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Planning for Physical Education

In our planning as teachers, we know that in order to ensure our teaching is aligned with the program outcomes, best practice is to start with the end in mind (Understanding by Design, Wiggins & McTighe, 1998).  The “end”, is student learning and achievement of the program outcomes.  

Starting with the end in mind and working backwards in our planning will lead to engaging and effective learning experiences for students. We can start the planning process with the program outcomes, an activity, assessment tools, or an existing unit or lesson.  What’s important is not where you start, but that all elements of the final plan support student learning and achievement of the program outcomes.

Important questions to consider when planning for student learning in Physical Education:

· Which outcome(s) will students be working to achieve?
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The aim of the Kindergarten to Grade 12 Physical Education program
is to enable individuals to develop the knowledge, skills and
attitudes necessary to lead an active, healthy lifestyle.

general
outcome

Students will acquire skills through a variety /Basic Skills; Locomotor; Nonlocomotor;
of developmentally appropriate movement Manipulative.
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® Resources @ www.learning.gov.ab.ca/k_12/curriculum/bySubject/physed
Resources available to support implementation: - Physical Education Kindergarten to Grade 12 Guide to Implementation
) . . English: LRC Product #425597, French: LRC Product #461335,
e Physical Education Online
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The aim of the Kindergarten to Grade 9 Health & Life Skills
program is to enable students to make well-informed
healthy choices and to develop behaviours that
contribute to the well-being of self and others.

©
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Home, school and community partnerships are critical to the delivery of the Health & Life Skills program of studies.

Resources available to support implementation:

¢ Resources @ www.learning.gov.ab.ca/k_12/curriculum/bySubject/healthpls e Health & Life Skills Performance Assessment Tools
- Health & Life Skills Kindergarten to Grade 9 Guide to Implementation Available as a result of collaboration between the
English: LRC Product #495674, French: LRC Product #529315, Alberta Assessment Consortium and the Edmonton

www.lrc.learning.gov.ab.ca Regional Learning Consortium. www.aac.ab.ca,
- Health & Life Skills Kindergarten to Grade 9 Alberta Authorized Resource List Assessment Materials — Public Domain
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· What will I accept as evidence that learning has occurred?  What assessment or evaluation tool will I use?

· What activity will facilitate student learning of the knowledge, skills and attitudes included in the K-12 Physical Education program? (Remember, no single activity is prescribed)

· How will I organize the activity to ensure learning for all students?

· What are the safety considerations for the activity? (Check the “Safety Guidelines for Physical Activity in Alberta Schools” document as well as your District policies)

Assessment/Evaluation

Sample assessment and evaluation tools for a variety of outcomes that can be achieved through physical activity are included as part of this handout.  For more assessment and evaluation ideas, look to the K-12 Physical Education Guide to Implementation, the Teacher Resources section of the Physical Education Online website (www.education.gov.ab.ca/physicaleducationonline) or the Alberta Assessment Consortium (www.aac.ab.ca).

Moving to Inclusion

The outcomes included in the K-12 Physical Education Program are the same for all students, even those with a disability.  The “Moving to Inclusion” series of resources is a great source of information and ideas for providing meaningful learning experiences and opportunities for all students in physical education, as well as tips for getting the necessary support to allow these students to learn, have fun, and achieve the program outcomes.  A copy of the “Moving to Inclusion” series was sent to all schools in 1994 and is available for purchase or download from the Active Living Alliance for Canadians with a Disability website (www.ala.ca). 

Safety and Instruction

The “Safety Guidelines for Physical Activity in Alberta Schools”, suggests minimum guidelines related to equipment, instruction and supervision, to ensure the safest possible physical activity experiences for students. A physically and emotionally safe environment is essential if students are going to learn and have fun!

Consider the following instructional strategies when planning for quality learning experiences:

· Choosing teams:  Take the time to teach students how to create fair teams.  Learning how to create fair teams representative of skill level, speed, and gender will foster self-esteem and fun!
· Relays:  Consider organizing timed relays as opposed to traditional relay races to foster success.  A timed relay for 2-minutes as compared to a relay where every group member has one turn, will allow groups to work together to beat their own performance as opposed to beating other groups.  Timed relays will also eliminate singling out the last student in each group – every one finishes at the same time!
· Equipment:  Save yourself the trouble of setting up and putting away equipment.  Students of all ages are able to safely move equipment.  Consider choosing 3-4 students who will be responsible for returning the equipment to the appropriate place in the equipment room. 
· Dodgeball:  There is great debate as to the learning that occurs through participation in dodgeball type activities.  Consider the activity levels of all students and the kind of objects being used.  Every teacher will need to make a choice as to the effectiveness of using participants as targets, in helping students develop the knowledge, skills and attitudes necessary to lead a healthy active lifestyle.
· Modifications:  There is always more than one way to play a game, which will foster success, cooperation and fun, as well as challenge the abilities of all participants.  Students have created some of the best games, be sure to allow opportunity for their input and ideas!

