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Rubric Description
Game 1:  Tennis Ball Scramble
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Age Groups:  Could be any age

Equipment Needed:  Tennis Balls or sponge Nerf balls that are the size of tennis balls (need one for every student in the class), bucket or pail, and black marker for writing on the balls 

Objective(s):  --Children should use locomoter skills to retrieve objects.

--Children should be able to remember their designated numbers and be able to distinguish them from other numbers.  
--Children should be able to listen for a starting signal and remember the signal that they are supposed to use after finding their ball.

Area Played:  In the gym 

Activity Description:  Each ball must have a different number on it.  Each student is then given a ball and asked to remember that number.  All students replace their tennis balls in a bucket or pail in the center of the gym.  All students should have one hand on any wall, facing the wall.  The teacher then takes the bucket of balls and throws them in all directions.  

On the signal GO, students try to receive their balls as quickly as possible.  If a student picks up a ball that does not belong to them, they may roll underhand (if using tennis balls) or throw (if using soft spongy Nerf balls) anywhere in the gym.  Students may pick up only one ball at a time.  Students may yell “BINGO” when they find their ball and go to a certain area designated by the teacher.  The game continues until all the balls are found.  

Evaluation:  I believe that this game is a great way to promote and develop the locomotor skills of children.  Some variations to this game could be possible by using an integration of different types of movement instead of walking or running.  Some specialized movements could be skipping, galloping, or jumping.  I don’t particularly like the idea of yelling “BINGO” when a student finds his or her ball.  It just seems unnecessary to me.  If I played his game with my students I would use the Nerf balls because they would be safer, and I think the children would enjoy throwing them more than having to roll the balls.  All in all, I give this game (  (  (  (
List Source:  http://pazz.tripod.com/tbs.html

Game 2:  Tumbling Dice
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Age Groups:  1-3

Equipment Needed:  Enough die for small groups of 3-4 students each; posterboard, markers, and tape to make the die; tumbling mats  

Objective(s):  --Children should be able to balance on a different number of body parts.



--Children will be able to master basic skills in weight transfer.



--Children should be able to work in groups and manipulate objects such 

as the die.  

Area Played:  In the gym 
Activity Description:  This activity serves as a culminating activity in which students can perform the skills they’ve learned in a challenging way.  Use posterboard to make the six sides of each die.  Draw, use pictures, and/or write the various challenges on each of the sides; use tape to tape the cube together.

Explain to students how one person in the group will roll the dice; each group member then gets to demonstrate how they meet the challenge.  This is repeated until each student has had a chance to roll the dice.  If different die have different challenges, groups may decide to “change in” their die for a new one.

Possible ideas for challenges on the different die include:

--Transfer weight—any type; any type of roll; balance on 2 body parts; roll again; your choice; travle on four body parts.

--Forward roll; cartwheel; backward roll; crab walk; frog jump; roll again. (Use only for groups for which you know each student can perform each skill correctly)

--Log roll; balance on 3 body parts; travel using hands and feet; roll again; repeat the last challenge; jump and make a wide shape

Evaluation:  The reason that I like this game is because of the group interaction that it promotes.  I think that the integration of the dice is really good because it allows children to manipulate an object and work in groups to accomplish a specific goal.  The only problem that I have with this game is probably the fact that it singles out students a little more than I would like.  Being in small groups is great for cooperation and introducing them to other students, but having people watch as a student tries to perform a specific task could be embarrassing.  Still, I give this game (  (  ( 

List Source:  Tami Walker.  (2-5-00).  Elementary Lesson Ideas.  http.//pe.central.vt.edu

Game 3:  Walking Willie
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Age Groups:  K-5

Equipment Needed:  Many paper markers (similar to book markers)

Objective(s):  Students will develop and use their locomotor skills.  

Students will become aerobically fit by walking.

Students will be able to help calculate the distance of how far they individually walked, and how far the class as a whole walked.

Area Played:  Either on a field outside or in the gym

Activity Description:  Measure off an area of your field or gym.  Use a measuring wheel to determine how many times around it is equal to one mile.  Have students walk this area for a given amount of time (you can start off with a few minutes and progress).  As each student completes a lap around the area, hand him or her one of the paper markers.  At the end of the time period, have students stop and count the markers.  Determine how many miles the total class has walked (may need to do this later if time is a problem; if it’s not, this is a good counting activity for the class).  Post the miles that students have walked by using a “Walking Willie Worm”—he grows a segment by each mile that has been walked.

Other suggestions/tips:

--This is a great “instant activity”, or beginning of class warm up.

--Use this activity as part of a “Mile Walkers Club”—any student who can walk a mile in 10 minutes belongs to the club.

Evaluation:  I don’t particularly like this activity.  It seems so boring!  I really believe that there are better ways to engage your students in locomotor activities and to allow your students to become aware of their fitness level than simply walking around in a circle or square.  Maybe if this were done for only the first five minutes of class as a warm up activity, then it would not be so bad.  I do appreciate the fact that this activity integrates some classroom material (math) in the lesson plan, but that is not enough to keep this game from getting a bad rating.  I am afraid that I have to give Walking Willie only one (
List Source:  Chris Parsley.  (No Date Given).  Elementary Lesson Ideas.  http.//pe.central.vt.edu

Game 4:  Clothes on the Line
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Age Groups:  K-2

Equipment Needed:  Soft background music if desired; a drum to use as a signal

Objective(s):  --Students will creatively move using a variety of nonlocomotor and       

locomotor movements.

--Students will think abstractly in order to fulfill guided tasks by the instructor. 

Area Played:  Any large area where children can have their own “space”  (the gym or a 

field outside)

Activity Description:   Introduce the activity by asking students about the different ways you can do laundry.  Do they know what they are?  Discuss ways such as using a washing board, river rocks, hanging clothes on a line, etc.  Tell students that today they get to “wash clothes” in PE.

Have students practice these different types of washing when in a self space, as you “talk” them through each one.  What would their bodies do if they were using a washing machine (lifting and stuffing)?  Using river rocks?  Hanging clothes on a line?  Encourage them to really use their bodies in different ways, as you give them different movement ideas.  (You may also pinpoint a few students to show a few ways of moving to others.)

Then, place students in staggered lines, you in front as the leader.  Tell them this is their clothesline, and today they get to be the clothes hung on the line.  First start with being wet clothes ready to hang.  Have them “wring” themselves out, twisting and bending their bodies.  Then tell them that it is a bright, sunny day and that they need to stretch tall to the sun.  Then a soft wind begins to blow—what would they do if they were clothes on the line?  (Students wave and sway).  The wind grows stronger, and they wave and wiggle more violently as the “wind” gets stronger and stronger.  Then it can begin to “rain”.  They can shake and twist and bounce in the rain (still remaining in their own spot).  Encourage them to be creative and individual! 

