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PROFESSIONAL DEVELOPMENT OPTIONS

Make Professional Development as Easy as 1, 2, 3!

SPARK is proud to offer a wide selection of on-site and online teacher training programs. SPARK has the BEST
presenters ready to lead the most effective and enjoyable professional growth day ever! Presenters include
SPARK trainers and program authors, past SHAPE America Teachers of the Year, and product experts.

Choose from a variety of professional development options:

i* SPARK Training Program

SPARK workshops are in-person, FUN, hands-on, and designed to meet the needs of the

host school, district, or agency. 1-day and 2-day training options are available.

SPARK Institutes

The ultimate SPARK experience hosted in San Diego, CA every summer.

SPARK Online Professional Development

Complete training anywhere, anytime! SPARKecademy.org provides access to free recorded
SPARK webinars & tutorials, plus you can purchase online training modules in each SPARK
program and earn a graduate-level unit of credit.

Visit sparkpe.org/professional-development to learn more.



SPARK PHYSICAL

EDUCATION
o Students will be able to discuss e Ican discuss ways to create a e On "heads down’, look at your
strategies for creating a positive positive learning environment in shoes. On "heads up”, look at the
learning environment. our class. student you chose.
o Students will be able to listen to e I can listen and follow the e If 2 people make eye contact
and follow teacher prompts. teacher's prompts. with each other then both sit
o Students will follow the rules and e I can follow the rules in a group down.
demonstrate fair play in a group activity. e Be honest and after "heads up”,
activity. don't turn your head to find
someone new to look directly at
if someone is looking at you.
e None ﬁ /h
e Create a large circle with students standing side by side. 'ﬂ‘

e For classes over 25 create circles create 2 circles that play at the same time.

LA

e The object of Heads Up is to try and look at someone who is not looking directly at you so you can stay in the game.
2. Instructions

e Look around the circle and mentally choose 1 student you will look at on the signal.

e When I say "heads down", look down at your shoes.

e When I say "heads up” look up and immediately look directly at the person face that you chose.

o [f two people make eye contact with each other, they both sit down.

e If nobody is eliminated, then I will just repeat "heads down", then "heads up" again.

e Each time we repeat the prompts choose a new person to make eye contact with.

e Be honest and follow the rules to make the game more fun.

e Do not turn your head and look at a new person if you see someone looking at you. You will be eliminated.

o We will play until there are only 2 students left.

UNIT: | LESSON 8:



SPARK F1CI 0N FE Sepak Takraw
—%

Learning Objectives Learning Targets Teaching Cues
+ Swudents will apply Sepak Takraw skills s | can combine use Sepak Takraw skills = Make good passes to your group
with proper technigue. with proper farm. mermbers to set up a good return.
» Students will apply basic offensive and * | can demanstrate basic offensive and = “Call” the ball to tell athers in youwr group
defenshe strategies. defensive strateqgias. yeu are getting it
* Students will demanstrate positive s | can show positive behavior and include
behavior and include others in the others in the activity.
activity.

——-—_E__

PREP s pace: 3

» 4 spot markers per & students [for boundaries)
= 2127-18"H cones per & students (Ffor net)

#1912 jump rope per & students (far net) ‘|r

= 1 ball (10" dia volleyball trainer) per & students

SET

» Create small (B x & paces) grids per group of 6.

* Form 2 groups of 3 for each grid.

» Create a net {using jump rope and cones) ta divide each grid into 2 equal areas.
* Position groups of 3 in a triangle on elther side of the net_ [See diagram.)

TEACH

1. Lesson Objective
» The object of Sepak Takrow is to hit the ball (takraw] over the net without the opposing group being able to return it
2. Instructions
+ The difference batween this and velleyball is that the ball i hit anly using powr lower bedy.
* “Sepak” is the Malay word for kick. "Takraw® is the Thal word for woven ball.
» Rules
» Play begins with a toss from a side player to center player who kicks it over the net.
» Receiving group |s allowed 3 hits to get the ball back to the other side of the court.
» A point (s scored (by serving group anly) If the ather graup:
= Hits the ball out of bounds (liners are goad).
=« Does not return ball in 3 or fewer hita.
= Allowes ball to hit the grownd more than 1xin a row.
= Tauches the Ball with a hand or arm.
= Cammits a “held ball® by catching or trapping ball.
» If the serving group wins the rally, they score a point and continue serving.
» If the receiving group wins the rally, It is a side-aut and they take over the sense.
+ On a side-out, rotate positions to get & new server
= Ratation is clockwise [server moves to right back, to left back, to serwer)
3. Challenges

» How many times can your greup return the serve using 3 hits?