· Pack the Sneakers:  Staff role modeling participation in physical activity is a powerful motivator for students.  Be sure to participate on the perimeter of the activity space, which will allow you to see and supervise all students at all times.

Teaching Games for Understanding (TGfU)

The TGfU model is a game centered teaching approach where the WHY of the game playing is taught before the HOW of the game.  Students are challenged to learn tactical skills and concepts (e.g., moving into open space, dodging an opponent), which can be applied to a variety of activities before learning game specific skills (e.g., trapping, shooting, serving).  This tactical awareness will allow students to make appropriate decisions about "what to do" and "how to do it."  Increased decision-making encourages students to become more aware of the possibilities when playing a game. In the TGfU model, games are sorted into four categories; batting/fielding, net/wall, target and invasion.  (Teaching Games for Understanding – Theory, Research and Practice, Griffin, L., 2005)
Physical Education Dimensions

ALTERNATIVE ENVIRONMENT
Students participate in a variety of land-or water-based activities in alternative environments.  The selection of activities will depend on the climate, resources and facilities available in the school or community.
INDIVIDUAL ACTIVITIES

Students participate in running, jumping and throwing activities; individual manipulatives; combative or self-defense activities, and target activities.
DANCE

Students participate in a wide variety of dance experiences to enhance development of creative, expressive and rhythmical movements.  Students gain awareness of and respect for their own and other cultures, enhance cooperation skills and develop skills that are transferable to social situations in the community.
TYPES OF GYMNASTICS

Students participate in movement challenges that enable them to develop poise, grace, rhythm, coordination, balance, strength, flexibility and effective body mechanics.

GAMES

Students participate in a variety of games to develop individual and manipulative skills, techniques, strategies and spatial awareness.  Inherent in playing all games are cooperation, respect for others, fairplay and etiquette.

Alberta Education’s Daily Physical Activity Policy Statement

Starting in September 2005, school boards shall ensure that all students in grades 1-9 are physically active for a minimum of 30 minutes daily through activities that are organized by the school.

Guiding Principles:
1. Schools have the responsibility of creating and nurturing a learning environment for students that supports the development of the life-long habit for daily physical activity and for healthy lifestyles.

2. Daily physical activities should:

· Vary in form and intensity

· Take into account each student’s ability

· Consider resources available within the school and the larger community

· Allow for student choice

Procedures:
1. Boards have the flexibility to use instructional or non-instructional hours to implement Daily Physical Activity.

a. Physical education classes are an appropriate strategy to meet the Daily Physical Activity requirement.

b. DPA should be offered in as large a block of time as possible but can be offered in time segments adding up to the minimum 30 minutes per day (e.g., two fifteen minute blocks of time for a total of 30 minutes).

c. DPA can be incorporated throughout the day and integrated into other subject areas.

2. School boards will monitor the implementation of DPA to ensure that all students are active for a minimum of 30 minutes daily.

3. Exemptions from DPA may be given by the principal under the following conditions:

a. religious beliefs – upon written statement from the parent to the principal

b. medical reasons – certification to principal by a medical practitioner indicating in which activities the student is not able to participate.

Guide to Education:  ECS to Grade 12 September 2005, pp. 32-33

www.education.gov.ab.ca/k_12/curriculum/bySubject/dpa.asp 

Activities

Choose activities that will allow your students to have fun while learning and developing the knowledge, skills and attitudes necessary to achieve the outcome(s) being assessed.  A small sample of these kinds of activities is included in this handout.  Always be sure to maximize the amount of time students spend being active; the limit is your imagination! 

No collection of activities is complete without the sharing of ideas, tips and tricks from many professional peers.  Thanks to those teachers who were willing to be creative and share in order to enhance all of our teaching!
GAMES – WARMING UP!
Students participate in a variety of games to develop individual and manipulative skills, techniques, strategies and spatial awareness.  Inherent in playing all games are cooperation, respect for others, fairplay and etiquette.
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( It Tag 


Equipment:  Obstacle free playing area

Organization:  Everybody is “it”. Everybody is trying to tag everyone else.  When tagged, players kneel down on one knee until another player touches them on the shoulder (this can be any player other than the one who tagged), and they stand up and are back in the game!  Players who tag each other at the same time both kneel down.