Evaluation:  I love this game.  Not only does it allow all the students in the class to perform an equal amount of time, the students are also not singled out in any way—everyone has to do the activity, and that cuts down on embarrassing situations.  There is also music involved, and loads of individualized creativity.  Students can move the way that they each think that their clothes might really move.  This game integrates various nonlocomotor and locomotor skills and at the same time invites children to use their imaginations.  I give it  (  (  (  (
List Source:  Brenda Rowan.  (4-19-99).  Elementary Lesson Ideas.  http.//pecentral.vt.edu

Game 5:  Broken Heart
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Age Groups:  any age (differs with the difficulty of dance steps)

Equipment Needed:  4 heart shaped beanbags or other heart shaped objects that 

would be easy to throw and catch

Objective(s):  --Students will have an opportunity to learn activities that will help them 

develop and achieve total physical fitness.



--Students will learn and reinforce a variety of dance skills

Area Played:  Gymnasium

Activity Description:  Give four or more players heart-shaped beanbags, or some other object, to pass to other players while you play music.  The students with beanbags try to get rid of them by passing them to those without beanbags (the beanbag or object is a “hot potato”).  Instruct the class to use a set dance movement to travel anywhere in the designated area while the music plays.  When you stop the music, all the students holding beanbags go to the “Broken Heart” area, and the rest play the game again.  The students in the Broken Heart area practice rhythmic dance steps that you select until the next group comes.  Thus, the first group returns to the game without having been inactive.  This activity continues as long as you want to play the game. 

Evaluation:  I feel like this is a great game for a couple of reasons.  I think that the throwing of the beanbags is a good way to teach the manipulation of objects.  There would obviously have to be some rules as far as how people could throw (like maybe everyone should throw underhanded).  I really like the part about when children do get caught with the “Broken Heart”, they go to another place and do more dance steps.  That way the children are still involved in an activity and are learning at all times.  No one is bored.  I give it  (  (  (  ( 

List Source: John Price Bennett and Pamela Coughenour Riemer.  (1995).   Rhythmic Activities and Dance.  Human Kinetics.  p.56

Game 6:  Fitness Challenge 3 (Ball Challenges)
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Age Groups:  Grades 2-3

Equipment Needed:  4 cones, 1 playground ball per child

Objective(s):  --Students will practice ball skills



--Students will use general space carefully



--Students will learn that the amount of training for physical fitness is 

different for each person

Area Played:  Gym

Activity Description:  Arrange the children on a line along one side of a large rectangle defined  by the cones, each child with a ball.  Have the children try the following activities:  


--Throw the ball as far as possible


--Now run and pick up the ball, and bring it back to the line.


--Kick the ball as far as possible, run after it, kick it again, go after it, and carry 

the ball back to this line.


--Throw the ball in the air and in this direction—can you catch it before it hits the 

ground?  Repeat several times.  Try to keep the ball in the air from this line to 

that line (point).


--Bounce the ball using both hands as you jog to the other line.


--Come back, bouncing the ball with one hand.

Evaluation:  I found this activity to be useful in teaching manipulative skills to young children.  It goes over the basic ideas of bouncing and catching and kicking.  I did have a few problems with it though.  First, I don’t know that there would be a large amount of control with all of the children doing these activities at the same time.  Can you imagine 25+ kids all kicking a ball to the other side of the gym?  I think that would be a little out of control.  I also don’t think it is a very fun activity.  It is not a game and therefore probably would not keep the children’s attention.  Although it is a good basic skills activity, I thought it could be done better if a game was implemented.  (  (  

List Source:  Physical Education for Children by Katherine T. Thomas, Amelia M. Lee, and Jerry R. Thomas

Game 7:  Band-Aid Tag
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Age Groups:  Grades 2-3

Equipment Needed:  None

Objective(s):  --Students will practice and master the locomotor skill of running



--Students will be able to follow rules and listen for commands to start and 

stop the game

Area Played:  Gym

Activity Description:  Two players begin as Its.  When tagged, you must hold one of your hands on the spot where you were tagged (like putting a Band-Aid over it), but you continue to play as another It.  For example, if you are tagged on the elbow, you must hold your hand over your elbow.  Once you tag someone else, you are “healed” and no longer have to hold your tagged spot.  After about 2 minutes, two new Its are named and the game starts over.

Evaluation:  I feel that this game is really good with some added interventions.  I like the way that all children are involved all the time.  That is really important because so many of the children can be looked over if the teacher is not careful in planning the game.  In this game, even if children are tagged, they continue to play in a new role.  The one intervention I would make for this game is to be very specific about the body parts where the students can tag each other.  I know that if you did not designate specific body parts, then things could get out of hand and students might be touching others in inappropriate places.  Still, I feel that this game is very beneficial and would be a good starter for a lesson.  I give it a full  (  (  (  (
List Source: Physical Education for Children by Katherine T. Thomas, Amelia M. Lee, and Jerry R. Thomas

Game 8:  Frisbee Golf Scramble
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Age Groups:  Grades 4-5

Equipment Needed:  1 Frisbee per child, 5 or 6 hoops for each Frisbee Golf layout, chalk, flour, or tape for marking lines

Objective(s):  --Students will cooperate with a team to achieve a goal


--Students will be able to manipulate a new object with proficiency

Area Played:  Gym

Activity Description:  Arrange groups of four to six at each Frisbee Golf Scramble course, each child with a Frisbee.  Place five or six hoops (the exact number depending upon the space available) on the ground.  You can vary the distances between holes depending on skill levels.  The object is for your team to throw the Frisbee into each target, using the fewest throws possible.  Everyone starts by throwing from the starting line.  Everyone takes their second throw from the spot where the Frisbee closest to the target lands.  So everyone picks up their Frisbee and goes to the spot of the closest throw.  Continue until they all land in the hoop.  Then take the first throw for the next hole from inside the previous target (hoop).  The winner is the team that gets all of their Frisbees in all of the targets the fastest.

Evaluation:  I think this is a pretty good game to teach manipulative coordination and team cooperation.  Although there is not a lot of physical activity, I feel like the other strengths of this game (like teamwork and the fact that every child gets his or her own Frisbee) are enough to put this game on my “good list”.  I like the fact that every child gets to participate.  There is a potential for embarrassment since everything is a team effort, but hopefully since each child has his or her own Frisbee, the embarrassment would be less.  A good game, but I wish more physical activity could be incorporated in addition to just throwing the Frisbees.  I give it   (  (  (
List Source: Physical Education for Children by Katherine T. Thomas, Amelia M. Lee, and Jerry R. Thomas

Game 9:  Skill Base Kickball
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Age Groups:  Grades 4-5

Equipment Needed:  kickball, bases, whatever equipment you need at each base 

(example—basketball hoops and basketballs) 

Objective(s):  --Students will perform a variety of manipulative tasks at each base



--Students will respond to verbal commands from the instructor.



