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GRADES 6-8 COOPERATIVE & TEAM GAMES

UNPACKED FOCUS STANDARDS WITH SUGGESTED ACTIVITIES

Student expectations, performance outcomes, standards, and benchmarks by the end of grade eight.

Overarching Standards (all Tandalay Focus Standards follow this format):

1.

Demonstrates competency in motor skills and movement patterns needed to perform a
variety of physical activities.

Demonstrates understanding of movement concepts, principles, strategies, and tactics as they
apply to the learning and performance of physical activities.

Exhibits responsible personal and social behavior that respects self and others in physical
activity settings.

Values physical activity for health, enjoyment, challenge, self-expression, and/or social
interaction.

Participates regularly in physical activity and achieves and maintains a health-enhancing level
of physical fitness (a.), and demonstrates understanding of fitness principles and concepts (b).

General Rubric Scoring:

0 = Student refuses to participate (blank score = student absence).
1 = Student is unable to perform/complete the standard.

2 = Practice time is recommended.

3 = Student is progressing.

4 = Student has mastered the standard.

5 = Student is performing beyond mastery of stated standard.
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COOPERATIVE & TEAM GAMES

1. Motor skills and movement patterns:

STANDARD 1a: Leap and roll using mature motor patterns (NASPE Benchmark for
Sixth Grade).

1. Unpack:
e Whatis the verb: Leap and roll
e Whatis the level of proficiency: Mature motor patterns
e Whatis the skill or content: Leap and roll
2. Evidence of learning:
e The students must leap and roll using mature form.
3. Assessment tool/task:
e Structured observation: Students will demonstrate their ability to leap and roll.
4. Criteria for competence:
e Demonstrate a leap by doing the following:
o Leaping is the transfer of body weight from one foot to the other.
o Runfor a few steps before leaping.
o Use the lead foot to stretch forward as the arms stretch upward.
o When landing, bend the knee of the lead foot to absorb the shock.
e Demonstrate a roll on tumbling mats (if available).
o Round your back like the letter C.
o Tuck your chin to your chest.
o Hike your bottom up high into the air.
o Push off with legs and make sure your weight is on your arms so that
the shoulders and back touch the mat in a very controlled way.
The top of your head should not touch the mat.
o Roll all the way to your feet and stand up!

O

Recommended Activity: Leap and Roll
e Scatter mats in a circular formation on the floor.
e Onyour signal the students will travel in a circle, leaping and rolling.
e They will leap with mature form until they reach a mat. When they reach the mat they will stop
and perform a forward roll with slow controlled movements.
e On another signal the students will stop and change direction.
e They must wait their turn if they come to a mat that is being used.

Scoring Rubric — enter scores @ www.myPEscore.com
STANDARD 1a: Leap and roll using mature motor patterns (NASPE Benchmark for Sixth Grade).

0 points | Student refused attempt. Student absence = BLANK score.

1 point Student demonstrates random attempts to leap and roll.
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2 points | Student demonstrates the initial stage for leaping and rolling with mature motor patterns.

Student demonstrates the elementary stage for leaping and rolling with mature motor

3 points
P patterns.

4 points | Student demonstrates the mature stage for leaping and rolling.

5 points | Student demonstrates the mature stage for leaping and rolling in an open setting.

STANDARD 1b: Demonstrate mature technique for catching (7-1.1).

1. Unpack:
e Whatis the verb: Demonstrate
e Whatis the level of proficiency: Mature technique
e Whatis the skill or content: Catching an object
2. Evidence of learning:
e The students catch a ball while displaying mature technique.
3. Assessment tool/task:
e Structured observation: Students will demonstrate their ability to catch.
4. Criteria for competence:
e Catch underhand:
o Stand with feet about shoulder-width apart, elbows bent, and fingers
pointing down.
o Asthe ball approaches, step forward, extend arms, and bring hands close
together.
o The ball is caught with the tips of the fingers and thumbs.
o The pinkies should be close together when the ball is caught.
o Asthe ball is caught, the hands recoil toward the body to soften the force.

e Catch overhand:
o Elbows are bent and held high and the fingers and thumbs are spread.
o Asthe ball approaches, the arms extend forward and up.
o The ball should be caught with the tips of the fingers and thumbs; the
thumbs are close together.
o Asthe ball is caught, the hands recoil toward the body to absorb the force
of the oncoming ball.

