
Clues that students are achieving the 
outcome...
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GAMES

INVENTING GAMES

“Students will identify and demonstrate 
positive behaviours that show respect for 
self and others,” K-12 Physical Education 
Program of Studies, Alberta Learning, 
2000

• Students can listen to and value ideas 
shared by others

• Students can contribute to group 
discussion and processes

• Students can actively participate in 
games
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EQUIPMENT
Soft balls (e.g., indoor soccer balls, foam balls) » pylons » 
one piece of paper per group 

RELATED RESOURCES
• Butler, J. (2013). “Stages for children inventing games.” 

Journal of Physical Education, Recreation, and Dance 84 
(4), 48-53.

• PHE Canada, Physical Literacy Educational Strategies: Imagination (2012). www.
phecanada.ca/

• Growing Young Movers - Striking and Fielding Games, www.growingyoungmovers.com/
• The Physical Educator - Striking and Fielding, www.thephysicaleducator.com/

Warm Up
NORWEgIAN FOOTbALL
Explain the purpose of the lesson is to apply variations to a striking and fielding 
game, determine groups for inventing games and establish systems for making group 
decisions. Create groups of 10-12 students (two teams of 5-6) and assign each group 
a playing area. One team will begin on offense, by kicking the soft object anywhere in 
the group’s playing area. Once the ball is kicked, the student will move around the other 
members of their offensive team, who are standing in single file, as quickly as possible. 
Each completed lap around the team scores one point. Meanwhile, the team on defence 
moves to the ball, wherever it was kicked. They line up single file behind the ball, and 
pass it backwards between their legs using their feet, to the next teammate in line. When 
the last student in the defensive line receives the ball, they shout “STOP” and kick the 
ball to a new location. The defensive team now transitions to offense, while the offensive 
team transitions to defence. The same student is not allowed to kick the ball or score 
more runs until each person on the team has taken a turn. Play until all students are 
warmed up. Ask, “Where is the best place to kick the ball?” and “What did you do to 
effectively score runs?”

Safety First!
“Safety Guidelines for Physical Activity 
in Alberta Schools”, Alberta Centre for 
Injury Control and Research (ACICR, 
2013) pages 11-17, 44 and 123.

ESSENTIAL QUESTION
How can game play enhance our well-being and relationships with others?

Cooperation
Communication

Fair Play

Leadership

Teamwork C(10-30) 6
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main Lesson 
NORWEgIAN FOOTbALL VARIATIONS
After the warm up, invite students to use the characteristics of striking and fielding games 
identified in Lesson 1 to determine if Norwegian Football is a striking and fielding game.
Introduce one variation to the game (e.g., place two pylons in each playing area, batting 
team scores three extra runs for hitting a pylon) and play again. After a few minutes of 
play, move to each playing area and pause the game by calling a time-out. Ask students 
in the group, “What effect did the rule change have on the game?” and “what other rules 
changes can you suggest to challenge your game play abilities?” 
Instruct each team in the playing area to discuss and determine another rule change that 
can be implemented to make the game more challenging and enjoyable. Each team will 
take turns explaining the rule change and playing the modified game. Groups can then 
determine which rule modification made the game most challenging and enjoyable for 
everyone. 

CooL DoWn 
Description of Striking and Fielding games*: Players on the batting team strike an object and attempt to run between two points 
before the fielding team can recuperate the object. Tactical Problems related to Striking and Fielding Games include striking the 
object, fielding the object, running the points.  Examples: Baseball, Softball, Cricket, Kickball (http://www.thephysicaleducator.com/
resources/games/striking-fielding/). When inventing games, students will make decisions about the secondary rules (e.g., scoring, 
innings, outs, size and shape of playing area). Assign students to a group of four to six people, or allow students to select with whom 
they would like to work. Explain that groups will begin outlining and playing their invented game in the next two lessons. In order 
to effectively prepare for the creative and collaborative process, an important first step is for each group to define the processes 
that will allow them to work efficiently and effectively. Provide each group a piece of paper on which they will record their group 
processes, using the following five elements identified by Butler (2013, p.49) as a guide:

• Consensus building (does every decision need to be unanimous)
• Group decision-making processes (Must everyone speak? Should a hand be put up to speak?)
• Majority rules voting (How will decisions be made? By vote? What if there is a tie?)
• Conflict resolution (How will conflicts be resolved? By the group? By the teacher?)
• Inclusion (How can everyone be involved? What if some don’t speak up?)

Collect the group processes as students leave the activity area, or review at the beginning of Lesson 3.
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