Variation/Inclusion:  Students each have a partner.  Same game as above, except only their partner can touch them on the shoulder to get back in the game.  Once both partners are tagged, they are out.  Try groups of 5-8 students where there are 4-7 other players in your group who can free a tagged player.  Instead of running and kneeling down, have students move in a variety of ways and jump or balance when tagged to accommodate students of all abilities. Consider having students with visual impairments move with a partner to help guide them.
( Dice Tag 

Equipment:  6-10 foam dice, pinnies

Organization:  Have 2-3 students wear pinnies and choose a foam die.  These students are “it” and try to tag all other students by touching them with the foam die.  All other students start with the number 10.  Once tagged, they roll the die and watch for it to stop on a number.  That number is subtracted from 10, the student calls their new number out loud and keeps on playing (e.g., a 3 was rolled, new number is 7, student says “7” out loud and keeps playing).  When tagged again, subtract the dice number from the new number, and continue until the difference is 0, at which point the student gets their own pinnie and die and becomes a tagger!  

Variation/Inclusion:  Add instead of subtract – have all students start with 0 and become a tagger when their total reaches 20.  Multiply instead of add – have all students choose a number between 1-6 at which to start (e.g., 4x2=8; 8x5=40; 40x3=120…) and become a tagger when their total is 200!  Consider having students with developmental disabilities focus on identifying the number rolled as opposed to solving the equation.  Identify a safe zone where students with mobility impairments can stop for 5-10 seconds before re-joining the game.
( Jurrasic Park Tag (DPA School Handbook)
Equipment:  Three colours of pinnies (two of each), five scooters, two foam balls.

Organization:  Choose two students to be T-Rexes and have them wear red pinnies.  Choose four students to be Raptors and have them wear yellow pinnies.  Choose two students to be Dilophosauruses, give them each a foam ball and have them wear green pinnies.  Choose five students to be Triceratops and give them each a scooter.  The rest of the students are tourists.  Review the following rules:

T-Rexes – try to tag tourists, but can only see tourists who move, and can only tag tourists who are moving.

Raptors – try to tag tourists, and can tag tourists who are moving or standing still, but only when holding hands with another Raptor.

Dilophosuaruses – try to tag tourists who are moving or standing still by throwing their balls and hitting tourists below the waist.

Triceratops – help the tourists by moving around on a scooter touching the shoulder of tourists who are tagged (kneeling) and setting them free.

Tourists – when tagged by any of the chasing dinosaurs must kneel down on one knee.

Variation/Inclusion: Stop the game often to allow students an opportunity to take on a different role.  Consider introducing one dinosaur at a time to allow students an opportunity to familiarize themselves with each role.  Identify a safe zone where students with mobility impairments can stop for 5-10 seconds before re-joining the game.
GAMES – BATTING/FIELDING

Students participate in a variety of games to develop individual and manipulative skills, techniques, strategies and spatial awareness.  Inherent in playing all games are cooperation, respect for others, fairplay and etiquette.
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( Chuck the Chicken 


Equipment:  One rubber chicken for every 20 students, large obstacle free area.

Organization:  Divide students into groups of 8-10.  Each group will be playing against one other group, while one team is on offense; the other team is on defense.  The team on offense starts with the chicken, one shouts “CHUCK THE CHICKEN” and throws the rubber chicken wherever they like in the playing area.  The team then stands in a very tight circle while one person travels around the circle scoring “runs”.  The entire team counts the number of runs until they hear “chuck the chicken”.  The team on defense runs to the chicken, wherever it was thrown.  They line up in a single file and pass the chicken alternating over the head and between the knees until the chicken reaches the end of the line.  The last person in line then shouts “CHUCK THE CHICKEN” and throws the chicken to a new location.  The teams then switch roles and continue to score as many runs as possible!  The same student is not allowed to throw the chicken, or score more runs until each person on the team has taken a turn.