Recommended Activity: Just Passing Through
e Set up the playing area by scattering many hoops throughout a large playing area.
e Students in pairs with a Fluffilo.
e Designate two end lines - all players begin on one end line.
e The goalis to cross back and forth across the field as many times as possible.
e Players must be standing inside a hoop in order to throw or catch the Fluffilo.
e Player one begins with the Fluffilo behind the starting line.
e Player two gets inside any hoop and prepares to catch the Fluffilo.
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e Once the Fluffilo is caught, player one can advance to any available hoop.

e |f a player drops a pass, the pass must be repeated with the passer remaining in the same hoop
(the receiver can move to a closer hoop).

e After crossing the opposite end line, players turn around and come back across the field.

e Pairs get one point for each time they cross the playing field.

e The pair with the highest score when time is called wins!

Scoring Rubric —enter scores @ www.myPEscore.com
STANDARD 1b: Demonstrate mature technique for catching (7-1.1).

0 points | Student refused attempt. Student absence = BLANK score.

1 point | Student demonstrates random attempts to catch.

2 points | Student demonstrates the initial stage for catching.

3 points | Student demonstrates the elementary stage for catching.

4 points | Student demonstrates the mature stage for catching.

5 points | Student demonstrates the mature stage for catching in an open setting.

STANDARD 1c: Throw a variety of objects demonstrating both accuracy and
distance (NASPE Benchmark for Sixth Grade).

1.

2.

Unpack:

What is the verb: Demonstrate
What is the level of proficiency: Accuracy and distance
What is the skill or content: Throwing with accuracy and distance

Evidence of learning:

The students throw the ball demonstrating accuracy and distance.

3. Assessment tool/task:

Structured observation: Students will demonstrate their ability to throw the ball.

4. Criteria for competence:

Copyright 2010

Stand with opposite foot to your throwing arm forward and pointing in the direction
of the throw. Weight is evenly distributed over both feet.

The fingers of the throwing hand grip the center of the object.

The object is shifted back past the ear and the body is rotated away from the throw.
The elbow of the throwing arm should be kept high.

The opposite arm is held out for balance.

The ball is then rotated toward the target, the forearm and wrist are thrust forward,
and the wrist is dropped to allow the ball to roll off the fingers.

Follow through in the direction of the ball.

Keep your eyes on the target.
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Recommended Activity: Throwing Frenzy!

Groups of six get into a circle.

The object: to get through an entire "round" of objects first.

Team captain starts with a pile of objects (Fluffilos, footballs, softballs, etc.) at his/her feet.
(front? in a bucket? You decide.)

Establish a different place to put the objects as they come back to the captain. (behind? out of
the bucket?)

Establish a pattern by throwing an object in any order as long as it starts and ends with the same
player.

Objects must continue to follow the same pattern around the group.

One round is completed when all of the objects (one per member of the group) have made it
through the cycle of players.

If your teams do not have the same number of players, "handicap" the smaller groups by adding
two extra Fluffilos per missing person (or have a different "extra" player help you determine the
winner for each round).

After each round, have the teams take one giant step back, testing their ability to still throw the
ball accurately, but from a distance.

Scoring Rubric —enter scores @ www.myPEscore.com
STANDARD 1c: Throw a variety of objects demonstrating both accuracy and distance (NASPE Benchmark

for Sixth Grade).

0 points | Student refused attempt. Student absence = BLANK score.

1 point Student demonstrates random attempts to throw a variety of objects demonstrating both
P accuracy and distance.

5 boints Student demonstrates the initial stage for throwing a variety of objects demonstrating both
P accuracy and distance.

3 boints Student demonstrates the elementary stage for throwing a variety of objects demonstrating
P both accuracy and distance.

4 boints Student demonstrates the mature stage for throwing a variety of objects demonstrating
P both accuracy and distance.

5 boints Student demonstrates the mature stage for throwing a variety of objects demonstrating
P both accuracy and distance in an open setting.

STANDARD 1d: Consistently throw and catch a ball while guarded by opponents
(NASPE Benchmark for Sixth Grade).

