





GRADES3-6

LS spOUND BALL MANIA

SKILL BUILDER

Ready...

¥ 1 ball (tennis or rag ball) per pair

Set...

¥ Pair students; each pair with a ball.
¥ Partner face-off formation; 10 paces apart.
¥ Plenty of space between sets of partners.

GO!

1. The object is to practice fielding ground balls
and throwing to a base.
2. (Teach and demonstrate proper form for fielding.)
¥ Move in line with the path of the ball.
¥ Square to the ball, bend knees, body low
¥Hands down and ready.
¥ Scoop the ball into your hands, and close your fingers
around it.

3. On signal, roll the ball to your partner. Your partner
fields it and throws it quickly back to you, as though
throwing to a base.

4. Switch roles every 5 grounders.
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CHALLENGES

X* How many gr ounders can
you field cleanly (without a
bobble or error)?

* How quickly can you move
to the ball?

* Throwers, roll the ball to
the L and R of the Fielder.
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CUES

* Try this rhyme to remember
the moves: move, get low;
catch and throw.
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GRADES 3-6

SKILL BUILDER

PITCH AND CATCH

Ready...

* 1 ball (tennis or rag ball) per pair
* 112" cone per pair

Set...

* Pair students; each pair with a ball and a
cone.
* Partner face-off formation; 7-10 paces apart.

* Plenty of space between sets of partners.

GO!

1. The object is to practice underhand pitching and
catching.

pitch.)

* Face the person you’re pitching to.

* Bring pitching hand back and behind you.

* Step forward with your opposite foot.

* Swing pitching arm forward.

* Release the ball when it points at your target.
* Follow through, keeping your arm straight.

e =0 e =0 S
=B =20 = =20 =P

> > > > >

2. (Teach and demonstrate proper form for the underhand

[ CHALLENGES )

¥ Can you pitch a strike out?

X* Catchers, let’s hear your call
— Steeerike 1! Can you keep
track of the count? That is,
the number of balls versus
strikes (e.g., 3 and 2 —
always call the numbers of

. One of you is the Pitcher, 1 is the Catcher; decide now.

balls first).
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4. Catchers: Squat or kneel, and make a target with your ~ ~
hands in front of your chest. You’ll be calling balls and

strikes. Place the cone in front of you. A pitch caught

above the cone, and without having to stand up, is a

strike. Anywhere else is a ball. ( CUES )

. Pitchers: Underhand pitch to your Catcher. You either  Reach back, step and pitch.
strike ’em out (3 strikes), or you walk ’em (4 balls).

Then switch roles. X Your arm moves like a
clock’s pendulum; swinging
back and forth gracefully.

X Catchers squat or kneel and
make a target with your
hands. Keep your fingers
up.
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GRADES 3-6

SNSPARYS
\ACTIVITY PICKLE

O

Ready...

* 2 bases/spot markers per group of 3

* 1 ball (tennis, ragball, or softball) per group
of 3

Set...

* Form groups of 3; 1 Baserunner and 2
Fielders.

* Create a base path (2 bases, 15 paces apart)
per group of 3. Place all base paths parallel to
each other. Spread them 8-10 paces from each
other.

* Fielders (1 holding ball) begin on bases, and
Baserunner begins mid-way between bases.

8-10 PACES,
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GO'

. The object for the Baserunner is to reach either base
without being tagged with the ball by a Fielder. The
Fielders try to tag the Baserunner.

2. Play begins after the first throw.

3. Baserunners must stay in the base path (2-3 paces wide
from base to base).

4. Change Baserunner on my signal — not on a tag.

15 paces JaY ol
Spot markers

é )
CHALLENGES
M How few throws can you
make before you tag the
Baserunner?
M \What's your strategy?
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CUEs

¥ Hold the ball high, so your
partner can see when you
throw.

Ik Run at the Baserunner, and
fake the throw.

¥ \Watch the balll

X Work together to trap the
Baserunner.
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GRADES 3-6

r

S PARIS 5.PLAYER THROW/HIT

__ACTIVITY AND RUN

Ready...

* 1 ball (tennis or ragball) per group of 5
* 4 cones per group of 5 (for boundaries)
* 2 bases (or spot markers) per group of 5

Set...

* Create grids (15X60 paces) per group of 5.

* Place 1 base (home) in the middle of the
baseline, and the other base 10 paces toward
the opposite baseline. The Pitcher stands in
front of this base, but is free to move forward
or back to throw strikes.
* Groups of 5: 1 Thrower, 1 Pitcher with the
ball, 1 Catcher standing 5 giant steps behind
the Thrower, and 2 Fielders per field (3 if
playing with 6 per group).
* Small games are spread out on fields with Catchers’
backs to a fence or wall, if possible. Thrower throws
into the field.

GO!

1. The object is for the Thrower (Batter) to score as many
runs as possible.
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( CHALLENGES )

* Fielders, can you throw the
ball to all Fielders and back
to the Catcher before the
Runner has touched more
than 2 bases?

* How many times can each
person in your group “bat?”

2. Play begins with a pitch to the Thrower, who catches it
and throws it anywhere in fair territory. Thrower then
runs around the 2 bases as many times as possible.

3. Fielders, relay the ball to each person in group. Last
person to catch it throws it home to the Catcher.

4. The Thrower has 3 chances to throw the ball fair, and
it must travel at least as far as the pitcher. No “bunts”
allowed. There are no fly-ball outs. The ball must be
relayed to everyone on every play.

5. Catchers, when you catch the ball, touch a foot on
home and shout, “Stop!” to stop the Thrower from
running any further.

6. Throwers, keep circling the cones until you hear,
“Stop!”
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* Fielders, it doesn’t matter
what order you catch in,
only that everyone catches

the ball once before the
final throw to the Catcher.

* Adjust for each Thrower;
move right, left, in or out.
Where do you think they
might throw it?

M The faster you rotate, the
more turns at bat!

7. After each play, rotate in shape of a question mark: L
Field to R Field to Pitcher to Batter to Catcher to L
Field.

\ L

@

T11vaLdos

L




UNIT: COOPERATIVE GAMES

OBJECTIVES
Striking skills, muscular strength, cooperation

COOPERATIVE GAMES 8

LESSON: 5

EQUIPMENT
1 foam ball/8 students, 4 cones for boundaries,
music/whistle

ACTIVITY ORGANIZATION TEACHING CUES
-GROUP DAY-
Straddleball -Groups of 8 with 1 ball. -Today’s Great Game is called “Straddleball!”

Diagram on back

SPARK 6-8 rev. 8/2001

(Groups of 7 or 9 are fine.)

-Have groups create a small
circle, members touching
outsides of feet. Legs wide to
simulate a “goal.”

-In time, add a second ball to
each group. Advanced
groups may use a third ball.

-NOTE: Some will enjoy
aggressive play. Allow
students to categorize
themselves into 2 or 3 levels
(e.g., “hard core,” “casual,”
‘nice and easy”).

-The object of the game is to score a goal by
striking a ball through the legs of others.

-Create a “goal” by spreading your legs very
wide to touch the sides of the feet with the
person next to you.

-Bend your knees and get low. Palms of hands
facing in towards the middle of the circle,
fingers close to the ground.

-Send the ball through anyone’s “goal” by
striking it with an open palm and stiff wrist.

-Keep the ball low.

-You can protect your “goal” with your hands
only.

-If the ball goes outside of your circle, the
person who touched it last retrieves it. Toss it
back in first, then rejoin the group.