Variation/Inclusion:  If working with a large group or double classes, provide each group with a different object to throw – “chuck the chicken”, “pitch the pig”, “fling the fish”, “boot the ball”.  Adapt the method of passing the chicken down the line and moving around the circle to score runs to include students of all abilities.  Have students with visual impairments move around the circle with a partner. 
(Continuous Cricket

Equipment:  One bat/stick, two pylons, one ball

Organization:  Divide the group into two equal teams, a batting team and a fielding team.  The batting team is lined up in order (they need to remember the order) and bat one at a time trying to score as many runs as possible without getting “out”.  While one player is batting, the rest are standing off to the side ready to go (this game moves fast!).  The fielding team has chosen one “bowler” who will be bowling the ball at the wickets (a pylon behind the batter).  The remaining fielders are spread throughout the playing area and work together to get the batting team out.  Two outs and the teams switch roles.  Batters are out when the ball is bowled and hits the wicket, or when a ball if caught out of the air before it hits the ground (fly ball).  All players must have a chance to bowl before a player can bowl a second time.

Bowl the ball by throwing overhand to the ground and having the ball bounce once before it hits the wicket.  Batters may hit in any direction, there is no such thing as a “foul ball” or a strike, keep swinging until contact is made!

Once a batter has hit the ball, they can choose to run to the pylon (~15 feet away – like running to first base) and back to the wicket, or to hand off the bat to the next player in line.  The fielding team does not need to wait for a batter; they continue to bowl trying to hit the wicket.  Players are not allowed to throw the bat; it must be in the batter’s possession at all times.
Once there have been two outs, the teams switch roles.  The new fielding team does not wait for a batter, they can start bowling from the designated area (centre circle in the gym) right away, and possibly get two outs before a batter steps up to the wicket.
Variation/Inclusion:  Consider placing the ball on a tee for students with developmental disabilities and decrease the distance a student with mobility impairment needs to run. 
GAMES – NET/WALL

Students participate in a variety of games to develop individual and manipulative skills, techniques, strategies and spatial awareness.  Inherent in playing all games are cooperation, respect for others, fairplay and etiquette.
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( Mini Pickle-Ball 

Equipment:  1 racquet for every student, benches or nets

Organization: Pairs of students choose their boundaries using lines on the floor or pylons.  Each student will have a playing space.  A centre line will be between them.  Pairs choose the size of ball they would like to use to play mini pickle-ball.  The challenge is to hit the ball with an open hand so that your partner is not able to return it.  The ball must bounce over the centre line in the opponent’s court once before being hit.  Gradually increase the size of the playing area to increase the challenge.  Choose to add a net or bench over which the ball must be hit.  When students are ready, add a racquet!

Variation/Inclusion:  Play cooperatively with a partner to see how many hits can be made in succession.  Play with two students in each court that must alternate hits.  Encourage students in a wheelchair to choose a ball that will bounce high enough for them to reach. When pairs are choosing boundaries, ensure the boundaries match their abilities – the boundaries can be different for each student in the pair.
GAMES – TARGET

Students participate in a variety of games to develop individual and manipulative skills, techniques, strategies and spatial awareness.  Inherent in playing all games are cooperation, respect for others, fairplay and etiquette.
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( Skittles

Equipment:  12-16 skittles, 10 sponge balls
Organization: Place the skittles in a large grid pattern throughout the activity area.  One student is assigned to guard each skittle, while other students are lined in one corner of the play area.  Students protect their skittle while attempting to knock down the skittles of other students.  Students are not allowed to block the sponge balls with their feet.  Should a skittle be knocked down (including by the student guarding it), that student moves to the end of the line while the next student takes over the role as guard.
Variation/Inclusion: Increase or decrease the level of difficulty to ensure that students do not spend a lot of time waiting in line.  Ideas might include adding more sponge balls, having guards hop on one foot while guarding, or only rolling the balls.  Consider having students in line perform jumping jacks, wall push-ups, mountain climbers or other physical activities!  Allow students in a wheelchair to use a floor hockey stick or other implement when guarding the skittle.  Allow pairs or three students to guard the skittles to ease the pressure for students with co-ordination difficulties.  Consider using a ball with a “beep” or bell in it to support students with visual impairments. 
( Twenty Up
Equipment:  hula-hoops, relay batons, and a variety of beanbags, floor hockey pucks and other objects to throw

Organization: Groups of 2-3 students work together to acquire 20 points before another group of 2-3 students.  Groups earn points by throwing an object so it lands inside a hoop.  Students identify three lines, each a bit further from the hoop target.  A successful throw from the closest line is worth 1 point, the middle line 2 points, and the farthest line is worth 3-points.  Stand a relay baton inside each hoop.  Should a group successfully throw a beanbag in the hoop and knock over the relay baton, they double their score; e.g., a throw was successful from the 2-point line and knocked over the baton – the throw is worth 4 points.