1. Unpack:
e Whatis the verb: Consistently
e Whatis the level of proficiency: Throw and catch while being guarded
e Whatis the skill or content: Throwing and catching
2. Evidence of learning:
e The students throw and catch the ball while they are being guarded by an opponent.
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3. Assessment tool/task:
e Structured observation: Students will demonstrate their ability to throw and catch while
being guarded.
4. Criteria for competence:
e Throwing:
o Begin with left foot forward and body weight evenly distributed over both feet.
o Hold the ball with both hands in front of the body.
o Inthe first part of the backswing, raise the upper arm, and flex the wrist so the
hand points backward.
o Atthis point, the left side faces the direction of the throw; the left arm extends
forward; the weight is on the rear foot.
o Inasimultaneous movement, the upper arm lifts up and forward and the left
arm moves down and back as the weight shifts to the front foot.
o The ball is released off the fingertips.
o The follow-through should be in the downward direction.

e Catching:
o Stand with feet about shoulder-width apart, elbows bent, and fingers pointing
down.
o Asthe ball approaches, step forward, extend arms, and bring hands close
together.

o The ball is caught with the tips of the fingers and thumbs.

o The pinkies should be close together when the ball is caught.

o Asthe ball is caught, the hands recoil toward the body to soften the force.

e Guarded by opponents:

o When guarded by opponents al ways
Look for openings to throw or catch the ball. Stay on the balls of your feet and
continue to move into clear pathways. Be aware of your surroundings at all
times and keep moving.

Recommended Activity: Five to Score!

Form teams with five players each.

Multiple games can be played simultaneously.

One team should wear flags, wristbands, bandanas (scarves), or jerseys to distinguish between
the two.

A marked off playing area that is about 30 feet by 50 feet is ideal.

The objective is for a team to make five consecutive passes and catches to all five players
without dropping the ball or having it intercepted. There is no "goalie" on the field.

One point is scored every time 5 passes (to all five players on the team) are completed.

After each score, the opposite team has possession.

To begin, have the players scatter throughout the playing field.

Each player is assigned to guard one player on the opposing team.

Player with the ball cannot take more than three steps when attempting to throw to a
teammate, nor can he/she hold the ball for more than three seconds.

Defenders must stay 3 feet away from the person holding the ball to allow for passing.
Violations or the three step rule, or the 3 second rule result in opposing team gaining possession
of ball.
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e Violation of the 3 foot defender rule (in-your-face guarding) results in a free pass for the
offensive team.

o VARIATION: play the game with OFFENSE only. Give every team of 5 a ball, and have them work
on their offensive drills. (Goal is to complete 5 passes, with the last pass in the end zone,
without dropping the ball.) See how many goals can be scored before time is called.

Scoring Rubric — enter scores @ www.myPEscore.com
STANDARD 1d: Consistently throw and catch a ball while guarded by opponents (NASPE Benchmark for
Sixth Grade).

0 points | Student refused attempt. Student absence = BLANK score.

1 point Student demonstrates random attempts to throw and catch while guarded by opponents.

Student demonstrates the initial stage for consistently throwing and catching a ball while

2 points guarded by opponents.

3 points Stu'dent demonstrates the elementary stage for consistently throwing and catching a ball
while guarded by opponents.

4 points Student demonstrates the mature stage for consistently throwing and catching a ball while
guarded by opponents.

5 points Student demonstrates the mature stage for consistently throwing and catching a ball while

guarded by opponents in an open setting.

STANDARD 2: Identify benefits resulting from participation in different forms of
physical activities (NASPE Benchmark for Sixth Grade).

1. Unpack:
e Whatis the verb: Identify
e Whatis the level of proficiency: Benefits of participating in physical activities
e Whatis the skill or content: Indentifying benefits
2. Evidence of learning:
e The students must be able to identify at least 6 benefits from participating in
physical activities.
3. Assessment tool/task:
e Question (selected response): What are the benefits of participating in different
forms of physical activity?
4. Criteria for competence:
e The student will identify benefits such as the ones in the list below:
o Increase in energy.
Increase in self-esteem.
Increase in mental focus.
Increase in strength.
Decrease in stress levels.
Enhances coordination and balance.
Strengthens the heart.
And many, many more!

O 0O 0O O O O ©

Copyright 2010 Tandalay Curriculum All Rights Reserved



http://www.mypescore.com/

Grades 6-8 Cooperative and Team Games 8

Recommended Activity: List the Benefits
e Students will respond to the following prompt: "What are the benefits of participating in
different forms of physical activity? List at least 6 benefits."
e Encourage student to use personal experiences.
e When finished, brainstorm on the board. See how many benefits the students can come up
with!

Scoring Rubric — enter scores @ www.myPEscore.com
STANDARD 2: Identify benefits resulting from participation in different forms of physical activities
(NASPE Benchmark for Sixth Grade).