--Students will work as a team to play the game

Area Played:  Open field with specified bases or a baseball field

Activity Description: This game is set up much like traditional kickball although it has more bases. Each base has a set of equipment needed to complete the skill at that base. One base may be near a basket and there would be a two balls at that base. When the ball is kicked, the runner goes to the base and shoots until a basket is made. The fielding team must get the ball to the baseperson before he/she is allowed to shoot. When the kicker makes a basket he/she runs to the next base. When the baseperson makes a basket, the ball is thrown to the next base. This is continued through all bases. Choose activities which fit your focus. The team waiting to kick must mime the activities of the person on their team who is going through the skill bases. 

Evaluation:  I feel like this a great game for students to engage in.  I love the idea of integrating two sports together (like the basketball and kickball).  I think it could give children who might be really good at kickball more of a challenge when playing the game since the have to stop at each base and do another challenge.  Because it is a team game, personal embarrassment is not as great as when the whole class is competing against one another individually.  I also like the versatility involved.  I like that you can change the activities at each of the bases depending on what you are studying and the skill level of the class.  No doubt in my mind, definitely a  (  (  (  (  

List Source:  Allen Russell.  (No Date Given).  Mesa County Valley School District #51.  www.mesa.k12.co.us/physed/SBK.htm

Game 10:  Movin’ the Marble
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Age Groups:  K-2

Equipment Needed: 3/4 inch clear plastic hose approximately 10 feet, small marbles

Objective(s): --Students will choose appropriate movements such as bending, twisting, 

turning, inversion, etc. in order to complete the task.

--Students will respond to verbal commands and be able to change the goal of the activities quickly.

Area Played:  Anywhere (even the classroom)

Activity Description:   The tubing is wrapped around a student so that it changes levels, etc. A marble is placed in one end of the tubing and the student must manipulate his/her body in order to move the marble through the tubing and out the other end.

· Variations: Place marks along the tubing and have the student move the marble to the first mark and then back to the beginning, the second and back etc. 

· Have the student try to beat the previous time 

· Blindfold the student and have another student give directions as to appropriate movement choices in order to complete the task 

· Have two students begin simultaneously and try to transfer the marble to the beginning of the other student's tube upon completing the challenge and repeat. 

Evaluation:  Although this game does not have a lot of locomotor movement, combined with another locomotor game, I think this is an excellent way for students to learn balance and how to manipulate their bodies.  Since it is an individual game, there is NO chance for embarrassment, and all children are equally involved in the exercise.  You could make the game competitive and see what child finishes first, or you could combine the class effort and time everyone to see what their collaborate effort would be.  Another (  (  (  (
List Source:  Nicole Smith.  (Fall 1998).  Mesa County Valley School District #51.  www.mesa.K12.co.us/physed/Body.htm

Game 11:  Knee Kick
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Age Groups:  Grades 3-4

Equipment Needed:  footbags for every student

Objective(s): To learn the proper form of the knee kick and be able to perform the tasks 

presented
Area Played:  Anywhere

Activity Description:   In this lesson students will learn how to manipulate the footbag off of the knee or the thigh. It will include teaching the basic upward motion and demonstrate how to keep the striking surface level. The upward motion is a lifting motion of the leg until the thigh is parallel to the ground. 
The next portion of the lesson will go through a series of tasks to help the students become comfortable with the knee kick. 

Tasks: 
1. Place the footbag on the thigh and balance it with a level surface 
2. Drop the footbag onto the thigh and kick it back up to your hand 
3. Repeat task one with the non dominant leg 
4. Repeat task two with the non dominant leg 
5. Drop the footbag onto the thigh and kick it back up more than once in a row 

Cues: 
Remember to use level surfaces 
Swift Upward motion 
Keep your eye on the footbag 

Challenges: 
Perform task one three times successfully 
Perform task two three times successfully 
Perform task three three times successfully 
Perform task four three times successfully 
Perform task five with 4 kicks with either leg 

Evaluation:  This lesson has some good qualities and some that I don’t feel that are very good.  I like the fact that it focuses on one skill and then gradually increases the difficulty of that skill.  I think that a gradual change is important for students.  I like the fact that every student is involved in the activity.  I wish there were more of a game though.  I am not sure that students will continue to be engaged with only the activities listed here.  It seems like it would get boring without some sort of competition or more defined goal.  I also wish the students could move around more.  Maybe adding some sort of game would help that as well.  I can only give it  (  (    

List Source:  Chad Sage.  (No Date Given).  Chad Sage’s Webpage.  www.cwu.edu/%7Esagec/lesson11.html

Game 12:  Buckets of Zoo
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Age Groups:  Grades 2-3

Equipment Needed: 8-10 Bean Bags , 8-10 Cones & 1 bucket, Plastic or Paper Plates, Selected Zoo music and tape player. 

Objective(s):  --Students will practice spelling while developing a variety of throwing 

skills.

--Students will be able to actively participate in a discussion of the various animals on the plates.

Area Played:  Gym, sectioned off field or open space

Activity Description: Divide the class into groups of four or less with one bean bag per team. Groups will sit behind the team cones which are scattered around the periphery of the gym or playground area. The paper plates will be scattered around the interior of the gym and should have all types of different animals, insects, numbers, etc. drawn on the front side of the plate and the spelling for the animal on the back side of the plate. The plates will be spread out in no particular pattern inside of the gym periphery in a big circle(zoo). 

As the music begins to play, the first student in each group will run, skip, hop, jump, etc. as directed, to a place about four feet from the animal of their choice and will try to throw underhanded or overhanded, as directed, to the animal. When the student successfully throws the beanbag on to the plate, they will then pick up the animal plate and bring it back to the group along with the bean bag. The next student then proceeds to move and throw to an animal of their choice. The students continue throwing to the plates until all plates have been collected. 

After all of the plates have been collected, the students choose one plate at a time and turn the plates over and read the name and spelling of the animal. As a group, the students are to spell out the name of the animal using their bodies to make each individual letter. The students should also discuss the characteristics of the animals movement and sounds that distinguish each animal. Each group can choose one animal that they would like to introduce to the class and have the class spell the name and act and move as the animal moves. 

Evaluation:  I really like this game.  Because it is done in teams, individual competition is reduced.  I love how it is integrated into the curriculum.  Almost every year in some grade, the animals are taught, and what wonderful ways of incorporating what you learn into a physical activity.  You can easily make the game harder by increasing the distance by which the students have to throw the bean bags, or you could increase the rarity of the animals which would result in a more challenging discussion about them when the game is over.  The children are not moving as much as I would like, but a preliminary game could help this one criticism.  A great game that I would definitely use  (  (  (  ( 

List Source: Russell Westbrook. (8-29-00).  Classroom Teacher Integrated Lesson Ideas.  http.//pe.central.vt.edu

Game 13:  Presidential Race
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Age Groups:  Grades 3-5

Equipment Needed: a cut out of each state with the number of electoral votes on the back, 3 presidential name tags, a large playing area with clearly marked boundaries on each end
Objective(s):  --Students will better understand, through movement, the way in which a 

candidate wins an electoral race and the number of votes necessary to 

win in the electoral college. 

