UNIT PLAN

Unit Title and Grade Level: Stunts with/without equipment for grades K-5.

Unit Objectives:

Psychomotor Unit Objective:  The students will be able to perform various individual, partner, and group stunts (thread the needle, partner rising sun, tandem bicycle, etc.), with and without equipment, using the correct form by the end of the unit.

Cognitive Unit Objective:  Throughout the length of the unit the students will learn and be able to verbalize the correct name of each stunt.

Affective Unit Objective:  Throughout the length of the unit the students will show appreciation for the stunts by actively participating, and demonstrate cooperation by working cohesively with partners and groups during those stunts.

Materials and Equipment: Wands, foam balls, parachute, bean bags, cones, hoops, flags, stereo, and criteria sheets.

Scope and Sequence:

Introductory and Closure Activities


Fitness games will begin every class.  They will be used to warm up the students and allow them to release pent-up frustration.  Another reason for their use will be to have the kids leave with a good taste in their mouth for physical education.  Each day will begin with an introductory activity consisting of two fitness games.  

Fitness Games in order of use:   



Day 1:  

Addition Tag

Galloping Lizzie

Flag Chase

Day2:

Back to Back

Guess the Leader

Partner Dog and Cat

Day3:

Squad Tag

Loose Caboose

Crows and Cranes

Day 4:

Couple Tag

Busy Bee

Squirrels in the Trees

Day 5:

Mousetrap

Charlie Over the Water

Animal Tag

Day 6:

Team Countdown

Couple Tag

Flag Chase



Day 7:

Golden Hoops

Bean Bag Body I.D.

Loose Caboose



Day 8:



      Flag Chase 



      Galloping Lizzie



      Team Countdown



Day 9:



      Couple Tag



      Animal Tag



      Charlie Over the Water



Day 10:



      Back to Back

      Partner Dog and Cat

      Mousetrap 






(Pangrazi, 2004, p. 543-571)

Stunts


Days 1-3: Individual Stunts without equipment

Day 1 Stunts:

1. Cross-Legged Stand

2. Rubber Band

3. Rising Sun

4. Thread the Needle

5. Heel Slap

6. Sitting Stand

Day 2 Stunts:

1. Measuring Worm

2. Knee Jump to a Standing Position

3. Scooter

4. Tangle Foot

5. Egg Roll

6. Mule Kick

Day 3 Stunts:

1. Coffee Grinder

2. Seat Balance

3. Seat Circle

4. Crazy Walk

5. Pogo Stick

6. Turn-Over

Days 4-7: Partner and Group Stunts

Day 4 Stunts:

1. Partner Get Up

2. Partner Pull Up

3. Double Scooter

4. Partner Toe Toucher

5. Wring the Dishrag

Day 5 Stunts:

1. Partner Hopping

2. Partner Twister

3. Rowboat

4. Leapfrog

5. Wheelbarrow

Day 6 Stunts:

1. Merry-Go-Round

2. Tandem Bicycle

3. Group Get Up

4. Group Pull Up

5. Circle High Jump

Day 7 Stunts:

1. Double Wheelbarrow

2. Wheelbarrow Lifting

3. Camel Lift and Walk

4. Dump the Wheelbarrow

5. Double Bear

days 8-10: Stunts with equipment

Day 8 Stunts (with wands):

1. Palm Balance

2. Finger balance

3. Thread the Needle

4. Jump the Wand

5. Wand Whirl

Day 9 Stunts (with wands):

1. Marking to Music

2. Wand Catch

3. Partner Catch

4. Partner Change

5. Wring the Dishrag

Day 10 Stunts (Cooperative Movements with Parachute):

1. Ripples

2. Waves

3. Popping Corn

4. Mushrooms

5. Mountains

(Pangrazi, 2004, p. 482-514)
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	Week 1
	Introductory Activity

1. Addition Tag

2. Galloping Lizzie

Stunts:

1. Cross-Legged Stand

2. Rubber Band

3. Rising Sun

4. Thread the Needle

5. Heel Slap

6. Sitting Stand

Demos of Stunts by Students

Closing Activity

1. Flag Chase
	Introductory Activity 

1. Back to Back

2. Who’s the Leader

Stunts:

1. Measuring Worm

2. Knee Jump to a Standing Position

3. Scooter 

4. Tangle Foot

5. Egg Roll

6. Mule Kick

Demos of Stunts by Students

Closing Activity

1. Partner Dog                   

       and Cat
	Introductory Activity

        1.   Squad Tag

        2.   Loose Caboose

Stunts:

1. Coffee Grinder

2. Seat Balance

3. Seat Circle

4. Crazy Walk

5. Pogo Stick

6. Turn-Over

Demos of Stunts by Students

Closing Activity

1. Crows and  

        Cranes
	Introductory Activity

1. Couple Tag

2. Busy Bee

Stunts:

1. Partner Get Up

2. Partner Pull Up

3. Double Scooter

4. Partner Toe Toucher

5. Wring the Dishrag

Demos of Stunts by Students

Closing Activity

1. Squirrels in 

        the Trees
	Introductory Activity

1. Mousetrap

2. Charlie Over the Water

Stunts:

1. Partner Hopping

2. Partner Twister

3. Rowboat

4. Leapfrog

5. Wheelbarrow

Demos of Stunts by Students

Closing Activity

       1.     Animal Tag

	Week 2
	Introductory Activity

1. Team Countdown

2. Couple Tag

Stunts:

1. Merry-Go-Round

2. Tandem Bicycle

3. Group Get Up

4. Group Pull Up

5. Circle High Jump

Demos of Stunts by Students

Closing Activity

       1.     Flag Chase    
	Introductory Activity 

1. Golden Hoops

2. Bean Bag Body I.D.

Stunts:

1. Double Wheelbarrow

2. Wheelbarrow Lifting

3. Camel Lift and Walk

4. Dump the Wheelbarrow

5. Double Bear

Demos of Stunts by Students

Closing Activity

       1.   Loose Caboose  
	Introductory Activity

1. Flag Chase

2. Galloping Lizzie

Stunts:

1. Palm Balance

2. Finger Balance

3. Thread the Needle

4. Jump the Wand

5. Wand Whirl

Demos of Stunts by Student

Closing Activity

1. Team 

        Countdown
	Introductory Activity

1. Couple Tag

2. Animal Tag

Stunts:

1. Marking

2. Wand Catch

3. Partner Catch

4. Partner Change 

5. Wring the Dishrag

Demos of Stunts by Students

Closing Activity

1. Charlie Over 

         the Water
	Introductory Activity

1. Back to Back

2. Partner Dog and Cat

Stunts:

1. Ripples

2. Waves

3. Popping Corn

4. Mushrooms 

5. Mountains

Demos of Stunts by Students

Closing Activity

       1.     Mousetrap


BLOCK PLAN

Lesson Plans:


Lesson Plans provided separately.
Evaluation Procedures


There will be a minimum of two assessments built into every lesson.  The student will first be graded through peer evaluation.  The observers will check off the doers as they perform each component of every stunt.  They will do this using criteria/task sheets with the doers name at the top.  These sheets will be turned in at the conclusion of every lesson.  The students will then be evaluated through teacher observation as they are asked to perform a stunt that they learned each day.  Each stunt will have a point total.  The point total will be based on the number of components within each stunt.  If every component of a stunt has been checked off by the doer then the student will receive the maximum number of points for that stunt from peer evaluation.  However, if the student fails to successfully complete every component of a stunt during their demonstration they will lose some of there points.  The concluding evaluation will be the performance of a stunt that has been learned throughout the unit.  The student will be graded on their performance and knowledge of the stunt.  
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