—-—_@_____———_—

UNIT: World Games | LESSON 7: Sepak Takraw 13



SPARK 2 fion B Teaming Up
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Learning Objectives Learning Targets Teaching Cues

» Students will learn and practice + Ican discuss and demonstrate « Bend, twist, turn to move
tearmwork as a social skill. teamwork in our activity. through the hoop.

+ Students will accept challenges + Ican help my group to complete + Talk to each other and work
with others. challenges. together!

= Students will engage in physical  Ican follow directions and play e Try not to use your individual
activity with responsible respectfully with others. fingers.
interpersonal behawvior.

m—

PREP y k

+ 2 hoops per 5-6 students g ﬁ%
SET kb o K

* Form circles of 5-6 students, hands joined, and scattered in area ] 1 =

* Give 2 hoops to each group.

TEACH @P,W e

1. Lesson Objective
¢ The object of Circle the Circle 1z to use teamwork to move a hoop around your circle without letting go of your
hands.
¢  What is tearmwork? (Working respectfully and effectively within a group toward a shared goal. Good teamwork uses
cooperation, communication and trust.)
2. Instructions
= Place a hoop over 2 students’ joined hands (hands join inside the hoop), so it dangles like a bracelet.
* Onsignal, move the hoop around your circle by stepping and ducking through it.
*  Heep your hands joined at all imes and do not use your hands to mowve the hoop.
s Bend, twist, and turn. Talk to each other and work together.
3. Challenges
* How many times can your group move the hoop around your circle in 1 minute?
How quickly can yvour group pass your hoop around the circle 2X7
After completing previous challenges combine groups and add a second hoop.
Try sending hoops in opposite directions.
Let's create 1large circle and add even more hoops.

UNIT: SEL | LESSON 4: Teaming Up



- PHYSICAL
SPARK EDUCSATION [ ScHooL Kan Jam

\

Learning Objectives Learning Targets Teaching Cues
e Students will demonstrate skills e I can demonstrate skills using Backhand Throw:
using proper technique. proper form. o Crip: Basic or Power.
o Students will work cooperatively e I can work cooperatively to ¢ Stand sideways.
to improve skills, knowledge, and improve my skills, knowledge, o Coil and uncoil arm.
performance. and performance. e Power wrist snap, finger points
e Students will participate safely, e I can participate safely, to target.
responsibly, and use good responsibly, and use good Deflecting
communication. communication. o Get set, watch, and move.

e Select deflect: none, 1- or 2-
hand, tap or slam.

1 disc per 4 students
e 1hoop (can) per 2 students
e 1llarge cone (target) per 2 students ﬁ
e Tournament Format Content Cards IR 7Y h;.
e Character Matters (CM) Content Cards and Assessment 6 O Q ”\P
e Kan Jam Content Card(s) and Kan Jam 101 -

SET Ao ahe
e Form teams of 2.

e Create 1 court (1 disc, 2 hoops, 2 cones) per 4 students.
e Place 2 teams per court with teammates on opposite ends. ﬁ h