Area Played:  Any open area with clearly marked boundaries 

Activity Description: Ask for 3 volunteers to be the presidential candidates that stand in the middle of the playing area. The rest of the class is each assigned a state and instructed to line up (in a spread out manner) at one end of the gym. Each state name tag has a number under the state name that represents the number of electoral votes that state receives in an election. 

When the presidential candidates yell "the race is on" the states will try to move (have students hop, skip, jump, etc.) past the candidates to the other end of the gym without getting tagged by the candidates. If a state gets tagged, they belong to the candidate who tagged him/her. The state must then help its candidate capture more states until all are captured. 

Each candidate and its group of states will then add up their electoral votes to determine who will be the next US President. Afterwards, discuss electoral votes, populations, and the importance of each state's vote. 

Sample Questions: 

Does it really matter which state each candidate wins in the electoral race? How many votes are necessary to win the electoral college? Who won the election? 

Evaluation:  This is another great game for integration.  Unlike some integrated ideas, this game is also very active for the students.  It is a tag game, but specifically deals with a difficult subject to understand.  I love the part about the electoral votes and having the children wear them.  I think this will definitely help the visual children in the classroom better understand how to think about the election process.  With a subject difficult for even the average adult to understand, I think this game does a great job at not only being fun to play, but actually helping students better understand what goes on in their country.  (  (  (  ( 

List Source: Deborah Stevens. (5-23-00).  Classroom Teacher Integrated Lesson Ideas.  http.//pe.central.vt.edu

Game 14:  Dribbling Numbers
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Age Groups:  Grades 2 and up

Equipment Needed: Balls that students can successfully bounce, poly spots or laminated cards with numbers on them 

Objective(s):  --Students will work on their number recognition skills and 

their dribbling skills. 

--Students will successfully be able to dribble the amount of times that the cards say they should.

Area Played:  Gym

Activity Description: Make several sets of 1-10 (or however high you want to go) numbered poly spots. Randomly spread these spots throughout the playing area. 

Have each student get a ball to dribble. Have the students stand on a poly spot. On the teachers signal have the students dribble that many times on the poly spot. After they do that their job is to find the next consecutive number (i.e., if they started at 4 they are to find a 5) and dribble that many times on that number. Depending on the skill level of your students they can dribble with two hands or with one. What you are looking for is control of the dribble. Make sure they can hit the spot each time. If they miss they can start again at the number they missed on. 

Students can either pick up the ball and carry it to the next number or you can have them dribble. 

Variations:

Put simple math equations on the spots and then they have to dribble that many times on the spot. 

Have them dribble around the spot the number of times that is listed on the spot. 

Have them dribble the ball with their feet instead of dribbling. Now they have to dribble around the spot the number of times listed on the spot. 


Evaluation:  This game seems like it would be good for almost all ages.  Not only does this game help students with their control of the ball and dribbling skills, but the integrated math concepts are really well designed.  The variations make me confident that this game would be acceptable for many different age categories and skill levels.  Because students each have their own ball and different agenda, there is little chance for those who may be lacking in this skill to become embarrassed.  All students are actively involved at all times, which is something I highly value.  (  (  (  ( 

List Source: Cindy Kuhrash. (5-24-00).  Classroom Teacher Integrated Lesson Ideas.  http.//pe.central.vt.edu

Game 15:  Catch Comparison
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Age Groups:  Grades 3-5

Equipment Needed: 15 scarves, 15 small balls, 15 deck tennis rings,15 bean bags, student check lists and pencils for each group, poster paper made into a graph 

Objective(s): --Students will compare the differences in catching four unique pieces of 

equipment. 

--Students will work in groups to practice catching the items. 

--Students will discuss which one was the easiest and hardest to catch.    --The class as a group will graph the results. 

Area Played:  Any playing area where children can have their own space

Activity Description: The class is divided into groups of two to practice their catching skills in different ways. Children should explore using an underhand toss, overhand toss and a side arm toss with the different pieces of equipment which include a bean bag, a scarf, a deck tennis ring and a small ball. Group discussion should include what differences were involved in catching each item. Compare what equipment used the same skill and what equipment used different skills (i.e. the deck tennis ring compared to a ball). 

The children should explore how many times they can throw each item up and catch it without missing. Record the score on the check list. Add the total score with that of their partner's score, find the difference, etc. Children can use the back of the card to perform different math problems with the totals. 

The class can graph the number of children who think each item is the easiest or hardest to catch. The class can also experiment with differences when the equipment is used outdoors(i.e. does the wind make a difference in catching scarfs, etc.) 

Other math skills that can be used include talking about shapes, catching spheres, circles, soft objects, hard objects, etc. 

Variations:

Use larger pieces of equipment and combine groups 

Ask children to predict which objects will be harder or easier to catch. On what do they base these predictions? 

Compare both individual graphs and a summary graph. Discuss reasons for the differences. 
Evaluation:  Once again, I have little complainants about this game.  I like the variety (the variety of materials to throw and where to throw them, etc.).  I think students really value being able to express themselves differently in those ways.  Each student has his or her own objects to throw, which helps with the issue of embarrassment.  They are too involved with their own activity to look at other people.  I wish there was more of an interactive game included, but I am sure that can be added without too much difficulty.  I give it  (  (  (  ( 

List Source: Nancy McGregor. (6-20-00).  Classroom Teacher Integrated Lesson Ideas.  http.//pe.central.vt.edu

Game 16:  Animals of the World
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Age Groups:  K-1

Equipment Needed:  None

Objective(s):  --Students will be able to use their imaginations to act out different 

characteristics of a chosen animal.

--Students will make educated guesses as to what animals their classmates are pretending to be.

Area Played:  Anywhere, even in the classroom

Activity Description:  Have the children gather into a circle. Have them close their eyes, and visualize their favorite animal. Have them imagine the sounds it makes, and how it moves. Choose a child to enter the middle of the circle, and pretend to be their favorite animal. The other children must guess what animal they are. 

Helpful Hints: All young children love to pretend they are animals. This is a good game to use if they seem bored or rambunctious. It helps to re-focus them. Make sure to go around the circle and offer each child a turn instead of asking who wants to be next. You might want to go in turn, as this helps them develop self-control and patience too. Engage the kids in the game by asking questions of them: ex. "Who can tell me what animal that is?" You might want to try to guess yourself, but make sure your guesses are wrong! You don't want to spoil their fun!

Evaluation:  I like this game for a couple of reasons, but then there are some other reasons, which may be more important, that I don’t like it.  I like it because this game is really geared to kids’ imaginations.  I think that is an aspect of education that is ignored most of the time.  It sets no boundaries, and children can really think on their own.  I don’t like the fact that it is so restricted in movement.  I would enjoy it as a spectator, but children need to have more movement in PE than that.  They say that this game will develop self-control and patience (which may be true), but I think you can develop those characteristics in the classroom, and physical education should have somewhat different standards.  Sadly, only a (     

List Source:  Gina Dronenburg.  (1996-2000).  Creative Movement/PE Activities For Young Children.  www.suite101.com

Game17:  Hail Storm
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Age Groups:  Grades 1-2

Equipment Needed: As many soft balls suitable for throwing such as medium gator-skin 

balls, medium beach balls, small foam balls, etc. as possible. 