0 points | Student refused attempt. Student absence = BLANK score.

1 point Student correctly identifies 1 benefit of physical activity.

2 points | Student correctly identifies 2 benefits of physical activity.

3 points | Student correctly identifies 4 benefits of physical activity.

4 points | Student correctly identifies 6 benefits of physical activity.

5 points | Student correctly identifies 6 benefits of physical activity and provides personal experiences.

STANDARD 3: Make responsible decisions about using time, applying rules, and
following through with the decisions made (NASPE Standard 5).

1. Unpack:

e Whatis the verb: Make decisions

e Whatis the level of proficiency: Using time wisely and correctly applying rules

e Whatis the skill or content: Being responsible enough to use time and applying rules
2. Evidence of learning:

e The students exhibit behavior of being on task and applying the rules to the

game/activity.

3. Assessment tool/task:

e Structured observation: Students will show their responsibility in game settings.
4. Criteria for competence:

e Using time responsibly:

o Students should manage time so that they are actively participating. All
equipment should be gathered at one time and game information should be
conveyed quickly, but effectively. Students should show motivation to get
involved and get the games rolling!

e Applying rules:

o Students should listen carefully to the rules and expectations for all

activities. They will show understanding by applying the rules to the games
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or activities being played. The game or activity will flow smoothly if all
players/participants are applying the rule correctly.
e Following through with decisions:
o Students should be able to plan strategies with teammates and follow
through with the directions and agreements made. If they decide to make a
game plan, they should be able to execute the plan without quitting.

Recommended Activity: Be Responsible!

Explain that we only have a limited amount of time for physical activity. Let's use it wisely!
Listen to the rules the first time! That way we all understand how to play the game properly and
we don't waste time repeating them.

Follow through with decisions. If you chose a certain strategy (run straight up the middle) make
sure you follow through with it. That way your teammates are always in the loop.

Explain that you will be looking for students that use time wisely, apply the rules, and following
through with all decisions.

Observe their behavior during Fluffilo Frenzy!

Fluffilo Frenzy!

o Divide into groups of 6-8.

o The object: to get through an entire "round" of Fluffilos first.

o Team captain starts with a pile of Fluffilos at his/her feet. (front? in a bucket? You
decide.)

o Establish a different place to put the Fluffilos as they come back to the captain. (behind?
out of the bucket?)

o Establish a pattern by throwing a Fluffilo in any order as long as it starts and ends with
the same player.

o Fluffilos must continue to follow the same pattern around the group.

o Oneround is completed when all of the Fluffilos (one per member of the group) have
made it through the cycle of players.

o If your teams do not have the same number of players, "handicap" the smaller groups
by adding two extra Fluffilos per missing person (or have a different "extra" player help
you determine the winner for each round).

o Variation: have the groups perform a given action when they have completed the drill.
For example, in order to win, all of the students in the group must sit down criss-cross,
with their hands on top of their heads. Create a different ending action for each round.
Be sure to demonstrate each ending challenge prior to play. ** Let the team that
finishes last come up with the new challenge, OR give ALL of the teams some time to
come up with an ending challenge.

o Variation: After each round, have the teams take one giant step back, testing their
ability to still throw the ball accurately, but from a distance.

o Change the final movement with each round. (You are teaching teamwork, throwing
and catching skills, focus & concentration, and measuring the groups ability to follow
instructions! WOW!)

Scoring Rubric —enter scores @ www.myPEscore.com
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STANDARD 3: Make responsible decisions about using time, applying rules, and following through with
the decisions made (NASPE Standard 5).

0 points | Student refused attempt. Student absence = BLANK score.
1 point Student is unable to make responsible decisions about using time, applying rules, and
P following through with the decisions made.
2 boints Student participates some of the time, applies most of the rules, and follows through with
P most decisions.
3 boints Student participates most of time, applies the rules, and follows through with most
P decisions.
. Student makes responsible decisions about using time, applying rules, and following through
4 points . ..
with the decisions made.
5 boints Student participates from start to finish, applies all rules to the game/activity, and follows
P through with all decisions.

STANDARD 4: Understand that each individual's development is influenced by
heredity, hormones, nutrition, exercise, cultural expectations, and gender
differences and accept these individual differences.