1. Lesson Objective
e The object of Kan Jam is to successfully play the backyard game using the skills, strategies, and character traits learned.
You will do this by engaging in practice and applying the skills in a tournament.
2. Instructions
e (Clearly and concisely demonstrate game rules, skills, and strategies.)
o Teammates alternate between throwing and deflecting. Then players on the opposite team do the same; this is
considered a “round”.
e Scores are calculated after each player throws, and the scores should be called out loud before each throw to ensure the
score is accurate and known by all players.
e Scoring: Dinger = 1 pt (redirected disc hits cone). Deuce = 2 pts (disc directly hits cone unaided; cone remains
standing). Bucket = 3 pts (redirected disc lands and stays in hoop). Instant Win = (direct hit that knocks cone over).
e To score, thrower must remain behind hoop, throw cannot initially hit ground, and the disc cannot be caught, carried,
or hit more than once.
3. Practice
e Players backhand throw from a close distance attempting to directly hit target (or have partner deflect disc into target).
¢ Once a player hits the target (directly or deflected) 5%, they move back 1 giant step.
e Repeat process until players reach the distance established for tournament play.
e Play one scrimmage game, while keeping score to prepare for the tournament.
4. Tournament Play
e Select either Royal Court or Success Try Again tournament format.
e Play each game for a set time, using a single clock to begin and end all games simultaneously. After each game, rotate
teams to a new court based on the game outcome (see Tournament Format Content Cards).

UNIT: Backyard Games | LESSON 2: Kan Jam



sPark PHYSICAL B Noodle Movers

Learning Objectives Learning Targets Teaching Cues

» Students wall demonstra_ie ) « [ can work cooperatively and + Communicate cooperate, and
tEBIﬂWOl'k_ Elﬂd cooperation mn a encourage others in activities. problem-solve with your group.
group activity. e I can work with others to « Be creative and think outside the

. SffldEﬂtS will accept challenges complete challenges. box to find different ways to get
with others. ) _ e [ can follow directions and your necdle to the finish line..

« Students will engage in physical participate safely with others. « The noodle must be touching
activity with responsible both of you at all times.

interpersonal behawior.

PREP o
* 1 pool noodle per student M M\M\‘f%\%
« 4 cones (for start and finish lines) i L i

* 1 foam ball per £ students

SET

* Create alarge (20 x 30 paces) activity area.
s [Jze cones to create a start and finish line 10-15 paces apart.
* Pair students and provide each pair with 1 pool noodle.

Finish Line

Aesnmsnssamsnnnnnmnnmnd

TRACEHE = ST .

1. Lesson Objective
* The ohject of Noodle Mowvers 1s to work cooperatively with your partner and group to use yvour noodles to move the
ball from the starting line to the fimsh line.

2. Noodle Travel
s How many different ways can you and your partner move the noodle from the starting line to the firash line without
using your hands?
The noodle must be touching both of you at all times.
If you use your hands or the noodle falls to the ground you will go back to the starting line and try again.
Come up with unigue ways to get the noodle to the finish hine.
(Sample ideas to prompt students who need help.)
Balancing on your heads
Under your chins,
Cn top of feet,
Cn shoulders,
Between knees
Under arm pits

4. Movers and Shakers
s Partner
o (Students in pairs provide 2 noodles and 1 foam ball )
o Stand across from your partner and each of you will hold the ends of the noodles nght next to each other.
o Flace the ball on top of the noodles. Using your hands open and close the noodles to allow the ball to mowve the ball
back and forth between your bodies. (Allow 2-3 minutes for students fo practice their technique.)
* Small Group
o (Pairs combine to make a group of 4. Pairs stand side by side with their partner holding the noodle like before.)
o Practice moving the ball from 1 set of noodles to the other, handing it off wathout letting the ball hut the floor.
o Mext toss the ball from one set of noodles to the other. First from a short distance then gradually move farther away.
s Large Group
(Groups of 4 combine to make 8 all standing behind the starting line with 1 ball per group.)
First pair will start with the ball on their noodles then the other pairs will move in front side by side.
First pair moves the ball to the next group then mans to the end of the ine.
Each pair then hands 1t off to the next pair and moves to the end.
When you get there walk back to the starting line and wait for the signal to begin again
{Can progress to tossing the ball instead of handing it off)

LI ]
Q

[ I I T
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UNIT: Fool Noodles | LESSON 6: Noodle Movers



sParK PHSIC: All-Run Kickball

Learning Objectives Learning Targets Teaching Cues

+ Students will be able to discuss * [ candiscuss ways to create a + Kicking team, run single file
strategies for creating a positive positive leaming environment in around the bases. Everyone stays
learning environment. our class. in the same order as they run,

« Students will kick a ball with » I can kick a ball for distance and « Fielding team, pass the ball over
appropnate technuque, force, and AcCuracy. and under to the back of the line.
aCCUracy. » [ can follow the rules and give Last student to get it yells "stop™.

s Students will demonstrate my best effort in the activity. o Switch offense and defense after
responsibility and fair play. 3 batters.