Objective(s):  --Students will be able to practice their overhand throwing skills in a 

game-like situation. 

--Students will cooperate on a team to achieve a specific goal

--Students will respond to given commands and feedback

Area Played:  Gym

Activity Description: Before class, separate the entire gym into three areas using cones. The middle section should be the smallest area, at about 15 feet wide. Divide the balls equally between and scattered in the two "end" areas. 

Review the cues previously learned for the overhand throw (from either this lesson or those preceding this lesson) with students. Explain that they will be playing a game in which you will be looking to see if they are correctly throwing or not. Explain and demonstrate the activity as follows: 

The object of the game for the students is to get more balls into the other team's area during the time given (a few minutes); you will be looking to see how well each side is throwing. Students move balls to the other side by throwing any of the balls. A ball that is in the middle is out-of-bounds for players; the only way to retrieve one from this area is to strike it with another ball. Explain that everyone needs to remember that if someone else is moving to get a ball on the floor, someone else should not run to go get it, as well. 

Divide the students up, putting students of varying skill levels on both sides. Give the signal to begin; after a few minutes (or if many of the balls have collected on one side) stop the game. Give feedback about which side appears to have less balls on their side; also, give feedback about which side is more often using correct form for throwing. 

Divide the balls up and begin again. If you notice during the game that students are just throwing any way they can to get the ball over, stop the activity. Discuss with students that using correct form will help them to throw the ball further. 
Evaluation:  I think this is a great game.  I feel that it helps children build a sense of community and cooperation.  They are working together for a common goal, and too often instructors put children in competition with each other.  How refreshing to know that there are some places where children can learn the valuable lesson of collaboration.  I also really like the fact that every child gets to participate and no one is embarrassed.  I give it a definite (  (  (  (
List Source:  Mat Prezioso.  (7-16-00).  K-2 PE Lesson Ideas.  http//pe.central.vt.edu

Game 18:  Four-Corners Movement
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Age Groups:  It doesn’t say a specific age, but probably Grades1-3

Equipment Needed:  four cones to designate the area, and any equpiment you would 

want to include

Objective(s):  --Students will respond to various signals with different movements.



--Students will perform various locomotor skills with proficiency.

Area Played:  Gym or large playing area outside

Activity Description:  Delineate a rectangle with four cones.  Students move around the perimeter of the rectangle.  Each time they pass a corner, they change their movement pattern.  On long sides, rapid movement such as running, skipping, or sliding are designated.  Moving along short sides, students hop, jump, or do animal walks.  Vary clockwise and counterclockwise directions.  On signal, stop and perform flexibility and strength development challenges in place.


Using the four-corners ideas as a basis, other combinations can be devised.  Another variation that stimulates children is to place different equipment around the perimeter of the area.  On signal, students stop and pick up a piece of equipment and manipulate it for a specified time.

Evaluation:  I like this game as a way of teaching some of the different locomotor styles that children can use.  I think this activity allows the teacher ample time to observe the children and give feedback as to how they can improve their skills.  The changing directions or positions with different given signals is a good way to teach new-comers how to respond.   Although I wish this activity was more “game-style”, I think it is a good introduction to the different locomotor skills.  (  (  ( 

List Source:  Robert P. Pangrazi.  (1998).  Dynamic Physical Education for Elementary School Children.  Allyn and Bacon.  p.258

Game 19:  Drug Abstinence Skills
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Age Groups:  Grades 3-5

Equipment Needed: (1) gymnasium, paved parking lot or playground surface; (2) 1 scooter for a group of 3 or 4 (3) set of playground cones, plastic 1/2-gallon milk jugs, or cardboard boxes; (4) signs or other illustrations of tobacco, drug, and alcohol products; (5) bicycle helmets; (6) scarves for blindfolds; (7) posterboard and markers or crayons. 

Objective(s): --Students will state refusal skills to promote abstinence from tobacco, 

drugs, and alcohol.

--Students will work in cooperative teams to complete a blindfolded race through an obstacle course by identifying refusal skills. 

Area Played:  Gym or other playground surface

Activity Description: Prior to the class session, arrange a set of cones, jugs, or boxes in the gymnasium, or playground. Each cone, jug, or box should be posted with signs or other illustrations of tobacco, drug, and alcohol products, (e.g., pack of cigarettes, can of beer). Create a challenging obstacle course wide enough for the scooters to navigate. Place bicycle helmets, blindfolds, and scooters near the beginning of the obstacle course. 

At the beginning of class, ask students to generate a list of practical refusal skills that promote abstinence from tobacco, drugs, and alcohol. Sample refusal skills include: (a) Assertive communication, e.g., saying "No!" (b) Walking away from a tempting situation; (c) Telling a responsible adult; (d) Finding new friends; (e) Talking to a friend or relative who is practicing abstinence; (f) Finding something else to do, e.g., hobby, sports, or other physical activity. 

Divide students into small teams of 3-4 members. Students can select a team color or name, e.g., blue or Dream Team. Students will select a race driver who will be blindfolded and silent while negotiating the obstacle course. The other team members will act as a pit crew of peer supporters. 

The aim of the activity is to successfully complete the obstacle course without running into cones, jugs, or boxes. The pit crew may shout out directional cues to the race driver to avoid obstacles. During the race, members of the pit crew may each remove a cone, jug, or box once they recite aloud a refusal skill. This aids the race driver to avoid the obstacles of tobacco, drugs, and alcohol. At the conclusion of the race, discuss with students the most difficult parts of the activity. Review again the refusal skills selected by students. 

Evaluation:  First of all, I like the teamwork effort.  I feel as though this is a good integration activity to promote staying off of drugs.  Children can actively participate in the game by saying what they know is true about drugs and different refusal skills to use when confronted by them.   A wonderful effort   (  (  (
List Source: Dr. Brian F. Gieger.  (5-18-00).  Health Lesson Ideas.  http.//pecentral.vt.edu

Game 20:  Juggling Cues
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Age Groups:  Grades K-2

Equipment Needed: 3 plastic grocery bags for each student, scarves may work as well 

Objective(s):  --Students will improve their ability to toss and catch and eventually 

juggle various objects. 

Area Played:  Gym or any open area (though outside might be difficult because of 

possible breezes or wind)

Activity Description: Begin by showing students how to toss up one bag (by the handle) with the left hand and catch it with the right. Say "up--catch" on the movements. After students master "up--catch" or "1--2", go on to two bags. Explain that they will always catch a bag with the hand opposite from which it was tossed. Holding one bag in each hand, toss up the bag in the left hand to be caught with the right hand. Remind them that the right hand now needs to get rid of/toss up its' bag so it can catch the left-hand-tossed bag. The saying would be "up-up-catch-catch", or "1-2-3-4". Model the movement, and give students ample time to master this movement. Once they have done so, it is time for three bags. Start with two bags in the left hand and one bag in the right hand. Begin by reminding them that they need to get rid of a bag before they can catch the other one. Toss up one left hand bag, toss up the right hand bag, catch the left hand bag with the right hand, toss up the other left-hand bag, and catch bag the bag that was originally in the right with the left hand. Continue the tossing and catching sequence; the saying should now be up-up-catch-up-catch-up-catch-up-etc. 