Variation/Inclusion:  When a group reaches 20 points, switch group members to create 2 new groups and begin again.  Choose a variety of objects to throw, and have the opposing group place the relay baton for the throwing team.  Encourage students to work cooperatively to score 20 points as opposed to competing with others.
GAMES – INVASION

Students participate in a variety of games to develop individual and manipulative skills, techniques, strategies and spatial awareness.  Inherent in playing all games are cooperation, respect for others, fairplay and etiquette.
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( Squirrel’s Tail


Equipment:  1000+ Popsicle sticks, pylons, 50+ tails of five different colours (material or flags)

Organization: Create five equal teams and assign each team a house.  Each house is a corner of the gym, one team along the side of a wall; the boundaries are identified by cones (create a small area).  Each team has a different colour tail and each member tucks their tail into the back or side of their shorts – be sure NOT to place the tail through belt loops.

On the signal to begin, teams of "squirrels" attempt to collect "nuts" for the winter.  Collect as many nuts as possible by getting to the centre circle without having your tail stolen, collecting one Popsicle stick/”nut”, and returning the stick to your house.  Then do it all over again!  Teams that take more than one stick at a time are made to return all the sticks from their house back to the centre circle.

Squirrels are also able to collect "nuts" by stealing other tails.  Squirrels are able to steal another squirrel's tail while they are not in a safe area.  Squirrels are safe in their house, and safe when they have one foot in the centre circle where the Popsicle sticks are.  In all other places in the gym, any other squirrel can steal their tail.  Should a squirrel have their tail stolen, they are no longer able to collect sticks from the centre circle, nor are they able to steal other tails, until they take three popsicle sticks from their own house and "buy" back their tail from the house that stole it for 3 sticks.
Variation/Inclusion:  Identify "safe" zones for students with mobility impairments to rest for 5-10 seconds.  Place sticks on a desk or chair so they are accessible for students in wheelchairs.  Consider having students move with a partner.
( Human Foosball 


Equipment:  4-6 indoor soccer ball/sponge balls, pool noodles cut in half/pinnies

Organization:  Like the table game, the object of human foosball is to score goals by kicking the ball into the opposing team’s net.  Two teams play against each other.  Groups of 5-6 students are connected by holding half a pool noodle, or pinnie between them.  Team A holds yellow pool noodles, team B holds pink pool noodles.  Start in the centre of the playing area with one row of team A facing one row of team B.  Alternate teams behind them, i.e., a line of team B stands behind team A, and a line of team A stands behind team B.  Ensure that a defensive team is standing directly in front of their goal.

Each line of players may move to the left or right, forward or back to play the ball, but they are not permitted to pass the lines in front of and behind them.  They must stay in order – as do the wooden players on a foosball table.  Should a line of players break apart, that line is not permitted to play the ball until they have reconnected.  This means that they are all holding on the pool noodles and are all standing.  For safety reasons, the ball must be played at waist height or lower.  If a ball is popped up, play is stopped and a free kick is awarded to the other team.  All other soccer rules apply.  If playing in a gymnasium, the walls are considered in bounds.  Start with one ball to allow students to get used to communicating and moving together, and then add a second, third and fourth ball!
Variation/Inclusion:  Challenge smaller groups of 2-3 students to work together to kick the ball into one of four goals set up in the activity area.  Allow students in a wheelchair to use a hockey stick or other implement to pass instead of kicking the ball.  Encourage the use of verbal communication when a group is moving; e.g., left, right, forwards, back.
ACTIVITY THROUGHOUT THE SCHOOL COMMUNITY!
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The Ever Active Schools (EAS) program is a membership-based program available to Alberta school communities.  EAS assists schools in creating a healthy active school community by supporting the achievement of goals identified in each school’s Game Plan.  Schools reflect upon the four E’s when building a Game Plan - Education, Everywhere, Everyone, and Environment.  The Promising Practices document is a compilation of the best and most unique activities schools in the Ever Active Schools program have offered, and is one of many resources available on the EAS website, www.everactive.org.  The following activities are adapted from the Ever Active Schools Promising Practices:

( Student Leadership School-Wide Activity Day

Equipment:  A variety of equipment depending on the station activities chosen by student leaders.