1. Unpack:
e Whatis the verb: Understand and accept
e Whatis the skill or content: Understanding and accepting individual differences
2. Evidence of learning: The students can identify influences on development and explain what
each means.
3. Assessment tool/task:

e Question: What are six different influences that affect development?

e Structured observation: Students will show their acceptance of others in a game
setting.

4. Criteria for competence:

e The students will understand the following terms:

e Heredity: Genetic characteristics given from the parents to the children. If the
parents excelled in sports or physical activities, their children may as well.

e Hormones: Some students' hormones may kick in early and produce growth spurts
that may make them stronger and some may experience hormonal changes late,
making them feel inadequate.

e Nutrition: A good nutritional diet will keep students in top shape and give them
more energy to participate in physical activities.

e Exercise: Daily exercise will benefit any age and any gender and give students a
better opportunity to succeed in physical activities.

e Cultural expectations: Some cultures do not participate in physical activities to the
extent that others do and because of this students should understand when other
cultures do not have the experience or interest that they do.

e Gender differences: Boys and girls should be expected to participate equally in all
physical activities performed in school if though there may be strength differences
between the two genders.
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Recommended Activity: Individual Differences
Pair up! Each pair will discuss their differences (appearance, skills, hobbies, etc.). Allow the pairs

to share some differences with the class if they would like to.
Students will respond to the following prompt: "What are six different influences that affect
development? How can you be accepting of these differences?"

11

When finished, choose an activity or allow the students to vote on one and explain that you will

be looking for students that are accepting to all differences.

STANDARD 4: Understand that each individual's development is influenced by heredity, hormones,
nutrition, exercise, cultural expectations, and gender differences and accept these individual
differences.

0 points | Student refused attempt. Student absence = BLANK score.

1 point

Student is unable to understand that each individual's development is influenced by

accept these individual differences.

heredity, hormones, nutrition, exercise, cultural expectations, and gender differences and

2 points | Student explains 2 out 6 influences and shows acceptance to all classmates.

3 points | Student explains 4 out 6 influences and shows acceptance to all classmates.

4 points | Student explains all influences on development and shows acceptance to all classmates.

5 points

is a role model for acceptance.

Student uses detail in a well written essay to explain the influences on development. He/she

STANDARD 5: Newsletter topic/written assessment: Explain methods of
monitoring heart rate intensity (6-4.5). Explain the effects of physical activity on
heart rate and recovery rates (7- 4.4). Seeunit newsletter.

STANDARD 5: Newsletter topic/written assessment: Explain methods of monitoring heart rate intensity
(6-4.5). Explain the effects of physical activity on heart rate and recovery rates (7- 4.4).

0 points | Student refused attempt. Student absence = BLANK score.

1 point Stud(?nt is u.n:f\ble to explain methods of monitoring heart rate intensity or the effects of
physical activity on heart rate and recovery rates.

2 points Stud(?nt eithe.r explains the methods of monitoring heart rate intensity OR the effects of
physical activity on heart rate recovery rates.

3 points Studen'F explai.ns briefly explains methods of monitoring heart rate intensity and the effects
of physical activity on heart rate and recovery rates.

4 points Stu.d(.ent explains methods of monitoring heart rate intensity and the effects of physical
activity on heart rate and recovery rates.

5 points Student explair]s andfjgmonstrates methods of monitoring heart rate intensity and the
effects of physical activity on heart rate and recovery rates.
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Additional Teamn & Cooperative Game Siandards (CA):

ST ANDARD 6-2.5: Identify practices and procedures
necessary for safe participation in physical activities.

1. Unpack:
e Whatis the verb: Identify
e What is the skill or content: Understanding safe
participation in physical activities
2. Evidence of learning:
e The student will identify at least six safe
practices and procedures.
3. Assessment tool/task:
e Question: What are six practices and procedures
necessary for safe participation in physical activities?
4. Criteria for competence:
e The students should be able to give examples of safe procedures such as:
e Take time to warm up, cool down, and stretch.
e Start slowly and build up to more intense activity.
e Stop the activity if you feel pain.
e Drink plenty of water.
e Wear appropriate clothing and shoes.
e Always be aware of your surroundings.

Recommended Activity: Safety First
e Discuss how important it is to be safe during physical activity.
e Students will respond to the following prompt: "What are six practices and procedures
necessary for safe participation in physical activities?"
e  When finished, discuss each of the practices and procedures and explain their importance.

Scoring Rubric — enter scores @ www.myPEscore.com
6-2.5: Identify practices and procedures necessary for safe participation in physical activities.