Evaluation:  I think that this is an excellent activity with a few minor suggestions.  I feel strongly about using this activity only with a more locomotor activity first.  I think that the students will need more movement than simply juggling to achieve the daily goals of the physical education curriculum.  I do, however, feel that this is a unique and creative way to improve students’ abilities to toss objects and judge distances.  I think it is a creative activity that they might otherwise not be able to engage in.  Every student is involved, and there is little or no chance of embarrassment . . . two things that are high priority in my opinion.  A definite  (  (  (  (
List Source:  K.J. Gordon.  (5-27-00).  3-5 PE Lesson Ideas.  http//pe.central.vt.edu

Game 21:  Rythms Circuit
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Age Groups:  Grades 1-3

Equipment Needed:  None or optional equipment of the instructor’s choice

Objective(s):  --Students will have an opportunity to learn activities that will help them 

develop and achieve total fitness, and to learn and reinforce a variety of dance skills.

Area Played:  Gym

Activity Description:  Instruct students to go to the activity area of their choice and start walking, jogging, or practicing dance steps.  On your cue, students go to any station and do the rhythmic movement activity on the task card at that station.  Rotate to the next station every 1 to 1-11/2 minutes.  Suggest no more than five to eight students per station.  Switch stations on signal.  Move in a clockwise direction.

Suggested Moves:

1) Skipping:  Skip in the designated area; change directions and stay with the music.  Skipping can be done forward, backward, and sideward.

2) Galloping:  Gallop in the designated area.  Cover the entire area, and remember that galloping can be done forward and backward.

3) Sliding:  Slide in the designated area.  Let the left foot then the right foot lead the slide sideward.  

Evaluation:  I like the aspect of music in this activity.  I think it is really important to allow children to have some music in their daily activities.  This time, music is incorporated with practicing and reviewing dance steps and/or the basic locomotor skills.  Every child is a participant, and is allowed to move a considerable amount of time.  A great start of a lesson or review of the one before  (  (  (  (
List Source: John Price Bennett and Pamela Coughenour Riemer.  (1995).   Rhythmic Activities and Dance.  Human Kinetics.  p.55

Game 22:  Kackle and Kick
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Age Groups:  K-1

Equipment Needed:  Foam Kickballs 

Objective(s):  --Students will be able to cooperate together to keep the foam balls in the 

circle.

--Students will use the proper techniques to kick and manipulate the balls.

Area Played:  Any open area (gym or outside)

Activity Description:  Have the children stand in a circle with an arm's length between each. Explain to the children that they will be kicking a foam kickball gently to each other. They must kick it gently or it will go out of bounds. Once they can concentrate on kicking one ball around, add another and then another, so you have three balls going back and forth in the circle. They will love it because their kicks don't have to be accurate. 

Helpful Hints: Choose one or two children to be the only ones to get the balls if they go out of bounds. This keeps organization in the group for you. Have them take turns doing this. For younger kids who might not be coordinated enough to kick the ball, you may have them sit in a circle and roll the balls back and forth. Then, move on to standing and kicking when they are ready.

Evaluation:  I think that this is a great activity for the younger elementary school children.  I love how it doesn’t matter how accurate their kicks are, and that the only thing they have to worry about is being able to kick at all.  I think that this is important because so much emphasis is placed on kicking the ball TO someone or INTO something, that kids hardly get to learn and practice the mere action of kicking.  Every student seems like they would be actively involved, and there is little chance for embarrassment because the force or accuracy of the kick does not matter.  I give it  (  (  (  (
List Source: Gina Dronenburg.  (1996-2000).  Creative Movement/PE Activities For Young Children.  www.suite101.com

Game 23:  Locomotor Hellos
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Age Groups:  Grades K-2

Equipment Needed: 1 hoop or carpet square for each student, cones to designate boundaries of large open area, upbeat music, CD/tape player 

Objective(s):  --Students will increase their awareness and use of self and general 

space
--Students will increase their ability to perform locomotor movements

--Students will get to know classmates in their new class! 

Area Played:  Gym

Activity Description: Hoops are scattered throughout the open playing area. Ask students to find a hoop and stand in it. When the music starts they need to move in the hoop any way they wish while staying in the hoop. When done, bring students together and quickly point out that they were in a "self space" when they were in the hoop -- that is, students aren't able to touch anyone or anything else when they were in their hoop. What is left over is called "general space". 

Tell students when the music begins again, you'd like them to move in the general space avoiding the hoops on the floor. Ask them to skip, jog, walk, etc. Remind them that when they move in general space, they need to make sure they don't come close to anyone else's self space. When the music stops, they are to move safely to the closest open hoop. 

Do this a few times. Make sure students are moving away from others' space. Keep the speed slow if students are having trouble with this. Remind them not to follow others--they have to be moving away from others. If you can tell students are having trouble with a particular locomotor movement, take a moment to show them. You can also challenge them to find a hoop by the time you count to "5" (or 3, etc.) after the music stops. 

Then, tell students you will call out a number when the music stops. This is the number of people who must now stand in a hoop together! For example, if you call out "6", 6 students must all go to a hoop and stand in it (or, get at least one foot in the hoop). Then, ask students to introduce themselves to those in their hoop, saying their name and shaking hands. On subsequent turns, call out different numbers; have students tell those in their group their favorite sport; where they were born (or moved from); their favorite subject in school; etc. Each time, still have them tell the others in their group their name. 

Evaluation:  A great beginning of the school activity!  I have never heard of an activity that allows students to learn one another’s names while being actively involved at the same time.  Most name games require sitting on the floor and repetitive name saying.  All the students are actively involved, and they are also learning about numbers and learning what the different types of spaces are (which will become very important throughout the rest of their physical education experience).  I think it is very well integrated in addition to using important motor skills.  (  (  (  (  

List Source: Christine Hopple.  (5-5-00).  K-2 Lesson Ideas.  http.//pecentral.vt.edu

Game 24:  Crazy Colors
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Age Groups:  Grades K-2

Equipment Needed: 36 small (index-size) cards -- 6 each with the color "red", "green", "purple", "orange", "yellow", or "blue" written on them; 36 small color cones (6 each of red, green, purple, orange, yellow, and blue; up-beat music at least 4-5 minutes long; CD/Tape player. 

Objective(s):  --Students will learn about and improve cardiovascular fitness. 

Area Played:  Gym

Activity Description: Place cones in a scattered formation around the activity area, as far apart as possible. Under each cone, place one small index card that has a color written on it. Be sure not to put a color card under a cone of the same color (i.e., a card with the word "red" written on it should not be placed under a "red" cone). 

