PHYSICAL EDUCATION UNIT OUTLINE
Inventing Games: Classification: Net/Wall Grade Level: 6/7

The unit goals are to (state 3-5): Create games in relation to skills and concepts wtihin net wall games that is at their level, which is fun, fair, inclusive,

safe & flows

Understand offensive & defensive strategies; isolate them to practice; and perform them in game play

Make group decisions in a democratic way so that all players take responsibility for their game and corresponding rules
Students will develop their conflict resolution skills so that they are solving problems in peaceful & calm ways
Creating rules or modifications to challenge themselves during the game.

Generate moments of aporia and work with groups and individuals on their experiences of being ‘stuck.’
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2. Game Appreciations

DEFINING Net / Wall GAMES

Net/Wall structures.

* Only the equipment
provided can be used
(simple equip like
beach balls)

* Identify differences
between regs. and
rules

Classifications Systems

* Listening

rules.
-(Net: badminton, danish long ball,
pickle ball, table-tennis, tennis,
volleyball. Wall: handball (court),
paddleball, racquetball, squash)

* Q & A about commonalities and
differences of Net/Wall Games

* Use worksheet to define some names
of Net/Wall Games, identify 3
differences and 3 commonalities

* Identify differences between
regulations & rules

Modify range of questions

(disagreements).




1. Play the game
effectively (flows, safe,
fair, fun, inclusive,

Team play

¢ Invite one or two students from each
group to collect equipment
¢ Establish boundaries for each

* Competition — discuss notion of
evening out team levels (based on
skills) to provide each player with

2. Game Appreciation 3. Decision making

Learn to participate in committee process

Drop existing rule Card

. Restate rule Card

The group needs to vote on the
proposal a member brings to the
discussion. Democratic
principles of majority votes

apply.
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game selection

both groups can play it (in my
experiences students always pick the
game they have invented).
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(4) Tactical Awareness

IDENTIFY OFFENSIVE STRATEGIES

1.Problem-solve in
groups (cognitive)

2. Through the process
of trial and error be
able to discern what
works more effectively
(cognitive)

3.Learn about roles of
offensive players
(cognitive)

4. Distinguish between
on the ball and off the
ball play (cognitive)

5. Assist the players
with the ball
(psychomotor).

Offense

Keeping
possession
Scoring

Present the problems to the class:
“how can your team score more points
than your opponents?

“How do you keep possession of the
ball / to maintain serving / to set up
scoring opportunities?”

Possible solutions

¢ Keep hitting the ball 2 times
before moving it over the net

* Have consistent serves

e Hit gently to teammates but more
aggresively to opponents

*  Focus on calling the types of hits
so players know when to put it
over

What to do when waiting?

*  Focus on positioning and
anticipating the ball when
waiting for it to come over

*  Anticipate blocking or covering
positions

Where to go to be available for pass?
Division of roles to cover
Transpositional Awareness

Risk in losing possession

Creating space for opportunities
Thinking 2 or 3 moves ahead
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10 Complete Student run Allow game to continue with Complete

1. Game Play

GAME

Complete

game

defined number of time-outs.
Utilize referees, coaches ,
equipmen managers and scoring
officials

Complete