0 points | Student refused attempt. Student absence = BLANK score.

1 point Student is unable to identify safe practice/procedures.

2 points | Student correctly identifies at least two safe practices/procedures.

3 points | Student correctly identifies at least four safe practices/procedures.

4 points | Student correctly identifies at least six safe practices/procedures.

5 points | Student explains more than six safe practices/procedures and uses them in all game settings.
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STANDARD 6-3.6:Moni t or the intensity of one’s |
activity.
1. Unpack:

e Whatis the verb: Monitor

e What is the skill or content: Monitoring the intensity of one's heart rate during
physical activity

2. Evidence of learning:
e The student will locate their pulse and calculate their heart rate while they are
active.
3. Assessment tool/task:
e Question: What is your heart rate while you are active?
4. Criteria for competence:
e Tolearn your heart rate best, record it before, during, and after physical
activity.

e Isolate your pulse (either at the base of your thumb or the side of your neck) and
count the number of beats in a 15-second period. To determine the heart rate in
beats per minute, multiply the number of beats per 15 seconds by four. For
example, if a 15-second pulse count were 20, then the heart rate would be 120
beats per minute (15x20=120).

Recommended Activity: Heart Rate

e Explain how to find your heart rate.

o Isolate your pulse (either at the base of your thumb or the side of your neck) and count
the number of beats in a 15-second period. To determine the heart rate in beats per
minute, multiply the number of beats per 15 seconds by four. For example, if a 15-
second pulse count were 20, then the heart rate would be 120 beats per minute
(15x20=120).

e Choose an activity that really gets the heart going! When all the students have been moving and
exerting energy, signal for everyone to stop and locate their pulse. Start a stopwatch and signal
at the end of 15 seconds.

e Students will multiply their number by four and record their own heart rate.

e Chart the heart rates to see the differences!

6-3.6:Moni tor the intensity of one’'s heart rate durin

0 points | Student refused attempt. Student absence = BLANK score.

1 point Student is unable to monitor the intensity of his/her heart rate during physical activity.

Student attempts to monitor the intensity of his/her heart rate once during physical activity.

2 points .
P The calculation may not be correct.

Student monitors the intensity of his/her heart rate more than once during physical activity.

3 points .
At least one calculation is correct.

4 points | Student monitors the intensity of his/her heart rate during physical activity.

Student monitors the intensity of his/her heart rate during physical activity and in open

5 points .
settings.
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STANDARD 6-4.5: Explain methods of monitoring heart rate intensity.

1. Unpack:

e Whatis the verb: Explain

e Whatis the skill or content: Explaining methods to monitor heart rate intensity
2. Evidence of learning:

e The student will explain two methods for monitoring heart rate.
3. Assessment tool/task:

e Question: What methods can you use to monitor your heart rate?

e Structured observation: The student will show you how to count his/her pulse and
calculate his/her heart rate.

4. Criteria for competence:

e To monitor your heart rate intensity, count your pulse throughout your exercise
session and make sure it does not exceed your maximum heart rate. If it is much
lower, increase your intensity. If it is higher, decrease your intensity.

e To calculate your heart rate: Isolate your pulse (either at the base of your thumb or
the side of your neck) and count the number of beats in a 15-second period. To
determine the heart rate in beats per minute, multiply the number of beats per 15
seconds by four. For example, if a 15-second pulse count were 20, then the heart rate
would be 120 beats per minute (15x20=120).

e The talk test: If you cannot keep a conversation throughout your workout, you are
exercising too hard.

Recommended Activity: Monitoring Methods
e Students will respond to the following prompt: "What methods can you use to monitor your
heart rate?"
e  When finished, students will record their resting heart rate then go for a jog to get their heart
pumping!
e Students will record their heart rate again and compare the differences in their resting heart
rate and active heart rate.

Scoring Rubric —enter scores @ www.myPEscore.com
6-4.5: Explain methods of monitoring heart rate intensity.

0 points | Student refused attempt. Student absence = BLANK score.

1 point Student is unable to explain methods of monitoring heart rate intensity.

2 points | Student will correctly explain how to calculate heart rate or correctly explain the talk test.

3 points | Student will explain how to calculate heart rate and attempt to explain the talk test.

4 points | Student will explain how to calculate heart rate correctly and explain the talk test.

Student will explain and demonstrate how to calculate heart rate and correctly explain the

5 points . . .
P talk test. He/she will use this in an open setting.
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STANDARD 7-2.3: Use principles of motor learning to establish, monitor, and
meet goals for motor skill development.