Students begin in a scattered formation in the activity area. When the music begins, students jog (medium speed) to any cone and look under it, read the color which the card says, replace the card under the cone (demonstrate to students how to place the cone over the card so the next person does not see the color on the card), and then jog to a cone of that same color (e.g., if the color "green" is written on a card, the student would jog to a "green" cone). Students continue moving from cone to cone until the music stops. 

At the end of a minute or so, stop the music. Have students feel their heart and how fast it is beating. Remind them that their heart loves for them to be active like this! Call out a new locomotor movement for children to use, challenge students to move to as many cones as possible, and begin the music again. 

After repeating the activity a few times, have children sit in a group. Discuss why the heart was going fast (they were moving, etc.) and how being active like this is important to keep one's heart healthy. Ask students to name other activities which are good for their heart. 

Evaluation:  This activity is okay.  I don’t like it as well as I could because there is no real goal.  After the children read the name of the color, what is going to motivate them to go to another cone and read another color?  I just wish the originators could have made this good activity into a great one by including some sort of cooperative activity or competition.  Although every student is involved, and the ending explains about what is happening to the students’ hearts, I feel as though a game (a goal) would be a nice inclusion.  (  (  

List Source: Kim Sentman.  (7-16-00).  K-2 Lesson Ideas.  http.//pecentral.vt.edu

Game 25:  Bath Time
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Age Groups:  Grades 3-5

Equipment Needed: Scooters, old towels, rubber ducks filled with sand (seal hole with 

duck tape--pun intended), cones, 3 foot plastic wands, foam balls, barrels, gym tape and hoops. 

Objective(s):  --Students will develop upper body strength and endurance
Area Played:  Gym

Activity Description: Set up 4 stations in the corners of your teaching space. (Gym or Field). After a demonstration of the activities, ask the students to go and sit in the area where they would like to begin. Groups should be equal in size. Allow 3 minutes or so in each area. The students begin the activity when the music starts and end the activity and clean up their area when the music stops. After the areas are cleaned up, allow students to move to the area of their choice as long as they haven't been there yet. 

· Station 1: Scooters Swimming - Set up an oval area of cones and have the students travel on their tummies on the scooters around the cones using their arms only to "Swim". 

Equipment Needed: One scooter for each child, 12 cones set in an oval. 

· Station 2: Rubber Duck Curls - each student should have 1 rubber duck and in the time allotted will perform sets of 10 bicep curls with the rubber duck alternating arms. 

Equipment Needed: rubber ducks filled with sand, one for each child. 

· Station 3: Row, Row, Row Your Boat - Students sit on the scooters and hold a wand in their hands. They reach out with hands on the wand and reach legs out simultaneously. Pull back on the wand and heels at the same time. Heel pulling along the floor will pull the scooter forward. Continue around the "Tub" (Oval loop of cones) until music stops. 

Equipment Needed: One scooter and one wand for each student, 10-12 cones set in an oval shape. 

· Station 4: Down The Drain - Holding a towel with a partner you throw as many balls from the towel into the drain (a barrel) as you can in the 3 minutes. Once the ball is in the barrel it stays there. Set the throwing distance based on the skills of your learners. (8 feet would be a good distance for most 3-5 graders) 
Equipment Needed: One towel or Fling-It net and barrel for every two students, plenty of foam balls, tape to mark throwing line, hoops to hold unthrown balls. 

Evaluation:  This is a great “centers” activity.  I like how the children are divided up into their own little groups.  That lessons the chance of someone being embarrassed in front of the entire class.  The variety in the activity is essential for creative minds and busy bodies.  A great tie-in with the bath theme.  Could possibly integrate it with some sort of health lesson on cleanliness.  (  (  (  (
List Source:  Holly Blythe. (10-8-00).  3-5 PE Lesson Ideas.  http//pe.central.vt.edu  

Game 26:  Whistle Ball
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Age Groups:  Although the book gives no specific grade, I would say Grades 2-4

Equipment Needed:  a ball for each group of six to eight players

Objective(s):  --Students will practice the skills of throwing and catching.



--Students will respond to signals (the whistle) when given.

Area Played:  any open area

Activity Description:  Eight or fewer children stand in a circle formation.  A ball is passed rapidly back and forth among them in any order.  The object is to be the player who stays in the game the longest.  A child sits down in place after making any of the following errors:

1. He has the ball when the whistle blows.  (The teacher should set a predetermined time period, at the end of which a whistle is blown.  The time period can be varied from 5 to 20 seconds.)

2. She makes a bad throw or fails to catch a good throw.

3. He returns the ball directly to the person from whom it was received.

Teacher suggestions:  One way to control the time periods is to appoint a child as timer and to give her a list of the time periods, a whistle, and a stopwatch.  The timer should be cautioned not to give any advance indication of when the stop signal will be blown.  An automatic timer enhances the game.  When the game gets down to two or three players, declare them the winners and begin anew.

Evaluation:  Because students are having to rapidly pass the ball, this game really concentrates on the students’ abilities to correctly throw the balls.  Although there is an element of skill involved, there is also ample room for fun.  The teacher also has a great chance to move throughout the circle and offer feedback on the students’ throws.  The one thing that I don’t like about this game, and that keeps it from getting a perfect score, is the fact that when the children are “out”, they just sit down in their space.  If I were implementing this game in my curriculum, then I would have those children do another activity while waiting on the others to finish.  (  (  (
List Source: Robert P. Pangrazi.  (1998).  Dynamic Physical Education for Elementary School Children.  Allyn and Bacon.  p.588

Game 27:  The Rainbow Game
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Age Groups:  Grades K-2

Equipment Needed: Two unfolded gymnastics mats, lots of playground balls (yellow balls work great as a "Pot of Gold"), four sets of 12 hula hoops (preferably four different colored sets); four large cards and four cones; tape. 

Objective(s):  --Students will have the opportunity to demonstrate their knowledge of the 

different directions. 

Area Played:  Gym

Activity Description: Before the class, arrange the equipment as follows: 

On one half of the gym, spread out the two mats so they lay parallel to each other, about ten feet apart. Beginning at the end of one mat and ending at the other, lay the same color hula hoops close together in a row, arching them as for a rainbow. Use the next color set of hoops and arch them just under the first colored row. Continue until you have four rows of hula hoops arching from one mat to the other just like a rainbow. 

At the opposite end of one of the mats, place the big box of playground balls (the "Pot of Gold" at the end of the rainbow). At the opposite end of the other mat, place one cone with a card taped to it by the appropriate color rainbow. (Each card has a different direction word written on it: "forward" goes by the red rainbow; "backward" goes by the blue; "sideways" goes by the green; and "up and down" goes by the yellow.) 

To begin the activity, scatter the playground balls on the empty half of the gym. On the signal go, students safely move and pick up one ball and line up at the beginning of the rainbow (at the edge of one mat). Encourage students to move to the rainbow where nobody is waiting. They then carry the ball and travel (using any method of travel) through one colored section of the rainbow according to the direction represented by the color of the hoop (given above). Once they reach the end of the rainbow, they put their ball into the pot of gold and go find another piece of gold laying on the floor and repeat the activity traveling through a different section of the rainbow. 

