Time shall be recorded in seconds and tenths

from the starting signal until ball erosses the starting

line.
corded,

The better time of the two trials shall be re-
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