1. Unpack:

e Whatis the verb: Use

e Whatis the level of proficiency: Establish, monitor, and meet goals

e What is the skill or content: Motor skill development

2. Evidence of learning:

e The student will make goals toward certain skills (kicking for example... | want to
learn how to kick with proper form) and practice in order to make a permanent
change.

3. Assessment tool/task:

e Structured observation: The student will show progress with a specific skill over a
two week period. The student should set the skill in the beginning of the unit and
reassess his/her learning at the end of the unit.

4. Criteria for competence:

e Motor learning: The acquisition of skills or skilled movements as a result of practice.
Motor learning involves a set of internal processes associated with practice or
experience leading to relatively permanent changes in motor skill.

e Principles of motor learning: When you establish a goal you must understand that it
takes time and practice for the change in your skill level to become permanent.
Changes won't happen overnight.

Recommended Activity: Motor Skill Goals
e Students will set goals to improve a motor skill. For example: "l want to learn how to kick with
proper form."
e For two weeks students will monitor their progress and record all observations.
e When completed, students will write a summary explaining the improvements they have made.

Scoring Rubric — enter scores @ www.myPEscore.com
7-2.3: Use principles of motor learning to establish, monitor, and meet goals for motor skill
development.

0 points | Student refused attempt. Student absence = BLANK score.

Student is unable use principles of motor learning to establish, monitor, and meet goals for

1 point motor skill development.

2 points Student establish(.es and m.ee'fs most of his/her goals set over a two week period. Student
attempts to explain the principle of motor learning.

3 points Student establish(?s, briefIY mpnitors, and meets: goals set over a two week period. Student
attempts to explain the principle of motor learning.

4 points Student establishes, monitors, and meets goals set over a two week period. Student fully

understands the principle of motor learning.

Student establishes, monitors, and meets goals set over a two week period and applies
5 points | his/her motor learning in all open settings. Student fully understands and explains the
principle of motor learning.
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STANDARD 4.4: Explain the effects of physical activity on heart rate during

exercise, during the recovery phase, and while the body is at rest.
1. Unpack:

e Whatis the verb: Explain

e What is the skill or content: Heart rate during exercise, during the recovery phase,
and while the body is at rest.

2. Evidence of learning:

e The student will fully explain the effects of his/her heart rate during exercise,

recovery phase, and when the body is at rest.
3. Assessment tool/task:

e Question/Essay: How does your heart rate differ during exercise, during the
recovery phase, and when the body is at rest?

e Structured observation: The student will stop and record his/her heart rate during
exercise, during recovery, and at rest.

4. Criteria for competence:

e Asyou increase your physical activity, your heart rate also increases. During
exercise, the heart rate will be at its highest. During the recovery phase, the heart
rate will begin to slow. After your body has cooled down and is resting, the heart
rate will be at its slowest. This is the body's resting heart rate. As your exercise
decreases, your body's need for oxygen to the muscles decreases. So, your heart
does not have to work so hard and slows it's pumping.

e Forstudents in grades 6-8, the average resting heart rate is 70-80 beats per minute.

Recommended Activity: Heart Rate Comparison

e Students will participate in a high energy activity. They must stop and record their heart rate
before the activity (resting heart rate), during the activity, and during the recovery phase (when
the heart rate is slowing down).

e Students will respond to the following prompt: "How does your heart rate differ during exercise,
during the recovery phase, and when the body is at rest?"

4.4: Explain the effects of physical activity on heart rate during exercise, during the recovery phase, and
while the body is at rest.

0 points | Student refused attempt. Student absence = BLANK score.
. Student is unable to explain effects of physical activity on heart rate during exercise, during
1 point . .
the recovery phase, and while the body is at rest.
. Student will explain one of the effects of physical activity on heart rate. He/she will explain
2 points . . . . .
the effects during exercise, during the recovery phase, or while the body is at rest.
. Student will explain two of the effects of physical activity on heart rate. He/she will explain
3 points . . . . .
the effects during exercise, during the recovery phase, and/or while the body is at rest.
. Student will explain the effects of physical activity on heart rate during exercise, during the
4 points . .
recovery phase, and while the body is at rest.
. Student will explain and demonstrate the effects of physical activity on heart rate during
5 points . . . .
exercise, during the recovery phase, and while the body is at rest.
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