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MUSICAL HOOPS
Scatter the same number of hoops as students 
on the floor throughout the activity area. When the music starts, instruct students to move 
around the hoops using the locomotor movement of their choice; e.g., hopping, crawling, 
SKIPPING��7HEN�THE�MUSIC�STOPS��EACH�STUDENT�MUST�STAND�INSIDE�A�HOOP��2EMOVE�A�HOOP�OR�
two from the activity area after each round and explain that when the music stops again, 
all students must still find a hoop in which to stand. Allow a maximum of 4-5 students 
per hoop. Start the music and continue until only 5-6 hoops remain. Consider challenging 
students to move through the activity area at different levels (high, medium, low), or in 
different shapes (tall, wide, twisted, round).

Paddle Games
EQUIPMENT
music » music player » paddles 
(one per student) » variety of balls; 
e.g., sponge, beach, or foam » 
long ropes » pylons

RELATED RESOURCES
s� 0LAY3PORT�WEBSITE��www.playsport.net

Warm It Up

Lesson 5 of 6

Students will apply basic rules and fair play 
while playing and learning the strategies 
of lead-up games” +���0HYSICAL�%DUCATION�
0ROGRAM�OF�3TUDIES��!LBERTA�,EARNING��
2000.
s� 3TUDENTS�CAN�TAKE�TURNS�SERVING�THE�BALL
s� 3TUDENTS�CAN�ACCURATELY�COUNT�POINTS
s� 3TUDENTS�CAN�SHARE�

positive comments 
about the performance 
of their opponent

Clues that students are achieving 
the outcome…

Activity
Basic Skills
Application of 
Basic Skills A1-11



     Safety First! 
See Safety Guidelines pages 99-100.

Games 2-10GRADES K – 3

Ever Active Schools  »  www.everactive.org 
3rd Floor Percy Page Centre, 11759 Groat Road, Edmonton AB  »  Ph. 780-454-4745

Whoop It Up
PICKLE WAS A SAUSAGE DOG
-ATCH�THE�SIZE�OF�COURTS��EQUIPMENT�AND�RULES�TO�THE�
age and skill level of students. While each student gets 
a paddle, create courts that are narrow and long (sausage dog) by using lines on floor or other 
boundary markers. Create a net using a long rope or by placing pylons across the middle of the 
court.

/NE�STUDENT�STARTS�ON�EACH�HALF�OF�THE�COURT��4HE�GAME�STARTS�WHEN�ONE�STUDENT�SERVES�THE�BALL��BY�
letting the ball bounce and then hitting it with a paddle, or by hitting it out of their hand) onto the 
OTHER�SIDE�OF�THE�NET��3TUDENTS�SCORE�A�POINT�IF�THE�BALL�IS�HIT�INTO�THEIR�OPPONENT�S�COURT�AND�IS�NOT�
returned or if the ball bounces more than once. Students take turns starting each rally with a serve. 
)NVITE�STUDENT�VOLUNTEERS�TO�DEMONSTRATE�A�COUPLE�OF�POINTS��2EMIND�STUDENTS�TO�USE�A�HANDSHAKE�
grip and to return to a ready position each time they hit the ball. Stop play after 2 minutes and 
instruct students to rotate courts and start a new game with a different opponent. Vary the level 
of difficulty by allowing students to use their hands to hit the ball instead of a paddle, or allow 
STUDENTS�TO�CATCH�AND�THROW�THE�BALL�INTO�THEIR�OPPONENT�S�COURT��!FTER�A�FEW�ROTATIONS��STOP�PLAY�
and ask students questions to raise their awareness of game strategy; e.g., “Why is ready position 
important in this game?” (for a quicker reaction to the ball) “What are the different types of shots 
or throws you can do in this game?” (drop shot just over the net, fast shots down the sides of 
the court, high shots to the back of the court), “Which areas of the court do you want to use in 
THIS�GAME�v��LONG�AND�SHORT	��#ONSIDER�DEMONSTRATING�SOME�OF�THE�IDEAS�SHARED��2OTATE�COURTS�
AND�ENCOURAGE�STUDENTS�TO�APPLY�SOME�OF�THE�STRATEGIES�DISCUSSED��4HE�NEXT�TIME�STUDENTS�ROTATE��
change the court size to short and fat (pickle).
.

POST GAME 
INTERVIEW
Gather as a large group and 
ask students if they found 
it easier or more difficult to 
make decisions about what 
types of shots to use when 
the court was changed from 
pickle to sausage dog? 
Were the rules harder to 
follow? Ask students to share 
positive examples of how 
they followed the rules and 
played fairly while practising 
game strategy.

Wrap It Up