Organization: Challenge a leadership group of students to create activity stations for a school-wide activity day.  Students provide a description, diagram and equipment list for each station.  Where appropriate, student should consult with their peers, activity resources, and Safety Guidelines when choosing activity stations.  Activities chosen should allow all students to be active at all times, and be inclusive of all ability levels.  Consider having students plan activities for a neighboring/feeder school.
Inclusion: Ensure student leaders are provided with the resources to make activities accessible and inclusive for students of all abilities.
( MOGA Madness


Equipment:  The imagination of the members of your school community!

Organization:  MOGA – Most Outrageous Group Activities are active living challenges created by youth, for youth.  The Canadian Intramural Recreation Association (CIRA) compiled a treasury of MOGA activities in 1998.  Using these to spark ideas, consider challenging students to plan their own active MOGA event!  Sample MOGA activities for large groups include:  MOGA Tractor Pull in a farmer’s field with four teams of 100; Giant Centipede Walk; Can-A-Rama where students created a 3.5km “assembly line” and passed cans of food that were donated from a local grocery store to their school field.  Each student had a short jog to pass a can to the next student.  All 1890 cans were donated to charity.
Inclusion: Include students in the brainstorming and planning process.  Ensure the location(s) of the activity are accessible for all students.
Physical Education

General Outcome A – Activity - Create a Game




A5-10:  Students will apply critical thinking and problem-solving skills to create competitive and cooperative modified games that involve everyone.

Student Names:

Homeroom:





Date:

	Name of Game:
	

	Number of Players
	

	Playing Area
	

	Equipment
	

	PE Learning Outcomes
	


	Safety Considerations
	

	Object of the Game
	

	Organization, Rules, and Skills
	

	Diagram of the Game
	


Resources

1. Alberta Education

Daily Physical Activity School Handbook, 2005

www.education.gov.ab.ca/k_12/curriculum/bySubject/dpa 

2. ABCD’s of Movement for Grades 1(6, Edmonton Public Schools, 2002

LRC $58.00 each grade level, www.lrc.education.gov.ab.ca
3. Ever Active Schools Program

Ever Active Schools is a membership program available to all Alberta school communities.

www.everactive.org 

4. Games to Keep Kids Moving!  PE Activities to Promote Total Participation, Self-Esteem, and Fun for Grades 3-8, B. Dieden, 1995

LRC Product #395097, $54.36, www.lrc.education.gov.ab.ca
5. Health & Life Skills Guide to Implementation K-9, Alberta Learning, 2002

English:  LRC Product #475964, $26.85

French:  LRC Product # 529315, $26.85

Online at www.education.gov.ab.ca/k_12/curriculum/bySubject/healthpls 

6. Health and Physical Education Council (HPEC)
HPEC is an ATA Specialist Council, which provides support to health and physical education teachers.

www.hpec.ab.ca 

7. Moving to Inclusion, National Steering Committee of Moving to Inclusion initiative, 1994.  Product MTI001E, $25.00, Active Living Alliance for Canadians with a Disability, www.ala.ca 

8. Physical Education Guide to Implementation K-12, Alberta Learning, 2000

English:  LRC Product #425597, $20.85

French:  LRC Product # 461335, $20.85 

Online at www.education.gov.ab.ca/k_12/curriculum/bySubject/physed 

9. Physical Education Online

A collection of activities linked to the Alberta Physical Education program outcomes, teaching tips, interactive skill video clips, and much, much more!

www.education.gov.ab.ca/physicaleducationonline - www.education.gov.ab.ca/educationphysiqueenligne 

10. Ready To Use P.E. Activities for Grades K-2, 3-4, 5-6, 7-9, J. Landy & M. Landy, 1993

LRC, $44.75 each, www.lrc.education.gov.ab.ca
11. Safety Guidelines for Physical Activity in Alberta Schools, Alberta Centre for Injury Control and Research (ACICR) in conjunction with many partnering organizations, 2003

LRC Product #517063, $18.75, or online at www.med.ualberta.ca/acicr
12. Teaching Games for Understanding – Theory, Research and Practice, L. Griffin, 2005

ISBN:  0736045945, Human Kinetics, $32.95, www.humankinetics.com 

Intended Audience – Grades 1-9 Teachers


Workshop Outcomes


Participants will:





Participate in a variety of activities from the Games dimension to support student learning of Physical Education program outcomes.


Become familiar with instructional strategies to maximize student participation in physical activity.


Identify opportunities to access ongoing support and resources.
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