PREP

» 4 cones (or bases)

* G hoops ;} J}

» 1 kickball or soccer ball per 24 students ﬁl
SET ¢ o0k

# Create a softball-type diamond with the 4 cones used as bases. "? ﬁ

» Place the & hoops scattered in the outfield.

# Divide students in 2 even teams, if more than 24 students create 2 games. & &

» Fielding team should be scattered throughout the cutfield.

# Kicking team should be lined up single file belund home plate.

TEACH TN

1. Lesson Objective
» The object of All-Run Kickball 1s for the kicking team to score as many runs as possible before the fielding team gets
the ball to the end of their line by passing it over and under throughout the line.
2. Instructions
+ Fielding

Fielding team, you will scatter throughout the outfield. Each inning find a new place to cover in the outfield.
After the ball is kicked, the student who catches it stays where they are and hold the ball above their head.
Everyone else on the team will run over and line up single file behund them.
They will pass the ball over their head then under their legs alternating until it gets to the end of the ine.
When the last student gets the ball they yell "stopl”
Rules

® Line-up as quickly as you can, do not try to be the last one in line to yell stop.

® There are no outs, so it doesn't matter if you catch the ball in the air.

» Do not stand 1n the baselines, fielders must stay beyond the cones at all times.

= If ball does not reach the outfield, you may go in and retrieve 1t and bring it to the outfield to meet your team.
» Kicking
Kicking team, stand single file behind home. You will stay in this same order each time your tearmn 1s at bat.
Kick a stationary ball that 1z placed next to the cone at home.
Kick the ball in fair territory beyond the cones between the 1st and 3rd base cones.
The first student in line will kick it then run around the outside of each of the bases.
Your team will follow you around the bases. Everyone must stay in the same order as they run, do not pass others,
Every time the last student in line passes a cone your team gets 1 run. Bun until the fielding team yells "stop!”
Rules

®= Do not cut cormers, run arcund the outside of the bases.

= No bunting, you must try to get it to the outfield.

® When the fielders yell "stop!” the kicker goes to the end of the line and the next person kicks.
» [Allow 3 kickers to kick each time at bat. Make modifications based on how long they are up and how tired teams get.)
* (Teams should be in the same order each time they are up starting with the student who was on deck the last inning.)

[=]
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UNIT: Positive Leamming Environment | LESSON &: All-Run Kickball



Visit SPARK online at SPARKpe.org for

Free Resources

Sample Lesson Plans

Access a sampling of research and standards-based.
highly-active Physical Education (K-2, 3-6, Middle
School, High School, and Inclusive PE), Early
Childhood, After School, and Active Classroom
lesson plans at SPARKpe.org/free-lesson-downloads

Webinars

SPARK hosts FREE webinars on timely topics in
the field of physical education and student health.
Go to SPARKpe.org/webinars to register for
upcoming webinars, and view recorded webinars
for FREE on SPARKecademy.org.

Online Grant Finder
Looking for funds to implement a quality physical
LZ/, [L\_\__ education/activity, health, or nutrition program?
Qur Grant Finder tool will help you find grants
\Grant Flnder specific to your state and area of focus. Go to
SPARKpe.org/grant-finder for details. New grants
updated weekly!

s SPRRK ®iiis
— eNewsletter

Each month you’ll receive our monthly

eNewsletter full of grant opportunities,

teaching tips. equipment promotions, and links

to free resources. Go to SPARKpe.org/signup

and sign up today!

Standards Alignment

To see SPARK’s alignment with state and national
standards, go to SPARKpe.org/standards for details.

SPARK Blog

SPARK is blogging! Follow the SPARK Blog

for teaching tips, parent and family resources,
trends in physical education, and educational
infographics on health, physical activity, and
physical education. Go to blog.SPARKpe.org/ to
read the latest blog articles.

Follow us on Twitter and Facebook @SPARKPhysEd




CONTACT US

spark@sparkpe.org
833-73-SPARK (77275)
Follow us on social: @SPARKPhysEd
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