Assessment Ideas:

As students travel through the hoops, observe to see if they are having trouble with the direction concepts. 
Evaluation:  I love it!  What a wonderful way to help children not only use different movements in new ways, but to also teach them and reinforce the colors of the rainbow.  Every student is actively involved and there is no embarrassment at all.  A great game to give children stress-free practice on their locomotor movements.  (  (  (  (  

List Source: Faye Botkin.  (9-26-00).  K-2 Lesson Ideas.  http.//pecentral.vt.edu

Game 28:  Skunk Tag
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Age Groups:  Grades 1-2

Equipment Needed: 5 hula hoops, 4 medium-sized nerf balls 
Objective(s):  --Students will practice their chasing, fleeing, and dodging skills 

--Students will be able to think of strategies of how to leave the safety zones without getting tagged

Area Played:  Gym

Activity Description: Place 4 hula hoops in each corner of the gym ("safety zones") with the 5th hula hoop in the middle (the "skunk house"). Choose 4 students to be skunks. Each skunk has a nerf ball which is called a stink bomb. On your "go" signal the game will begin. The skunks chase the other students and try to tag them with their "stink bomb"; the skunks must touch students with -- not throw -- the stink bomb. A tagged student must take the stink bomb away from the skunk who tagged him/her, go to the skunk house, and announce "I'm a new skunk" before he/she can leave the skunk house and tag anyone. (The old skunk now tries not to get tagged again.) 

Students being chased may enter a safety zone at any time to avoid being tagged, although only two students can be in a safety zone at a time. Students may stay in a safety zone only for a count of five. The skunk is allowed to wait until students are finished counting, so students must be smart on how they leave the safety zone. 

Start a new game after a few minutes. You may wish to discuss the strategies which students use to keep from getting tagged (fleeing using fast speed; changing pathways; etc.) as well as those they use to safely exit the safety zone (wait until a skunk is distracted by another student who may be leaving the zone; changing levels as they exit the safety zone; fake exiting one direction and leaving by another). 

Teaching Suggestions/Tips:
Skunks may not tag students who have fallen on the ground. 

You may decide that your students may not guard the safety zones. 

Evaluation:  This game is okay.  I hesitate to say good because I find it a little difficult to understand.  It seems as though there are a lot of rules and strategies for this young of an age.  I think the idea is cute, and could possibly work well with maybe a few alterations and not as many directions to remember.  I like the fact that students have to think about how they will leave the base and use somewhat collaborative skills to get away.  A decent effort, but not what I would use without some alterations.  (  (  

List Source:  Stephanie Lewis.  (5-24-00).  3-5 PE Lesson Ideas.  http//pe.central.vt.edu

Game 29:  Rush to Brush
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Age Groups:  Grades K-2

Equipment Needed: A classroom setting, 50 - 100 squish balls or yarn balls (or other similar type balls), basket to hold the balls 

Objective(s): --After the activity, students will understand that a lack of brushing is 

harmful to your teeth. 

--Students will be introduced to good dental hygiene.

--Students will use the locomotor skill of running to find the balls. 

Area Played:  In a large classroom or gym

Activity Description: The teacher will start by explaining the harmful effects of plaque and how plaque can destroy teeth. Next, move students so they are all standing on one side of the classroom and temporarily facing away from the center of the room. Then distribute about twenty of the squish balls in different places around the room.

Tell the student to imagine that the other side of the class is a mouth full of teeth immediately after eating a meal. Inform the students that they are toothbrushes and are working together to clean up all the plaque in the mouth. Show one squish ball to let the students know what it is they are trying to find. Once they find a ball, they are to put it in a basket and then go search for more.

This round of the game will be played a couple times, the first time only about twenty balls will be dispersed around the room. 

After all the balls have been collected, the teacher tells the students to move, once again, to one side of the room and turn away from the rest of the room.This time distribute twice as many balls in the room. Inform the students that they are to imagine that they have to clean out a mouth that did not brush after one meal. Once again, invite the students to find all the balls.

The game is played four times, each time informing the students that the person missed brushing after yet another meal. On the last round, put all the balls around the room to get the biggest effect and make the time greater to clean up all the plaque balls

After the activity, reiterate the importance of brushing after every time the student eats. 
Evaluation:  I think this is a great game.  With the emphasis put on simply getting all of the balls collected as a whole, and not who gets the most, students are more likely to listen and understand to the moral of the game.  A great integration into dental care.  A very visual effect as well as a fun game.  I also like the fact that you can play it in the classroom as well as in a gym or even outside.  It’s very versatile, and that’s why I give it a (  (  (  ( 

List Source: Scott Godfrey.  (5-18-00).  Health Lesson Ideas.  http.//pecentral.vt.edu

Game 30:  Octopus
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Age Groups:  Although a specific age is not given, I would say Grades 2-4.

Equipment Needed:  None

Objective(s):  --Students will think logically and come up with a solution to the problem.

--Students will work together and use each other’s suggestions to become untangled.

Area Played:  Any open area, even the classroom

Activity Description:  Octopus is a game that gets its name from the many hands joined together in the activity.  Children stand in groups of six to nine shoulder to shoulder in a tight circle.  Everyone thrusts the hands forward and reaches through the group of hands to grasp the hands across the circle.  Players must make sure that they do not hold both hands of the same player.  Players also must not hold the hand of an adjacent player.  The object is to untangle the mess created by the joined hands by going under, over, or through fellow players.  No one is permitted to release a hand grip during the unraveling.  What is the end result?  Perhaps one large unit or two smaller connected circles. 

Teacher Suggestion:  If, after a period of time, the knotted hands do not seem to unravel, call a halt and administer first aid.  The teacher and group can decide where the difficulty is and allow a change in position of those hands until the knot is dissolved.  This should not be used as a competitive game because the difficulty of the knots cannot be equalized.

Evaluation:  Although this game does not include a lot of locomotor movements, I think they could be implemented rather easily.  This game seems like it would be great for allowing children to get to know one another better.  It also involves every child and gets them all to think creatively to solve a problem.  Working together is a must for this activity, and cooperation is so vital for students to learn at an early age.  (  (  (  (
List Source: Robert P. Pangrazi.  (1998).  Dynamic Physical Education for Elementary School Children.  Allyn and Bacon.  p.584
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RUBRIC DESCRIPTION
(  (  (  (  =  A really great game using all of the important characteristics of a successful physical education curriculum.  It also engages every student and has a low degree of potential embarrassment.

(  (  (  =  A good game using some of the important characteristics of a successful physical education curriculum.  Almost every student is engaged, and it has a slight possibility of potential embarrassment. 

(  (  =  A fair game using just a few of the important characterisics of a successful physical education curriculum.  Few students are enagaged and there is a high potential that students will be embarrassed.

(  =  A poor game using none or too few of the important characteristics of a successful physical education curriculum.  Hardly any of the students are engaged and a lot of them will be embarrassed.

