





GRADES K-2

4 P e
P STARIS DEAD BUGS

Ready YT E—

U & cones (for boundaries)
U E 7" foamball per student (optional) /h /h ’h ﬁ

Set i

dry grass).

U Bcatter students within area. /h /h /h

U Ereate large (30X30 paces) activity (on carpet or /h ’h /h

1. Our ASAP is called Dead Bugs.

2. I'll give you a way to move within our area (e.g., walk quickly, hop, skip, etc.).

3. When you hear “Dead bug!” lie on your back with your arms and legs straight up
toward the ceiling; the “dead bug” position.

4. (Play several rounds, changing the locomotor skill each round. Add pathways,
directions, levels and tempos.)

5. Wrap It Up
U\hat pathways did you use while you were moving?
U\ihy is it important to be able to make changes in your pathways?
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GRADES K-2

4 ) -
| !c—r" PARTNER TAG

Ready

* 4 cones (for boundaries) ﬁ
* 2 paper plates per student (optional) ﬁ

* Pair students; scatter pairs within area.

GO!

i

Set i Mo Ak

* Create large (30X30 paces) activity area.

A

T

it

Our ASAP is called Partner Tag.

2. One of you is the first Chaser, the other is the first Fleer; decide now.
3.
4. When finished with jumping jacks try to fast walk and safe tag (using a 2-finger tag)

On signal, Fleers walk away from Chasers, while Chasers do 3 jumping jacks.

your partner.

When the Chaser tags the Fleer, switch roles. The new Chaser completes 3 jumping

jacks before chasing their partner.

Wrap It Up

* How quickly were you able to tag your partner?

* What strategies did you use to flee from your partner?

W)

L 30PACES
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GRADES 3-6

B SPARTS
 AcHvITY MINGLE, MINGLE @ |

Ready... | Y 20PACES 4
S h ﬁﬁ X
Set... A

* Create a medium (20X20 paces) activity area. ﬁ ’h /h

1. The object of Mingle, Mingle is to move ﬁ

throughout the activity area without touching
others.
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2. As you enter the activity area, move continuously
according to my prompts.

3. Look for open space and stay away from others. s CHAL'.ENGES ™
4. (Start with low to moderate locomotor skills, such as
walking and jogging; then build to more vigorous % On stop signal, can you
movements such as galloping, skipping, sliding, etc.) slowly move your arms like
. . a helicopter without
5. When you approach someone, give a false move with touching anyone?
your head, and step to “fake” them out. q ' )
6. (Change the locomotor every 20 seconds or so.)
( )
CUEs
Ik Keep moving and look for
open space.
X* Stay away from others.
¥ Cover as much ground as
you can.
\. J
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GRADES 3-6

~ ACTIVITY

r ™
WORKOUT BUDDIES /ﬁ\L

Ready...

* 4 cones (for boundaries)
* Sample Workout Buddies Activities

Set...

* Create medium (20X20 paces) activity area.
* Pair students; scattered in area.

GO!

1. The object is to have fun and be active with
different Workout Buddies during class today.

2. On signal, find a buddy. This buddy is your
“ ” buddy. (Fill in blank with activities on
Sample Workout Buddies Activities). You will do that
activity with this buddy. Anytime during PE, when you
hear, “Find your buddy,” join them, and
do that activity until the signal.

3. (Complete 1 Workout Buddies activity.)

4. Now, let’s find a new Workout Buddy, and do a
different activity.

5. (Complete 3-4 Workout Buddies activities during this
lesson, and add others periodically throughout this
unit.)

Y 20PACES
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CHALLENGES

¥ When I call an activity, can
you find your
buddy and get active before
| count down from 5?

\. J

CUEs

X* Call your buddy’s name
while looking.

¥ Co to “Lost and Found” if
you can’t find your buddy.

X* Safety first — speed second.

\. J
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